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) P.gpm hysef 1o cater 2 world of Dsemons aad vil sorcey. of batle and

death. of vioence 3nd of madncss. Chaos infects this world like 2 malignaat
diseas from which there can be no recovery. Logi. reason aod sanity have 0o place
here. Even the carth and the s are suffused with the stuff of raw mgic. causing
goarled hg-trcs 1o come live, me 1o devolve into monsters and castles of bone
to form from the mass graves of ancient battes.In this blasted ralm you will sec
wonders and horrors aike that you shall carry to the grave.

Look to the orth — tribe upon tribe of barbarians and iron-clad immortils charge
-ttty
sightly uniformed. infantr. Bebold the great cquator, land of the warrior sun.
wher skelel legons 1nd amcs o livig sttcs e fom the desert o crush the
e of phitarmouted Kaighs. Acom the Ol Wold, bestul 1d mancis
things pour out from the cndless forests 1o besige, burn and topple fortress-citi
O Wlords s sop sorm-wrcked mouatin. bellwing o b crie
A constnt flood of savge grecnskiss, slime-skimned monsters and ramshickle
war cagines cmerges from the caves below in answer 10 the cill T the crth below,
scurrying Skiven infest the depths like a tide of fith in a stiking sewer,
Their vemiaous hordes cuhig o the unylding shicdwalls of grim Dl
tunacl-guards who fight dily for the survivl of their cavernous dominion. In the
et o of the v, boker bt rohe i 3 war hat has nged for time
immemoril the skies sbove alight with the fie of 2 hundred duclling dagons.
St v pro the bk of Mkins roln, ok e garrisoncd by )
+ regimeat of war-hardencd vetersns. ABove them come flocks of war gryphoss and
Ry ellos beid st by sorecons poci

Yet amidst all of the fie, flime and fury. it is 3 workd to0 of mighty herocs
he

victory. The desfening roar of Batle riscs above them

times 2 thousand men crashing body. blade and shicld agaiost 3 horde of dacmonic
terrors from the bowels of hell

The fate of the world, be it dummation or sivation, will soon be decided.

This is 3 world of cteraal war sod flecting glory.

This is the world of Warhammer.
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INTRODUCTION

Welcome to Warhammer. Sound the trumpets and beat loud the drums of

= X

o
Warhammer, the game of fantasy

ir tabletop. You command armies of mini
that promises bold manoeuvre, daring riposte and untold slaughter.

. THE WARHAMMER HOBBY

ne unlike any other becaus:

f different aspects. There are




HOW THIS BOOK WORKS

This book conta ything you need to know
mes of Warhammer on your a
top. For case of navigation the book is There are examples from every army and
divided into the following main sections: del has been lavishly painted by a mer

The Raules: This section lays out the full rules

ollecting
rules you'll find rules for mor

llies, army selection rule included an introduction to

To clarify ng the way you v out more

llustrative diagrams and helpful side
practical advice scattered throughout nal section is all
The Warhammer World: The Warhammer se

world is a strange, magical realm full of bart

and strife. This scction provides historics,




WHAT YOU NEED

Between yourself and your opponent, you will need to have the following things to recreate the
bloody battles of the Warhammer world:

ARMIES OF CITADEL MINIATURES RULEBOOK TAPE MEASURE

Both you and your opponent will need an arm to battle When first learning how to The bounce of a cannonba
with! From fast,lthe armies ke Dark Elves that mix play you'l find yourself flight of a Griffon, the charge of
ind monsters to the slow but solid infantry  consulting the Rulebook fairly a regiment of knights mounted

e
atop giant lizards or the range

s and devastating war machines of a Dwarf army, ofien during the course of a
et ot battle. Aftera few matches, of a wizard's fireball are all
Each force is different and charscterful n s own rght, but  howeve,the bulk of y  measured ininches. A tape
best of all cach army can be built in countless combinations, measure or other measuring
Players can choose their favourite models, exploit a favourite arked in inches is
{ame tacic o colect s thie whims icate, No twoarmies  only etk o ore a necessity.

d be alike for occasional reference or to

find clarification for ar
unusual game situation
It mighta o large

i ,,r,.mm s but a fnishe

7

a rescardingsight orth the ffrt

Inthic batle an Empire army,
including wear machines and.
imasion of Chacs Warrior

A BATTLEFIELD TEMPLATES
Wht turns your fla surfice into  battefield s the addition of errsin. This could e weapons, such as stone throwers or
consist of any number of strange magical features such as a fangl fores, the highly feared Flame Cantion of the
blood, a fell temple to some dark poveer, o the heaped skull-totems of a barbaric Dhwarfs, affect a large area and can destroy
race, You will need at least a few terrain pieces to play Warhammer because the many models at once. By placing the
tactical demands that terrain puts on commanders is an important and exciting part  correctly sized template i place, players can
of the game (although when you're starting out, many gamers use piles of books for  determine how many models are hit
s, candboard boxes for buildings and other stand-in solutons). Offen the player

he land" to his army’s advantage wins the battl.




Any flat surface can

or,in the case of a ‘floor
war, having some of your
troops trodden upon by
unwary interlopers.

Al the wonic picesom 1pof  PEN & PAPER
In the midst of a bloody Warhammer b

itis casy to forget key information. Havi

et pen and paper handy s0 you can jot down
how many wounds have been inflicted upon
arge monsters, or which unit has been
cursed with an ongoing spell, will allow you
to get on with the game instead of trying o
‘remember minutia.

A PLAYING MOVEMENT TRAYS
SURFACE Tn Warhammer a grouped formation of

troops is called & nit. Some unifs can be

become the battlefild for | fairly large, consisting of 20, 30 or even
armics to fight over. A more models. Moving these models
el g e | individualy ca e it biof e,
ideal, but  kitchen table, | so many players keep the units ‘blocked
flat workbench or even the | together by use of a base or movement
floor will do. Try toavoid ( tray. These can be custom-made or
having to disassemble { bought and will greatly sid moving larger
an ongoing battle to | units — dont field a horde without them!
accommodate a family meal —————————————

These it are ranked up on maement irays, making it easyfor

The gaming tabe shoron here i the Citadel
Realm of Batde Gaelnard, schich is made
up of 24y 2 il that can be rearranged in
differnt configurations 0 vary your batles

DICE

Warhammer uses six-sided dice to work out effects
such as combat and shooting. It useful to have quite
a few dicc on hand as combats are tumultuous affairs
requiring fistfuls of dice to be rolled at a time. A few
differently coloured dice are handy to work out
specific olls for heroes. You will also need an artilery

dice and a scatter dice to work out certain spell and.

war machine effects (see page 7).



MUSTERING YOUR FORCES

Warhammer is a game of armies clashing on the tabletop. In order to play,
you'll need an army of your own, but which will you choose? Perhaps a
black-hearted and monster-filled force of Dark Elves, or an army from
Bretonnia, the knights bedecked in armour and magnificent heraldry, the
magically animated Tomb King hordes or ironclad elite Warriors of Chaos?

Warhammer presents over a dozen army types,  Not only i there a wide varity of different army

each with its own unique look, troop h varying characterist

rules, and defining attributes. For instance, a from, but each army is itself mad

Hi

Tow numbers of highly skilled warri

h Elf army is characterised by its rel unique troop choices and

to compose armies of th

choice of different and rewarding ways. So how do you

ighting clies, and it

yet deadly monsters like Drs an army and how big should it be?

he look of the models, the army’s

or perhaps the force’s




Ttis p tart playing small games of

‘Warhammer with an army made up of three

o four units, including a model to represent
General — the hero (or villin

s commanding the force. Such a game
can be played within an hour. There i n

upwards limit to the size of an army and som:

particularly avid collectors can field massive

forces that include hundreds or even thousands

of models. In addition, many players are

fortunate enough to have amassed more than
one army t

‘WARHAMMER ARMIES

jon about a chosen
army should ammer Armies
books. Each book n this supplemental seri
focuses on a single army; provid

and other items, expertly painted eample models
and an army lis that will help you to org:

UNBRIDLED ZEAL

4 too are bitten by the collecting bug
o understand (or explain!) the passion
sut into his army. Comperitive

1 painters lavish

the available Citadel miniatures and the
inspirational examples pain

forward with anticipation to their next painting
or gaming session




FIGHTING A BATTLE

So what is i ¢ Vo The next few pages will give
you a general idea - running through the stages of setting up the battlefield,
deploying the armies, fighting out the b and determining if you have
won glorious victory or suffered ignominious defeat.

SETTING UP THE BATTLE

cther to place pieces of
op, repr
ests, rocky hills and
The best batlefields not only po
challenges to the pl:




THE ARMIES DEPLOY
With the terrain set up itis now time to choose
table sides and deploy armies. Each player rolls
a dice and whoever rolls highest picks the side of
the table he wishes his-army to start on. The

player that lost the dice roll will st up on the

opposite side. The two players the

ake it in
turns to place 4

nts, war machines,

monsters, etc

This is where you must start apply 2
thought — from which direction will the enemy
troops advance? Is there

terrain features that grant useful benefits to your
army? In other words, how can you best exploit
the lay of the lan

chance of destroy




Now that both sides are
fight the battle! Players take
During a turn a player wil first

urns to act with
their armics

manoeuvre his units, perhaps

‘combat with the foe. Next he will u

magical spells from his Wizards, and shootin

e e e layes ke bis

During your own turn you will be busy trying

to apply your masterful battle plan. You will be

moving models, measuring the range of potential

bowfire (or other missiles and spels), w

out close combat results and generally tryi

your best to destroy your foc's army

ur opponent’s wrn, in addito
Him trying to dismantle
ave to make various dic
S your units

can dispel enemy magic or if any

panic due to the onslaught of the foe.
Casualties — models that are shain over the course
are removed from play and placed
he battlefield. Thus, as the
units dwindle in size or

ther in the bloody fighting

e
>




VICTORY
Afe "

is concluded.
it often
1l be mostly
Seneral shain

less of outcome, conqucror or vanquished,
tomary to shake your opponent’s hand.













particular circums!
to other types of n

Written by Mat Ward.
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e
happly ¢
as 10 thefner pints ofthe rules

OVERVIEW
OF THE GAME

This page simply summarises the sequence of playing a Warhammer battle, and
points you to the relevant parts of the book that explain how each stage works.

L MUSTER YOUR FORCES

e e s Washammse (e poino vakies ad vyl B meute

battle, 5o the first thing to do is assemble your ~ forces are evenly matched for a closely fought

forces. You can simply use all the models in your  game. This system is explained in the Choosing

colection, but most players use the system of  Your Army

2 (:Iioosg A PITCHED BATTLE

clash of battllines to a fight in 2 mountain pass

page 140 presents six ‘pitched batt or the defence of a watchtower. Players can roll a
hely i

ightforward

xplains how to play rent dice to decide which pitched battle they will play

or simply choose one

N,y will moscl  batlfiek, be it Kichea
table, the floor or a fully modelled w

that make up the landsecape ofthe War

board. The players set up ter heirarmics  world. How to do this i also covered in the

to fight over, representing haunted woods,

4. DEPLOY ARMIES

o armics are deployed facing cach ot

Fighting a Warhammer Battle chapter.

e

h of the pitche »
showing you where on the table cach player can
n place his models, and also tells you which side
Warhammer Battle chapter on page 140.

5 FICGHT

At out the battle, with player

will take the first turn of the game,

aking turns to et you by for your first game or two.

, using the rules that follow They are followed by extra rules that apply only

This section starts with ba o certain models such as monsters, heroes or

spply to

all model, and cover the standard sequence of  warriors armed with unusual weapons. Finally

there is a chapter that explains the effect of the

rules are all you will nced for infantry models,  fantastical terrain of the Warhammer world.

6. DETERMINE THE WINNER

Each pitched battle exy
play for and how to work out who has won the

dead or fleeing! Other battles
are decided by scizing enemy banners or
capturing a watchtower. Whatever the outcome,
only a rematch will give you the chance for

ins how many turns o army is in atters
game. In most cases the victor s the side that
has destroed more of the enemy, and so it is

often obvious who has won, as the other side’s  further glory or sweet revenge.




MODELS & UNITS

e Citadel miniatures used to play games of Warhammer are referred to as
*models” in the rules that follow. Models represent a huge variety of troops, ranging
from cowardly Goblins and noble Elves, to mighty Dragons. Each model is an
individual playing piece with its own skills and capabilities. To reflect all the
differences between such warriors, each model has its own characteristies profile.

CHARACTERISTICS OF MODELS

Warhammer uses nine different statistics or
characteristics to describe the various attributes
of the different models. All characterist
rated on a scale from 0 to 10  they cannot go
below 0 or rise above 10.

MOVEMENT
ALLOWANCE (M)

Often called Move, this shows the number of
inches a model can move on the battlefield

under normal circumstances. For example, a

Man with a Move of 4 (M) can move up to 4"

when moving at full rate. A horse moves far
faster and therefore has M8,

WEAPON SKILL (WS)

This defines how accomplished or skilled a
warrior is with his weapons, or how determined
and vicious a monster is. The higher the score,
the more likely the model is to hit an opponent
in close combat. An ordinary Man has WS3,
whilst a battle-hardened hero might have WS+,
WSS or possibly even higher!

BALLISTIC SKILL (BS)

This shows how accurate a warrior s with

ranged weapons such as bows or handguns
The higher this value i, the easier a creature
finds it to hit with missile attacks. An ordinary
Man has BS3, but a keen-eyed EIf has BS4
Some monsters have natural weapons that can
be used at range (they might spit venom, for
example) and they often use BS to determine
whether they hit or not.

STRENGTH (S)

Strength gives a measure of how strong a

creature is. An exceptionally puny creature.

tells you how hard a model can hit and how
casily it can hurt an opponent it has struck in
close combat.

TOUGHNESS (T)

This is a measure of a creature’s ability to resist

physical damage and pain, and reflects such
factors as the resiience of a creature’s lesh, hide
or skin. The tougher a model is, the better it can
withstand an enemy’s blows. A normal Man has
T3, but
tough wooden flesh, has an incredible T6!

WOUNDS (W)

This shows how much damage a creature can

a creature such as a Treeman, with

take before it dies or i so badly hurt that it
car't fight any more. Most men and man-sized
models have a Wounds characteristic value of

1. Large monsters and mighty heroes are often
able to withstand several wounds that would
slay a smaller creature, and so have W2, W3
W4 o even more.

INITIATIVE (1)

This indicates how fast a creature can react.

Creatures with a low Initiative score (Orcs, with

Initiative 2) are slow and cumbersome, while

creatures with a high Initiative score (Elves, with

Initiative 5) are quicker and more agile. Humans

o Tt 3. Tl comt e The Sprt of the Game
o
et oy
e
vtk
e Ll
bevpremetl e
ks
rotp ke i

dictates the order in which creatures strike.

ATTACKS (A)
This shows the number of times a creature

e e e S
creatures have an Attacks valuc of 1, although
some elite troops, monsters or heroes may be able

LEADERSHIP (Ld)

Leadership shows how courageous, determined,
and self-controlled a model is. A creature with a
low value
least! Men have Ld7, which is average, whilst
casily scared Night Goblins have a Leadership
value of oly 5.

very unruly or cowardly to say the




Orc Boy

Empire Halberd

High EIf Spearman

THE CHARACTERISTICS PROFILE

Every Warhammer model has a profile that
s the value of its different characteri
e examples left show the profiles for an
Ore, a Man,

n EIf and a Skaven.

As you can see, an Orc and a Man are similar i
many respects. They both move at the same

speed (4), and they both have the same Weapor
Skill and Ballsic Skill vl

are very evenly matched in combat. Both have

. which means they

the same Strength value, so they can deliver

Toughness, however, the Orc wins over the Man

the Orc’s value is 4 compared to 3.
a vast difference, but it docs make the Orc better

able to withstand blows and gives it the edge in

any hand-to-hand fighting.

Both creatures have 1 Wound, which is the
al value for man-sized creatures. The Orc

loses out, however, when it comes to Initiative

but it does

This is not a terrible disadvantag

mean that the Man will get to strike his blows

before the Orc docs when they get stuck into
hand-to-hand fighting. Both races have the same

Leadership of 7, which is average

The

an Ore, with both Movement and Initiative

Skaven is noticeably quicker than a Man or

values higher. However, the Skaven ratmen are
distinetly cowardly, with th

cir Leadership of 5.
The EIf meamwhile is clearly superior, with

above-average Movement, Weapon Skl
Ballstic Skill Initative and 1

adership

OTHER IMPORTANT
INFORMATION

tion to its characteristics profile each

model will have  troop type, such as infantry
or cavalry, which we discuss in more depth on
page 80. Tt might also have a save of some.
kind, representing any armour o magical
protection it might have, and it could be
carrying one or more shooting or close combat
weapons (sce page 88) or might have one or
more special rules (see page 66). Don't worry
about any of this for now  for the moment if's
enough that you know about these aspects of
the model,

CHARACTERISTICS

OF ZERO

Some creatures have been given a value of 0"
(ofen shown as a dash: =) for certain
characteristics, which means that they have no
ability whatsoever in that skill. This usually
applies to creatures unable to use missile
weapons, so they have BS0 or BS-, but it might

equally well apply to other characteristics too.

‘or example, some creatures or war machines
may have no Attacks (A0 or A-)

If any creature or object has a Weapon Skill of
0 then it is unable to defend itselfin close
combat, and any blows struck against it will
therefore automatically hi.

If at any time  models Strength, Toughness or




FORMING UNITS _

The models that make up your Warhammer
army must be organised into ‘units’. A unit
usually consists of several models that have
banded together, but a single, powerful
model such as a lone character, a chariot or
a Dragon, a war machine and its crew, and
50 on, are also considered to be a unit.

A unit consiss of 1 or more models that are
arranged in orthogonal base contact with each

other, which s a fancy way of saying ‘edge-to-

edge and front corner to front corner’. S the
diagrams below — it much clearer as a picture

than in it is in words.

formations

e st
lot of them) will die as the battle progresses

When casualties occur, models are removed

UNIT FACING

Last, but not least, a model has a forward,
flank and rear are based on the direction
that it is facing. We'll be using this later to
work out what the model can attack, as
well as caleulating which side of the model
an enemy will be able o charge as the
game goes on.

forming four 90° quadrants, as shown here. A
unit's facings therefore are determined by the
facing of its constituent models.

Fucing Front
s

which

dincim ol vl
0 e digd sy ith
e

All models in a unit must face the same direction.

In addition, all models in the unit must be
Sometimes however ' ot 32
Lear This doco' tend 10 be @
where all the
madels are assumd 1o fce the
refer to basic warriors as ‘rank and file' roops.  same

arranged in a formation that consists of ne or
more horizontal lines, called ranks and a number %
of vertical lines, called files. This is why we often o m

ay (and a command.

ymally befound in

As far as possible there must be the same
number of models in each rank. Where this is

e rear rank that has

not possible it must be

fower models. Once formed into a unit,the b e 1

models move and fight as a single entity for the

rest of the batle

from the back rank of the unit. If the unit is

reduced to a single rank, casualties must be
gl

removed evenly from cither end of the line




Skeeton Warrior

GENERAL

PRINCIPLES

We're almost ready to dive into the turn sequence that drives the hlood) business of

Warhammer. However, before we begi
‘mechanic

that it’s worth

there are few basic ideas
ussing. These are essentially vrmmphs that are so

d game

broad that they pop up again and again while you're playing a game, so it makes a

ot of sense to establish them before getting caught up in the more special

that you'll find later on.

MEASURING DISTANCES

In Warhammer, distances are measured in
inches (") witl
R A oy S

an action, such as charging or shooting.

This allows you to check whether your units are

in range of thei target before they launch an

attack. After al, our warriors are all led by
xperienced campaigners and we canassume that
they canaccurately udge the range of

their weapons, even if we, their generals, cannot
e o ot al ecp m chog mnd the burk
himself).

Distances between models

(which can be other models, terrain features and
50 on...) are always measured from closest point

on one base to the closest point on the other base.

The ditance brsoeen the
Empire Spearman wit

d the Gablins s 6°. W
therdforesay that the Goblins
are within 6"

The distance besceen the

ised rules

Distances between units are always measured to

and from the closest models in each of the units

(see diagram below). Sometimes units will be

mounted on movement trays for case of use.

Nevertheless, always use the models base, and

not the movement tray, as the reference point

when taking your measurements.

o, for example,if any part of & model’s base is
sithin 6" of the base of an enemy mode, the 0o

models are said 10 be <vithin 6" of cach other:

Sometimes the rules will call upon a unit to

move directly towards another unit, or some
other feature on the battlefield. Where this is the
case, draw an imaginary line between the centre

of the unit and its destination, and move the unit

forward along this line a number of inches equal

to the distance stated,




DICE

You'll often need to roll dice to see how the
actions of your models turn out - how
efflective their shooting is, what damage
they've done in close combat, and so on.

Almost al the dice rolls in Warhammer use
standard six-sided dice, also known as D6, but
there are some exceptions as noted below.

ROLLING A D3
In rare circumstance you may be tod to roll a
D3. As there’s no such thing as a three-sided

dice, use the following method to determine a
score between 1 and 3. Roll a D6 and halve the
score, rounding up. Thus 1 or 2 = 1, 3 or 4
2and Sor6 =

ARTILLERY DICE AND SCATTER DICE
Warhammer uses two special dice: the artllery

dice (marked 2, 4,6, 8, 10 and M;
scatter dice (marked with arrows and Hit!

ire) and a

symbols). These dice are mostly used to
represent the effects of various war machines,
such as cannon and stone throwers.

Note that, except where clearly specified, the
artillery and scatter dice cannot be re-rolled
We've not talked about re-rolls yet, but we will
do shorty

DIVIDING TO CONQUER

Sometimes you'll be called upon to divide the
result of a dice rol, a characteristic or some
other value. Where this happens, any fractions
should always be rounded up. So a 26 roll of
7, halved, would be a result of 4 (3.5 rounded
up). Similarly, 109 of a unit of fifty one models,
rounded up, would be 6 models

MODIFYING DICE ROLLS
Sometimes, you may have to modify the result of
the dice roll. This is noted as D6 plus or minus
 number, such as D6+ 1. Roll the dice and add
or subtract the number given to or from the
score (as appropriate) to get the final result. For
cxample, D6+2 means roll a dice an add 2 to
the score, giving a tofal between 3 and 8. You
may also be told to roll a number of dice in one
go, which is written as 2D6, 3D6 and 50 on
Roll the indicated number of dice and add the
scores together, so a 2D roll i two dice rolled
and added together for a score of 2

2. Another

method is to multiply the score of a dice by a
certain amount, such as DxS for a total of
between § and 30.

RE-ROLL

In some situations, the rules allow you to pick

up and re-roll a dice. This is exactly what it

sounds like — pick up the dice you wish to re-
roll, and roll it again. The second score counts,
even if it means a worse resul than the frst, and
o single dice can be re-rolled more than once,

regardless of the source of the re-roll

1 you re-roll a single 2D6 or 36 roll, you
must re-roll all of the dice and not just some of
them, unless the rule granting the re-roll
specifies otherwise.

ROLL-OFF

1f the rules require players to roll-of,this simply

means that each player rolls a dice and the player
that scores the highest result wins the rol-off. If
the players roll the same resulf, both dice must

be re-rolled again until one player i the winner
any modifiers that applied to the firs dice roll are

also applied to any further rols

RANDOMISING

Sometimes you'll be called upon to randomly
select something — often a model, but sometimes
a magic item, a spell or similar. Where this is the
case, simply assign a D6 result to each of the
things the random selection must be made from,
and roll the dice to make your random choice. If
you have fewer than six items to randomise

, simply re-roll any unassigned results
o you roll an assigned number

For example, a player has to randomly slect one of
fve models. He assigns cach model a mumber
beteoeen 1 and 5, and rolls a D6, re-rolling results of
6 antil he ges a mumber between 1 and 5

Misfire!

1 common prtce for ploers

o fr 10 thearillery dic as a

“misfire dice’ — chiefly because

yo can gharantce that il ol

e miie s the s
st e

erely, mare superstitions
playrs e i ey s o9
artllery dic, simply becanse

ey believe that saying the
ceond mifreis enough 0 jinx
a fortheoming dice ol. Thas
iasbeen borne the cmvention
that it s an ‘arillery’ dice

wwhen you ol i, and @ ‘misfe
dic shen your opponentdoc

Chaos Warrior




(GENERAL PRINCIPLES.




TEMPLATES

Some spells and war machines are so

which might encompass (and often utterly
devastate!) several different units. To better
represent these, Warhammer uses a series of
three different templates:

* A small round template (3" in diameter)
* A large round template (" in diameter)

* A flame template (a teardrop-shaped
template roughly 8" long)

Copis of these templates can be found opposite.
You can photocopy these if you wish, but plstic

transparent versions can be purchased separately.

The templates are used as a way of determining
whether or not models have been hit by an

attack that has an area of effect or blast radius.

When an attack uses a template, it will explain
how the template is positioned, including any
Kind of scatter that might occur (scatter is
discussed more completely next in this section)
To work out which models are hit, you normally
need to hold the template over an enemy unit or
a particular point on the battlefield, and then
look underneath to see which models” bases fie
partally or completely underncath the template

Normally any model that s fully or even
partally underneath the template is hit
automaticaly with the effect described in the
rules for the attack. Some models, such

as characters riding chariots and monsters,
might have several different locations that can
normally be hit separately —in these cases a
template is assumed to hit all the locations on
the model. Remember that a models base is

If, s0.all a
hit on all the

SCATTER

Sometimes a rule will call for an object (a
template, counter or even a unit) o be
placed on the battlefield and then scattered.
When this oceurs, follow this procedure:

Place the object on the battefield, as instructed
by the rule. Roll a scater dice to determine the

dircction of scatter, and any other dice required

by the rule to determine the scatter distance. For

example, if something s said to ‘scatter 26" in

a random direction’ then you'd roll the scatter

dice for the direction and 2D6" for the distance N
1¢s normally a good idea to roll these as close to

the scattering object as possible, to minimise the

inaccuracy that will inevitably creep in as you

attempt to match the vector.

Ifa Hit!is rolled on the scatter dice, the object
does not move — leave it in place and resolve the

rest of the rule

Ifan arrow is rolled, move the object in the
direction of the arrow and the distance (in inches)
shown on the other dice,ignoring intervening
terrain, units, et unless the rule sates otherwise
Once the object has scattered to its final position,

you can resolve the effects of the rule

Note that war machines usually use the artillery
dice to determine the distance scattered

e cater dice shows a Hil o
the templte does not e the
26 realt s ignored

The cater diceshoes am arre

20 the template maves the ditance
shocon on the 2D6,
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I Is it Natural?

Yol naic tht some of the

reer 10 @ ‘vasural” dice
ol this efrs 1 the actnal
waniber the dice rlled, gnoring

| any modifrs that might apply.
This phrase s quite usefl as
thre are quite a e dice
madifers slahing around i the
Warmmer ey o 0

t the dicescres

e
| modifiers) rathe than the wal
resuls (inclcing the modifers).

Wond Elf Glade Guard.

CHARACTERISTIC TESTS
odel will sometimes be called upor

uke a characteristic test. sm. et

be applied against any characteristic the

‘model has, save Leadership. A Toughness

testis a characteristic test, as is a Strength

test or an Initiative test, and so on.

Models will not normally have a choice of which
characteristic they must use — the characteristic
o be tested will be specified in the rule.

To make a characteristic test, roll a D6 and
compare the score to the relevant characteristic
in the model's profile. If the score is equal to or
less than the number in the profile, the test is
passed with no il effect, If the score is greater
than the number in the modePs profie, the test
has been failed, and something nasty will occur,
as detailed in the rule that called for the test

wi

value for the same characteristic, as is the case

amodel (or a unit) has more than one

with cavaly for example, a characteristic test is

always taken against the highest of the values.

AUTOMATIC PASS AND FAIL

When taking a characterstic est a naturalroll of
6 s always a fuilure, and @ natural 1 s always a
success, regardless of any other modifiers.
However, if the model has a characteristi of 0
or — it automaticaly fails the test.

LEADERSHIP TESTS

At certain times, a model or unit might be
called upon to take a Leadership test. This
represents them drawing upon their courage
to face disheartening circumstances.

o take a Leadership test, roll 26, If the result
is equal o o less than the model's Leadership
value, then the test has been passed. If the result
is greater than the model’s Leadership value, a
suitably dire consequence will occur, as detailed
in the rule that called for the test. This will
normally involve the unit turning tal and flecing
from the enemy. Note that a natural,
unmodified, roll of 2 (ic. rolling a double 1) is
always considered to be a pass, regardless of any
modifiers that might apply

Ifa unit includes models with different

Leadership values, always use the one with the
highest Leadership — warriors naturally look to
the most steadfast of their number for guidance.

LINE OF SIGHT

Line of sight determines what a model can

*see’. Many situations call for you to

determine whether or not a model has line

of sight. A model normally needs line of
sight whenever it wishes to attack an enemy,

whether with sword, spell or bow.

Line of sightliterall represents your warriors’
view of the enemy — they must be able to see
their foe through, under or over the battlefield
terrain, and other models (friendly or cnemy).

For one model to have line of sight to another,
you must be able to trace an unblocked line
from s eyes to any part of the body (ic. the
head, torso, arms or legs) of the target.

Sometimes,allthat will be visible of a model is a
weapon, banner or other ornament he is
carrying. In these cases, the model is not visible.
Similarly we ignore wings and tals, even though
they are technically part of a models body

These rules are intended to ensure that models
donft get penalised for having impressive
banners, swords, and so on

Naturaly, you canit ask your models what they
can see - they're plastic and metal, so a reply
will be some considerable time in coming —

therefore you'll have to work it out on their

behalf. In many cases, this will be obvious — if

there’s a hill or building in the way, the enemy
might be blatantly out o sight. In other cases,
two units will be clearly in view of each other as
there is nothing at all in the way. On those other
occasions where i's not obvious whether o not
one unit can see another, the player will have to
stoop over the battlefeld for a ‘model’s eye
view’. This means getting down to the level of
your warriors, taking in the battlefield from their
perspecive to ‘sec what they can sec’,

SEQUENCING |
‘Whilst every effort has been made to make
sure thatthe sequencing of rules s utely
clear, occasionally you'll find that two or

more rules areto be resolved a the same

time — normally ‘at the start of the

Movement phase’ or imilar. When this
happens, and the wording is not explicitas (.
to which rule is resolved first, then the |
player whose turn it is chooses the order. |




BASIC RULES AND A

Finally iC’s worth remembering that the

rules for Warhammer are broken up into

wo distinet basic rules and unit are indicated in the entry
advanced rules.  Warhammer Arm
pply o al the modls in the game, B/ ANCED
fcally sated otherwise. They include  Where rules apply to.a specific mode,

that mode has a rul
ic, th

ced rule takes precedence

On rare occasions, a conflict will arise bets

rule in this rulebook, and one printed in a

book. Where this occurs,

Warhammer Armie




trembles to the hooves of galloping cavalry.

In order to turn the maclstrom of battle into a
manageable game, players alternate moving
and fighting with their units. So, onc player

will move and fight with his forces first, and
then the opponent will move and fight. This
process s then repeated, with the first player

ting and so on until the

game i donc

| During his turn, a player can usually move

ht will all of his units. For convenience

me play, we divide a player’s
turn into four main phases: Movement,
Magic, Shooting and Close Combat.

This means you move any models you want to
first, then cast spells, then shoot and finally

resolve any close combats. This process helps

to keep track of what is going on and makes it
casier to know when one player’s actions are
over and the opponent can start his turn (and

take his revenge).

THE TURN SEQUENCE
In a complete game turn, both players
et a player wrn, each
Movement, Magic, Shooting and Close
Combat phases, as shown opposite.

ded into the

One game turn will therefore comprise two
player turns, each with its own Movement,
Magic, Shooting and Close Combat phases.

era rule refers to a ‘turn, whether in

this book, a Warhammer Armies book or an

expansion, it means ‘player turl, otherwise it

will specif

ly sate ‘game turr

THE TURN

A Warhammer battle is a chaotic thing. Units of bellowing warriors charge and
counter-charge, hacking at the foe with axe, sword and cleaver. The ground

cannons belch forth death and puissant sorcerers wield devastating magi

Archers blacken the skies with arrows,

TURN SUMMARY

1. MOVEMENT PHASE
Hers

| capable of doing s0. See the Mvement

ou move any of your nits that are
| rules on page 13 for mare detais of horo
1o do this

2 MAGIC PHASE
Inthe Ma
spel,
dipel thems S the Magic ules on page 28

ing spells

3. SHOOTING PHASE

You noro

ic phase your Wizards can cast

¢ your opponens attempts 1o

for more details on c

dhoot with amy of your wnits that

are capable of doing s0. See the Sho

ving

rules on page 38 for mare details on horo to

resolve this

4.CLOSE COMBAT PHASE
During the Close Combat phase all troops

in close combat fight. This is an exception

1o the normal turn sequence in that both
ide whase

More information on fighting

fight, not just the
combats can be found in the Close Combat

on page 46

EXCEPTIONS

While playing your game of Warhammer, you'l

occasionally discover exceptions to the general
turn sequence laid out above, when things are
worked out as they occur rather than in any strict

order, or perhaps tha

both players will have to
lly the
actions of one player will trigger the sudden

do something at the same time. Occasio

appearance of a particular troop type, or may
activate some special rule or occurrence, When
this happens, the exceptional rule will contain all
the information you need to resolve it




fee o oiicen —mase— AN
MOVEMENT

Mastery of the Movement phase is vital to your victory on the battlefield. It is in
this phase that you'll attempt to outmanoeure your foe, by moving your archers
and cavalry units to where they can best dominate the battlefield, positionins
regiments to threaten the enemy flank and charging your warriors into close combat
time is right. The Movement phase is broken down into four sub-phas
Start of Turn, Charge, Compulsory Moves and Remaining Moves, as shown below.

when the

Moving an army is an important and often

decisive part of the W
oppos
movement can be as challenging and satisfying

farhammer game. When
ng commanders ae well matched,

as a good game of chess. However, unlike a
chessboard, the tabletop is not divided into exact
squares. Instead, movement is determined using

 measuring tape o ruler.

‘This chapter starts with the common rules for
moving units on the tabletop and making basic
manocures, before diving into the sequence of
the Movement phase itself. The same rules
govern almost all movement

d

flecing troops are discussed in the relevant sub-

Any exceptions that apply to chargers

phase. Also, a few units move in a special way

(flying creatures for example). These are

exceptions to the usual rules which, for the

of convenience, are discussed later in the ook

MOVING YOUR UNITS
A unit can move straight forward any
wance up to its Movement value (M)
in inches.

In Warhammer, a basic move for any model,
and thercfore any unit of models,is to move
forward a number of inches up to their

Movement characteristic

Remember that individual models are not
permitted to leave their units and soa un

effecively moves as a single entity. If, for
whatever reason, there is more than one Move
characterisic in the unit,then the entire unit is
reated as having the same Move value as the
slowest model.
Units are cumbersome, and find it hard to
change dircetion. Models (and units) must move
forward in a straight line, unless performing a
manoeuvre, which we'll discuss in a moment.

Give ‘em an Inch...

For many sears,gamers ave
atd the éase with
apponents

all e hile trusting ot
oxam prcision. The trah ofthe
mattr s of course, that e ll.
make measuring mitokesfrom

hich heir

mic-measired,

time t time — he odd
impreison is ineviable. The
best atitde i 10 be s precie

meacuremenss, be olerant of any
I' APART senuine misakes made by your
‘Whilst moving, a unit
approach closer than 1" to another unit,
npassable ter

spponent and 1o meaaure she

not allowed to

distances for any crucial acton
before any mades are med or
diceane oled. Of cours fyour
apponent consistntly ries 10 ke
advantage in this maner; e’
play again

friend or foe, or

“This rule i purely for clariy. I¢s important to
be able to tell at a glance where one unit stops
and another begins. If they're too close together,

this can be particularly difficult — especially i

both units look the same. Similarly, in the case
apart

of two units from opposing sides, the 1"
rule make

orin close combat (they'll be in base contact).

You'll notice that this rule does not apply to the

charge moves disc

ed lter. This is quite
sensible, as the whole point of charging is to get

a unit into base contact with an enemy
Occasionally, a unit will have approached to
within 1" of a unit it did not charge as the result
unit it did charge
This is perfectly acceptable, although players

of moving into contact with

may wish to nudge the units further apart to

maintain a suitable degree of clarity

When moving madels i a common mistake o measure the disance from e front of the
base and then place the model 30 the back of s base s on he far sde ofthe tape measur.

Thi s incorec, as it adds the enive legth of he model’sbase (o the wnit’s bases) 10 the

disance mrved.




MANOEUVRES

There are two specific manoeuvres that
enable a unit to change direction or
rearrange its ranks: wheel and reform.

As with a normal move, a unit cannot carry out
a manoeuvre if doing so would take it o within
1" of another unit.

Also, none of the models in the unit may move
more than twice their Movemen rate as  result
of a manoeure (. Men with Move 4 can

move up to 8").

Dark Elf Spearman

T <aleel, ane coner of the farmation is moved frsard whil leaving the ppastccorer
sationa e

Here s se a

Wihen a it reforms, i can change its wa
A), the direcion it s fcing (B), or bt

'WHEEL

A wheel manoeuvre is a basic turn
performed by pivoting the unit around one
of its front corners.

Performing a wheel is often the best way of
making a modest alteration to the direction a unit
is facing whilst still being able to advance. When
performing a wheel, the leading edge of the
formation moves forward, pivoting round one of
the front corners. The unit swings round like the
spoke of a turning wheel and completes the
manoeuvre facing a different direction. You dorft
need to measure the distance wheeled by a
charging unit, but during the Remaining Moves
sub-phase, whecls are measured as follows:

When  unit performs a wheel, every model
far as the outside
model. Once the wheel s complete, you may use

counts as having moved a

any movement that the nit has remaining. A
unit that is not charging can wheel several times

during ts move, and indeed can mix forward
movement and wheeling, as long as it has
enough movement to do s Unitsare not

allowed to wheel backwards.

REF(
You can completely rearrange your unit,

s0 th o in any direction, by giving
up all other movement and shoot

itis fa

A unit of troops can change the direction in

which it i facing and rearrange its formation all

at once by means of a manoeuvre called a reform,
The lea

ssues the order to adopt a new
formation and the troops move to assume their
new positions.

Keeping the centre point of the unit the same,
arrange the unit into a new formation of as many
ranks as you please, facing whichever direction
you wish. Remember that none of the models in
he unit can move more than twice their
Movement rat.

A reform is & complicated manoeuvre and
ordinarily prevents the urit from moving any.
frther that turn, and also stops it from firing
missile weapons in the Shooting phase. However,
i©'s worth noting that if the unit has a musician,
there is a chance it will be able to carry out the.
eform and still be able to move, and even shoot
if it has the appropriate weapons (see page 95 for

more details).




THE MOVEMENT PHASE SEQUENCE

Work your way through the sub-phs
shown in the summary on the left. The units
in your army can act in whatever order you
wish within each sub-phase, providing that
you complete one sub-phase before moving
onto the next.

Fach unit will normally only be allowed to act in
one sub-phase (with the exception of Start of
Turn) unless it has special rules that permit it to

do otherwise

THE FIRST TURN
At the very startof  barle,it s unlkely that there
will be any unitsin range to charge, and there

ould't b any flecing models just et either

This means that uness some specific special rules
are i play, or you have a model such as a Chaos

ays moves in the Compulsory

The player first resolves o
that must happen at the start of the turn.

Some warriors will have special actions they
have to perform at the start of the turn (Ores
and Goblins have to test for Animosity, for

xample). Such rules are not common,

their details will be clearly stated in the

sub-phase, it

breathing space) between one t

MOVEMENT PHASE
SUMMARY

1 START OF TURN

Some models have particular actions they
st take at the start of the turn.

2. CHARGE

attempt to have i

3. COMPULSORY MOVES

Sometimes a player

lether or not or

ommonly when they are flcing

4. REMAINING MOVES

As the name suggests, this s where all ther

want of a bettr phrase




Chances of Charging
T masimiseyour chances of
making o sccssful charge, '

eorth kniesing that your

safer bet but if atmpting o
Ionge-charge, ou soll eed a
bitof extra luck om your side

CHARGE
SUMMARY

Dechre » charge.

Resolve charge
reaction.

Go back 10 step i.

wail all vaits
wish to charge
have done so.

you

Move sl charging

units, in sny
you like.

order

2. CHARGE

T Churge i g e et
important part of the Movement phase — this is
wher

youll unleash your forces tothe bloody

work of close combat. Battles can be won or lost on
the timing of a charge. Char
troops willire and lose momentum before they
reach the enemy and the charge will fall short;

ge t0o soon, and your

wat 00 long and the enemy willinstead charge
yous but choose the right moment and the
momentum of the charge will sweep your warriors
o glorious victory

In this sub-phase, you'll choose one of your units

and declare the charge you want it to make. Your
opponent will then have the chance to have his
unit hold its ground or react to the charge, cither
by standing and shooing or fleing

Once the charge reaction has been resolved, you
can nominate another of your units to declare a

charge, and s0 on, undl all of your

arges have
been declared and reacted to — then you get to
‘make your charge rolls and resolve the charges.

DECLARE CHARGE
The player picks one of
announces which enemy u

The enemy must make

charge reas

before another charge can be declared.

The first thing you need to do in the charge
sub-phase is to declare any charges you wish o
make. Except in a few unusual circumstances,

always your decision, so dor’t let a glib-tongued

youare never forced to charge. It

opponent tell you otherwisc! However, charging
is the only way for units to reach close combat
with the foe. If you want to attack an enemy
then you must charge him — you simply cannot
move into close combat without having declared
a charge

To declare a charge you must indicate which of

your units is charging, and which enemy unit it
s going to charge. For example, you might wish
to declare that your Skaven Clanrat unit is

charging the High EIf Spearmen.

You're always allowed to measure the distance
between the charger and the potential chargee
before declaring the charge, a this might
wellaffect your decision whether or not to
declare a charge!

When you declare a charge, one or more of the
modelsin your unit must be able to trace a line
of sight to the enemy unit, and the target must
lie at least partially within the charging units
front arc

CAN I CHARGE?

Not all units can charge. The most common
reason for a unit being unable to charge is
because it is already fighting in close combat,
but other circumstances, such as fleeing, or the
effect of a special rule, can also prevent a unit

from declaring a ch

rge. These other situations

are firly rare, and they will be clearly explained

when you encounter them.

A unit cannot declare an impossible charge — .
one that it cannot possibly complete, ither
because the enemy unit s outside of the
chargers’ maximum possible charge range, or
because intervening obstructions make it
impossible for the unit to make  charge move
that allows it to move into contact. Note that if

such obstruction is another unit, and there is a

chance that the intervening unit will move out of
the chargers’ way before the charge is
completed, the charge i ‘possible’ and therefore

can be declared (remember that you still need to

see the target to declare the charge though).

T make such a judgement, you'll need to know
how a charge move is completed (sce page 18).
CHARGE REACTION

An cnemy unit that has had a charge
declared against it must hold or perform a
charge reaction — shooting at the chargers o
retreating from the threat. Once the charge
reaction is complete, the charging player can
declare a charge

with another unit, until he
has declared all the charges he wishes to.

When you declare a charge, the target unit isn't
necessarily going to sit there passively waiting
for your warriors to bear down on i, oh no!

Depending on the target's armament and
general fighting ability, it might choose to steel
itself for the charge’s impact, allthe better to
fight off the attackers, fire a volley of arrows or

other missiles into the oncoming chargers, or

simply decide to opt for discretionary valour and
flec from the foe.




The response your unit makes when a charge
is declared is referred to as a charge reaction
As your opponent declares a charge, you can
declare a charge reaction for your charged
unit. There are two types of charge reaction
Stand and Shoot and Flee! A unit that does
not make a charge reaction is always
considered to Hold.

HOLD
If a unit Holds, it stands fast in place to
ive the charge.

A unit will normally elect to Hold ifit has no
missile weapons and fancies its chances in the
oming fight. Units that are already in close
ymbat can only Hold. Holding units stay
exactly as they are and await the charging foe.

STAND AND SHOOT
If a unit elects to perform a Stand and
Shoot reaction it readies its missile weapons
and gives the charging unit a swift volley.
Obviously, a Stand and Shoot reaction can
only be declared if the unit has

apons of some kind.

As the unit requires time to aim and fir its

weapons, a Stand and Shoot reaction can only be.
declared if the range to the
Move characteris

ny is greater

than the charging uni

For example, i a it of Ores (M 4) declares a
harge against a unit of Empire Handeunners,the
Handgunners can only declar @ Stand and Shoot i

the Orss are mare than 4" aoay.

Ifa Stand and Shoot charge reaction is declared,
the unit makes a normal, although out of
cquence, shooting attack against the cha
unit (see the Shooting Phase on page 38 for
more details on shooting attacks). Once the
hooting attack, and any Panic test caused by it
have been resolved, the unit is

(see page 62

treated as having declared a hold reaction,

A Stand and Shoo reaction can be declared

hooting is resolved normally assuming the
cnemy i just within maximum range of the
hooting unit’s shortest-ranged weapon. If the
charge fils, for whatever reason, we assume that
the chargers
maximum range before being driven off

closed to within the weapons’

In most cases, there’s no downside to a Stand
and Shoot over simply holding. You'll probably
manage to pick off a few enemies as they charge,

Soit's normally a good idea to shoot if you can.

FLI

nally, a Flee! reaction is exactly what it
sounds like: the un
rather than receive the charge.

turns tail and runs

You'll normally want to declare a Flee! reaction
iffyou think that your unit has no chance of
surviving the ensuing fight. A Flee! reaction is
not always voluntary — units that are already

flecing must declare a Flee! reaction, and certain

terrifying creatures may force an otherwise
steady to unit to Flee! instead of other options
(sce the rules for Terror on page 78).

Ifa unit chooses a Flee! reaction, for whatever

reason, use the following procedure:

* Immediately turn the unit about it centre so
that it is facing dircctly away from the centre
of the charging enemy unit (ignore other units
or impassable terrain). This turn i ‘free’ and

does not reduce the distance the unit vil flec

flees 2D6" in the

* Afier turning, the un n e
dircction it s facing, as described under Move

Flecing Units in the Compulsory Moves
sub-phase (s page 25).

It should be noted that a Flee! reaction does not

guarante escape from oncoming chargers. If the

fecing unit roll poorly and the chargers oll

wel, the flecing unit might yet be caught, as

we'll discuss later

Let me just get something
w

Flecing 't st the st resrt of
cosards and scrundrels

seneral can e a timely

into a trap, there 1o be pounced
o and amnitilated, Of core,
s measures aren'sithont
risk — your flecing unit might
never rally and, eorse, could
spard:panic up and doten your
otom baleine,

e Chaas Warriors Flec!
from the Ore Boy. They prot

round their centre il hey
are facing direcly avoay from
the contre of the Ore ant

(2) They then flee
straight forsand a
distance equal 1o ths
Peis an




Cropt Giond

Unlitely Flights

spurredthem 1 fight that they
o't esgrise ot dangers

REDIRECTING THE CHARGE
If the target unit declares a Flee! reaction, the
charging unit now has a choice: it can cither
attempt to complete the charge against the now-
flecing unit, or try to redirect its charge by
making a Leadership test. Ifthe test i fled,
the charging unit must attempt to complete the
charge against is original farget. If the test is
passed, however, the charging unit can declare a
fresh charge against another viable target (the
chargee may declare a charge reaction as
normal). If there are no other suitable targets to
charge, a charging unit cannot tes to redirect.

Each unit can only make one redirect per turn

FLEEING OFF THE BATTLEFIELD

1fa flecing unit touches the edge of the
battlefeld (or indeed has spilled over i), the
entire unit is removed from play and counts as
destroyed. We assume that having fled so far
from the battl, the remaining troops scatter,
regrouping only after the battle is over.
CHARGING MORE THAN ONE UNIT
A unit can normally only declare a charge at a
single cnemy unit. However, if there is no way a
all of completing the charge against an enemy
unit without touching another (sometimes
known as clipping’) then the charging unit must
also declare a charge the other unit(s
Each trget unit must declar and reslve it
own charge reaction (in the order chosen by
their controlling player). As normal, any units
that do not declare charge reactions are assumed

o hold.

THERES TOO MANY OF THEM!
A unit might wel be called upon to make
several charge reactions over the course of
Charge sub-phase, if it s charged by several
enemy units

A unit can only Stand and Shoot once in a

Charge sub-phase — there is no time t0 reload.
“This i not to say that the Stand and Shoot must

be used against the first charging unit — the.
chargee can opt to Flold against the first charge
and Stand and Shoot against the second charge.
It could even then elct to Flee!in reaction to.a
third charge i it wished!

A unit that Flees! once in a Charge sub-phase
will have to keep flecing if it has more charges
declared against it, as described earler

i o e e et b Geli, T

think they might well be charged by the Waf Riders
by so clect simply to Hold in response 1o

Gublin charge. A t turs out he

fers do then declare a charge against the

the Nig
Wlf Ry
Elve

against this second charge. Finally, the Ore and

take the opportunity 10 Stand and Shoot

unleashes his tr
by a wnit of Black Ores. F
and Shoot the Elve

Goblin player

cir Stand
vl turn tail and Flee

ROLL CHARGE RANGE

AND MOVE CHARGERS
‘With all the charge reactions declared and
resolved, i’ time to see whether or not the
charges were successfull There are many

factors that can prevent a charge hitting home.
The unit might become disordered as it su
forward, with warriors jostling one another

their haste o reach the prey. Perhaps the

charging unit is simply unwilling to close with

the enemy, and thercfore hesitan in their
advance. O it may simply be a loss of
momentum as the chargers tire more quickly
than it was believed that they would

Work through the charges one at a time, in any
order decided by the player whose turn itis,
calculating the charge distance for each and
resolving the resultant successful or failed
charge before moving on to the next unit (the
only exception is when several units charge a

single target — see page 23).




CALCULATING CHARGE RANGE

A unit's charge range is equal to 26" plus
its Movement value. If the charge range is
cqual to or greater than the distance o the
nem unit, the charge is successful. If the
charge range is less than the distance to the
cnemy, the charge i failed.

As you might expect, the charge range of a unit

is based on its Move value — a faster unit can

charg

e further than a slow unit, asis entirely

sensible. That said, it is only right that units can
charge frther than their
sssuming them to be going all-out in order to
et to grips with the foe. To represent this, as
well as the

ove value, as we're

prices of fte, a unit’s charge range
is the sum ofits Move value and a 2D6 roll in
inches or 2D6+M. This can make charges
omewhat uncertain at greater distances — just as

they would be in real lfe

With the unit’s charge range established,

neasure the distance between the charging unit
und) s target. If the distance is greater than the
harge range, t

n the charging unit realises that
he

if has insufficient momentum to re

nemy and instead makes what we call a filed
harge. If the distance s less than or equal to the
harge range, then the charging unit has reached
e enemy and makes a successful charge

IF you're charging several enemy units, remember
that the rolled charge distance must be suffcient

to reach both i, otherwise the charge can only
be resolved against those urits within range.

FAILED CHARGE

A unit that makes a failed charge moves
direetly towards its target a number of
inches equal to the highest dice rolled for
the charge.

A unit that makes a failed charge has started
towards the enemy, but soon realises that it is

impossible to cover the distance. The warriors
in the unit lose impetus as the

husiasm for
the charge peters ou.

If a unit makes a failed charge it moves
directly towards the target a distance equal to
the highest score rolled on the 2D6 of the

charge roll (.. i the dice showed 2 and 5, the

filed charge move would be 5, wheeling
around impassable terrain and units, both
friends and enemies, by the shortest route

Beastman Gor

The Chass Warriors have decared a charge agains the Goblns

The Chaas Warriors normal meve s #, and they manase a roll
fr ol s g o 0. Al he Gl s 11"
ay — the charge has oiled.

The Chass Warrior it mact oo mave 5° (the ighes rsult of

e o dice they olled), wheeling t ace directly ixcards he
bl




Unespected Problems
Somctimes yu'l decare a
Charg thinkingth t can b

actually happened.

o
z"ll
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MOVE CHARGERS
Successful chargers now move into base
contact with the enemy. They move directly
forward, but are permitted one wheel of up
0 90° as they move, and another of
unlimited are once in contact.

models as possible from the two units must
be brought into base contact.

If your charge range was sufficient, it's time
to complete the charge and move into base
contact with the enemy: A charging unit can

move an unlimited amount — it's already been

found to be within charge range, so we don't

worry about distance from this point on.

That said, the charge move s subject to an
important restriction: the unit must move

straight ahead, except that, during this move,

it may make a single wheel of up to 90
You are free to make this wheel in order to
place your unit wherever you like against the
facing of the enemy unit that s being charged,
but remember that you must bring as many
models into base contact with the enemy as
possible, from both sides! Therefore this
wheel cannot be used to reduce the number of
models in base contact, unless of course you
have no choice, and you need to wheel for the
anit to avoid intervening units and impassable

terrain in ordér to complete the charge.

I¢'s important to note that a unit can move to

within 17 of another unit when charging — not

this is the only

just the one that it is charging

time that this is normally allowed

Aliging to the Enemy
On mostoccasions, moving the chargers in the
manner described above will eave the charging
unit and the target unit in base contact at a peculiar
angle with an odd gap in between, which looks
fairly strange. OF course, what would happen in a
real batle i tha the warriors of the two units
would quickly move to attack thir enemics and, in
0 doing, close the gap — so thisis exactly what we
doin Warkammer

Once the charging unit contacts the enemy

unt it must perform a second, bonus wheel
required to bring s front facing into flush

contact with the facing of the enemy unit that
has been charged, maximising the number of
models in base contact on both sides. We refer
to this as ‘closing the door’.




FLANK AND REAR CHARGES
Sometimes you may find that your
models are able to charge an enemy unit
in the flank or rear. This is particularly
good because an attack from an
unexpected direction gives you an
advantage in combat.

A charging unit's position when the ch
declared de

the front, flan

nines whether it charges into

o rear of the enemy unit. 1f
the charging unit is in the target’s frontal zone
when the charge is declared then it charges

into the front

In thiscase it i hard 0 1l

5
and rear charge.

As units generally begin the

Front to Back
nmon situation th g is gl impe

other, this s the most c acin

will arise. However,if the charging unit com
from the flank zone, it charges into the side; if
in the rear zone, it char

Whether a is in the front, flank or rear
of ts intended target is determined before
ared, so make sure you check

before charge reactions are decla
If a charging unit straddles two zones, th
idered to be in the zone

the unit is
the majority of the models in its front rank are.

If there is no clear majority, roll a dice

e out o he five
s inthe front rank are in
the Decarf







Bt Gublin units have declared charges against the Duwarfy and.
Jhave ralld suficienty high to complet their harges succeslly

The Goblins’ contalingplayer mast noe wse the fre el and.
alignment e o bring an equal mamber-of madels from both his
it (o as nar s pasibl) nto contat it the Dscarf

CHARGING A FLEEING ENEMY

r reason, a unit completes a charge
aginst a flecing enemy, move the charging
ni(s) into contact with the fleeing enemy as
fescribed carlier and then the flecing unit is run
fown by the chargers. Most of the unit s hacked
part or trampled to death, and the few survivors
head for the hills with no intention of fighting
firther — remove the entire unit as casualties

A charging unit that destroys flecing troops in
vis way vill ofien find itself pulled out of

osition and vulnerable to enemy counter-

harges. Accordingly, we allow the charging
unit to attempt a reform by passing a
ILeadership test. If the test is failed, the troops
ire 0 overcome with hacking at the fallen
orpses that they do not have the chance to
form. IF the test is passed, the unit
mmediately makes a reform manocuvre (see
age 14). In cither case, the unit cannot move
further during this Movement phase.

MULTIPLE CHARGES ON A UNIT

If s

units have declared a charge against a
single unit, then roll the charge distance of these
units at the same fime. The charge moves of the
charging units must be made as far as possible

to equalise the number of models fighting from

each charging unit. Remember, however, that

your primary goal is always to maximise
number of models ighting — it is acceptable to

have more models fighting from one unit than

1 another, if to do otherwise would reduce

the overall number of models fighting

On occasion, exceptional dice rols from
charging units might mean that more units can
complete the charge than can fitin base contact
with the target. When this happens, the

controlling player of the c

rging units must
nominate which units complete the charge.
Those units that cannot complete the charge
against the targe€re counted as having made a
failed charge.




Movement Etiquette
The nature of a ame of

Warhommer he varied irain
it s oght ver and the sabilty

inevitably appear or disappear
s lins are neatened and models
edged ogeher. On the whle
during play as it s bater 10 heep
the game flmving rather than

3. COMPULSORY MOVES

Generally speaking,  playercan move his units
however he wishes within the confines of the
rules governing movement. However, somefimes
troops go out of control for some reason, either
because they are overcome by sheer terror,
because they are compelled by magic, or because
they are disorientated (or ju
n with). The player has no control over the
movement of such troops and so these are

not very bright to

referred toas compulsory moves.

All compulsory movement is carried out after
charges have been resolved, but before other

movement takes place

Flecing is the most common type of compulsory
move — only the luckiest general il not have to
witness the unhappy spectacle of his own troops
attempting to escape the battle. You must resolve
the actions of any fleeing troops before those of
other compulsory moves. Happily before your
faithless dogs continue their flight, you have a
chance to rally them!

RALLY FLEEING UNITS
he player takes Leadership tests for each
¢ unit he has. If the test is passed,
cing and immediately
that has less than 25% of
its starting models left can only rally on a
roll of double 1

the unit stops fl

reforms.

Battlefields are grim and deadly places, where
the threat of death (or a fate worse than death!)
forever lurks. As the game goes on, some of

your warriors will inevitably lose heart or be
terrified out of their wits by the unremitting
carnage all around them. Itis a fortunate general

who can rely on his men to press on through

i of survial over martal duy. Forenately for
you, during the Compulsory Moves sub-phase
you are allowed a chance to whip some discipline
into these cowardly curs and get them back into
the fight, where they belong:

During the Compulsory Moves sub-phase, the
player picks any one of his flecing units and tests
o all it as explained below). He th

proceeds o the next flcing unit and attempts to
rally it, and so on, in any order he wishes, until
all units that are able to make a rally attempt
have done so.

If the nit started to flec in this turn it cannot
attempt to rally — there’s too much momentum

built up already!

A unit attemps to rally by taking a Leadership
test, s described on page 10. If the lecing unit
has been reduced in size to a quarter (25%) or
less of the number of models with which it
began the game, it can only pass its Rally test on
a double 1, regardless of its Leadership value
(the survivors are too demoralised to give all but
the scantest consideration to rallying).

If the Rally test is failed the unit continues to
flee, s described opposie.

I the Rally test i successful, the unit stops
flecing. Order is restored as chicfiains,
champions and leaders bash a few heads
together, or manage to bellow a few well-chosen
motivational words (or bare-fuced threats) over
the thunder of running fe
not yet ready to rejoin the fight, it will be able to

+. Whilst the unit is

make some very basic manoeuvres and will be
fuly fighting fit in time for your next turn. You

may like to mark freshly rallied units with a coin
or counter of some description, so you dorlt get

them confused with other troops.

A unit that has successfully ralled immediately

form manoeuvre, as described on
page 14, 50 that the controlling player can at
least get his troops pointed towards the enemy
again, rather than the wild blue yonder. A rallied
unit cannot perform further actions during the
Movement phase, and loses its opportunity to
make a shooting attack in the Shooting phase, as
the troops are too busy reorganising themselves
affer their headlong fight




MOVE FLEEING UNITS
Any units that do not rally must immediately
flee 2D6" in the dircction they are facing.
Every model that flees through an enemy unit
or impassable terrain must take a Dangerous
Terrain test.

If; despite the player’s best efforts, a unit
continues to flee, it will continue its headlong
flight for safety, moving 2D6” straight ahead in
the dircetion it i facing. Some particularly swift
units flee faster, but we'lldiscuss those later on

As flecing troops are assumed to have brokes
formation,they ignore obstacles of any kind
as they retreat

Flecing troops move through
other units (friend or foc) and impassable

terrain, as they are assumed to run around the

obstruction, or force their way through, fuclled
a5 they are by sheer desperation. If the flee move:
would result in the flecing unit ending up ‘on
top' of or within 1" of another unit or impassable
terrain, then it carries on fleeing straight
forward until it is past the obstruction, and

will then halt.

Flecing through enenics or impassable terrain is
ot without ts dangers. Enemies ma

be quick.
witted enough to capture or slay several of the
flecing troops as they run past, while the sheer
drops, deep water and dense undergrowth of
mpassable terrain present all kinds of hazards to
a warrior more concerned about what he is
running from than what he is running into.

Accordingly, cach flecing model must pass a
Dangerous Terrain test for each enemy unit or
area of impassable terrain that it flees through.

More information on Dangerous Terrain tests.

and impassable terrain can be found in the
Battlefield Terrain chapter on page 116

There are consequences for a it flecing
through friends as well ~ hav

past you in a panicked state is not conducive to

jing alles stream

‘maintaining your confidence in victory, after all!

Any unit that has friends flee through it must i g
take @ Panic test, as described on page 62, as Broes Giad A

soon as the flee

anit has completed ifs move.

As so0n s a flecing unit moves into base contact
with the battlefield edge, it flees the battle and
does not return — we assume that its warriors
scatter to the four winds. Such a unit counts as
destroyed to allintents and, more importantly;

all rules purposes.

OTHER COMPULSORY MOVES

Aside from flecing troops, units that are forced
to move in the Compulsory Moves sub-phase
otherwise follow the normal movement rules,
unless clearly stated. Any further rules that
apply to units that have a compulsory move wil
be described in their entry in the relevant army
book, for exampl, they will often have to move
at a set speed or in a given direction. These
compulsory moves can be resolved in any order
the controlling player wishes, providing that all
Flee! moves have already been completed.

‘s the Ore anit s flecing hrough an enemy uni, any
fcing mdels that mae through enemy models (marked.
e in shite) must take a Dangerous Trrain tes. oo
Joil and are removed as casualiies.
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4. REMAINING MOVES

With all your charges and compulsory moves
attended to, you can now move the rest of your
army. While it might lack the drama of the
charge, the remaining moves sub-phase is no
less important. It is here that you'll manoeuvre
your units i order to set up your own charges
of future turns, as well as attempt to deny future
charges your opponent will wish to make.
Remaining moves can also be used to
manoeuvre missile troops and wizards so that
they have suitable targets, seize important areas
of the battlefield, and so on.

MOVING YOUR UNITS
During the Remaining Moves sub-phase, units
that did not charge, flee, rally or compulsorily
move this Movement phase, and which are
not engaged in combat, can now move and
perform manoeusres as deseribed on page 13.

The player picks one of his units and moves it a
distance up to the unit's Move value (M) in
inches. Once the chosen unit has finished its
movement, the player can pick and move
another unit, unil all the eligible units the player
wishes to move have done so.

MOVING BACKWARDS

Units can not only move forward, they can also
move backwards. Moving backwards is a tricky
proposition, and warriors tend to shuffle
carcfully rather than stride purposefully when
moving backwards. To represent this, a unit that
moves backwards moves at half ate, i.c. it
counts the distance moved as being double
what it actually is.

MOVING SIDEWAYS

To get a body of warriors to move to cither flank
is no small challenge, especially if you want to
miintzin a viable fighting formation (as you do).
“To represent this, a unit that moves sideways
moves at half ate, ie. it counts the distance
moved as being double what it actually is.

Units may not mix forward, backward and/or
sideways movement as part of the same move.
Remember that units can only wheel when
moving forwards.

For (\'umﬁ/{, a unit of Elves (Move 5) would be

25" rounded up)

MARCHING

roops can move at double speed. If they
start their move within 8 of an enemy, they
must pass a Leadership test to do so.

Marching at the double allows troops that are
away from the heart of the battle to move more
rapidly This represents the swift movement of
reserves to. crifical area by means of a rapid

march and helps to ensure that units do not get

stranded away from the fighting.

Marching troops move at twice their normal
Movement rate, with weapons sheathed or
terally ‘going a the
A unit on the march is not permitted to

shouldered. They are
double’.
reform, as this would disrupt its movement, nor
is it allowed to move backwards or to the side. It
can wheel as normal, as you might imagine a
column of troops would in order to follow a

road, for example

hat a unit that has
marched in the Movement pha

15 also worth noting
cannot shoot
missile weapons during the Shooting phase, so
think carefully before you commit your missile

troops to a march,

ENEMY SIGHTED!
A unit that s on the march s not prepared for

combat, so troops are reluctant to march whilst a
potentially threat
wish a unit to march when a non-f

ning enemy is nearby. If you
ing enemy

it vl fist have to take a

Leadership test. If the test is passed, the unit

unit s within

disregards the nearby foe and marches as
ordered. If the test is failed, the unit refuses to
march and will only be able to move normally
Note that if a unit attempts an Enemy Sighted!
test and fuis, it is stilltreated as having
marched, even i its controlling player then
elects not to have the unit move atall




LONE MODELS
AND MOVEMENT

Units that consist of a single model, such as
monsters, chariots, lone characters or sole
survivors of annihilated units, are mostly
moved the same as other units.

They move, wheel and march just like a larg

unit. The one exception is that a single model

can pivot on the spot as many times a5 it wishe

over the course of its move. It can do so wit

penalty and so pivot

from marching, o
the turn. This represents the greate

movement that an individual creature enj

over its fellows in a

discipl
model that pivots on th

unit — although a

spot does count as moving for the purposes of

shooting and so on.

On some occasions, notably when ch; a
lone model has to perform a wheel (when
lone model must follow the normal
o not allow pivots, only

the door’). In this case, wheel from one of the

vont corners as you would for other units.

disc
the Close Combat Phase on page 56) units
are not permitted to move off the board.

REINFORCEMENTS

Sometimes the rules will call for a unit to

enter the battle. Where pens, we
refer to the unit entering play as

reinforcen

Units that enter the battle (also referred to as

vl

ticipate in th rmally

worth bearing in mind that the unit count

having moved for the purposes of shooting.




Skoven Grey Seer Thanguol

“The Warhammer world is an intrinsically magical place, where mystical energy
infuses the very land itself. In battle, magic is a force as real and potent as a sword
blade. The battlefield use of magic is limited only by the imagination and skill of the
Wizard that wields it. Magic can be a subtle force, infusing allies with strength and
valour, and enemies with frailty and dread. More commonly though, wizards
unshackle the raw power that is at the heart of magic’s chaotie nature, summoning
hungry firestorms or devastating bolts of eldritch power.

With the Movement phase completed, it’s fime  Warhammer be prepared to do a lte flicking
for your Wizards to unleash their powerful back and forth as you read through this section.
sorceries. You'llfind that the Magic phase aps  As with everything in Warhammer, the more
into some of the rules detailed ater in the book, you play, the more yow'l remember without
soif you're not yet familiar with much of having to constantly refer (0 the rulebook

WIZARDS

The higher a model’s Wizard level,the more
accomplshed a spellcaster he is. A higher-level
Wizard will know more spells than a lower-level
Wizard. Similarly, he'll be able to put more

Before we get into discussing the Magic phase  pouer behind his spells and receive higher

th taking a little time to introduce

ey bonuses when attempting to cast them. There
the idea of Wizards and their spells. Only are four Wizard levels, each more powerful and

beings that possess awesome mental might can

learned than the next. If you're nsure what
even hope to bend the powers of magic 1o their  |evel any of your Wizards are, refer to the

will. Lesser persons would be consumed in an

relevant Warhammer Armies book for detsils
instant,their souls torn apart by unfettered
energies or devoured by cackling Daemons.
s s et renpitid o sororrs wilk s L ELLS

Each Wizard knows a number of spells cqual
to his level, chosen randomly at the start of
ch batdle.

narrow path at the edge of sanity; between

ultimate power and total annihilation. In

Warhammer, we commonly refer to a model able
s el s Joimersccs i In the Magic phase your Wizards unleash their
different terms, such as sorcerer, shaman or seer;

I power in the form of spells. Spells can
but all ofthese and others are considered tobe. b by destructve or powerflly protocive,

types of Wizard. or might confer special abilties of some form.

ards are assumed to know dozens of

WIZARD LEVEL
Wizards have a level from 1 to 4. The
rd's level, the more powerful he is.

at spells, or even hundreds, from

uvmplk ated time-consuming rituals to party

* tricks, charms and minor alchemics. However,

Naturall; not all Wizards are equals — mastery  when it comes to a battl only a limited selection

of magic increases through dedicated practice.  of magic is of any value

As one might expect,  thousand-year-old High

EIf mage wil likely have more m:

il powerin  The number of spells a Wizard takes into battle

hislittl finger than an upstart acolyte of one of s equal to his Wizard level. Some powerful
the Imperial Colleges of Magic has in his entire  Wizards have more, but t tely
body. We nced 1 system for sorting between the exception (0 the rule. You must roll for each

these levels of wizardly potency; and that system  of your Wizards'
1o the battlefield — see the Reference section.

spells before they are deployed

is the Wizard level




THE LORES OF MAGIC
The Lores of Magic are ists from which
Wizards generate their spells. Diffe
Wizards have access to different Lores of
Magic. The eight most common lores are
presented in the Reference seetion.

As has already been hinted at, the possible
applications of magic are many and varied,
leading to a potentially vast array of spells to
prtunately for our gaming

y nothing of our already

Warhammer world have the gumption to
harness the full spectrum of magic, and instead
concentrate on mastering one or more magical
disciplines, or lores.

There are many magical lo

Mot represent
fragments of ‘pure’ magic as practiced by the
High Elves. Each lore has a particular character,

THE MAGIC PHASE

Now we've established the basic priaciples of

the Magic phase. The Magic phase starts with

both sides determining how much magical

power can be tapped into this turn. The player
MAGIC SUMMARY
1. ROLL FOR WINDS OF

| MAGIC
The Winds of Magic are senerated by rolling
2106, The strength ofthe Winds of Magic
il determine o many povcer dic the

| casting player has, as well as how many
disel dic the dipellin player has

One of the casting player’s Wizards o

| attempts 10 cast a spel, wing power dice. If
the castng attempt fail, that Wizard cannot
attempt another this .

SEQUENCE

which s reflected by each spell within it. The
Lore of Metal, for example, is grounded in
alchemy, and it spells therefore act through the

transmutation of one substance into another.

The eight most common lores, echaing the cight
disciplines that the High Elves once taught to
men, are collated at the back of this book.
Almost all races can use one o more of these
lores, depending on the character of sid race,
and its magical methods. Many races also have
access to their own, unique spell lores, s

aagh! magic of the
Ores and Goblins. Where this i the case, the

relevant Warhammer Armies book will contain

the necessary spell ist(s).

Choosing Your Lore

The choice of which lore each of your Wizard
models know for a particular battle must be
made when choosing your army, as explained on
page 134

whose turn it s (the casting player) will be:
secking to draw down enough power to cast his
pels, whilst his opponent (the dispelling player)
will be gathering magical energy to dispel any
spells being cast

3. DISPEL
Ifthespel was cas, one o the dispelling |
player's Wizards can noeo attemp 10 counter
thespell using dispel dice. If the dispellng |
player does not have any Wizards, a dispel |
can sillbe attemped, bt the amber of dic
s imited. |
4. SPELL RESOLUTION
Accuming the spel has been cast and not
dispelled, it efctis moo aplied.

5. NEXT SPELL
Repeas seps 2 through 4 unil the casing |
layer canno cas or o longer wishes 10

A Lore unto Itsel
Each of the Warhammer spell
loes (cohether printed in his

book,or i Warhammer

s in mind when choasing the
lre(s) you san o e
Sometimes i's i 1 pick a ore
wwhich s partialarly effcive
against a certain grop of
armies b, s you don’t aioays

cohich i god against al o




Hot many Magicians?
In the Warhammer seorld, all
derved from the ame
Sorce — the fikle Winds of
Magc thas ill aros the
oorld rom the Realm of Chaos
in thefar north. The ptney of
the Winds of Magic vary from
lime 1 time, wasing and
aning 10 an incomprehensle
pater. Wiarde st therfre
lear 0 e whatever poer
s Vs of Mo s
hatr i cmprarin i
sl o diraping i

seneral for though it an sweep
asideentre armies when the
Winds of Magic are siron, it
almas oithou po

Windsof Magic are lulled

Bresnian Damel

Roll 206 to determine the strength of the
Winds of Magic.

At the start of cach Magic phase, the casting
player determines the strength of the Winds of
Magic by rolling 2D6.

THE POWER POOL

The amount of power available to the casting
player is equal to the total rolled for the
‘Winds of Magic.

He takes a number of dice equal o the Winds of
Magic roll and makes up a ‘pool” of power dice
0 represent this reservoir of power. When a
‘Wizard casts a spel, he takes a number of dicc
from the power poo in order to make the
attempt. Accordingly, each time a spel is cast,the
power pool will shrink a ltle, thus limiting the
number of spells the casting player can attempt

cach Magic phase

CCHANNELLING POWER DICE

The casting player rolls a D6 for cach of his
Wizards. An extra dice s added to the power
pool for each roll of a 6.

Whilst a Wizard cannot control the amount of
power present in the Winds of Magic, he may be
able to channel what power there is and make it
go further. To represent this, the casting player
rolls a D6 for cach Wizard in his army. For cach
result of a 6, the Wizard has been able to siphon
alittle more power from the Winds of Magic —
he ger nother power dice, which is

immedisely dde o the powes poo. Fleing
Wizards

and Wizards thatare not on the
battlefild (for whatever reason) are not able to
chanel. Fleing Wizards are considered o be
00 busy to attempt to channel, whilst absent
Wizards are too far away to contribute.

POWER LIMIT

There is a fnite limit on the amount of

power a Wizard can control. The casting
player’s power pool can never exceed 12
dice at any point in the phase - any dice
generated beyond this number are lost.

“This imit applies to al power dice, regardless of
the source, and includes dice gained through the
Winds of Magic, channelling, from magic items,
special abiliies and 50 on.

THE DISPEL POOL

The dispelling player gets a number of dispel
dice equal to the highest DG roll of the two
Winds of Magic dice.

With the power pool determined, the dispelling
‘player now determines what resources he has at
his disposal with which to counter his enem

spells. By ts very nature, disrupting magic
energy is far more difficult than haressing it, o
a player's dispel pool will lmost always be
smalle than his opposite number’s power pool
The number of dispel dice available to the
dispelling player is equal to the highest D6 rolled
for the Winds of Magic. So, for cxample, i the
Winds of Magic dice arc rolled and show a 2 and
26, the casting player vill get § power dice (the
total) and the dispelling player will get 6 dispel
dice (the highest value shown). These dice are
then pla
to power dice. Each time 2 Wizard attempts a

din a dispel ‘pool in a similar manner

dispel, he takes dice from the dispel pool to do so.

CHANNELLING DISPEL DICE
Extra dispel dice can be generated in exactly
the same way as power dice.

The dispelling player’s Wizards can now
attempt to channel further dispel dice into their
pool. Roll a D6 for each Wizard. For each roll
of a 6, add an extra dispel dice to the pool.
Again, as when channelling power dice, flecing
Wizards and Wizards not present on the
battlefield cannot attempt to channel dispel dice

DISPEL LIMIT

As with the power pool, the number of dice
in the dispel pool can never exceed twelve,
resardless of how those dice are generated.
Any excess is lost.

Fir example: I1s the start of the Magic phase, and
the casing player rolls 1 generate the Winds of
Magic He rlls s 2D6 and s a 3 and 5. The
casting player therefore adds a total of §

pocer dice 0 his pool whilst the displl

i dipe die o Hisp.Faermar, bk
players can have their Wizards attempt to channel.
The casting player has 3 Wizands, o can rol 3 dice
in his channelling attempts. Alas, he doest roll any
66,50 gains o extra dice. The diselling player has
only 1 Wizard, so rols a single dice, but g5 6,
incraasing his dispel gool by 1 10 an impresive 6 dicel




The casting player’s Wizards can attempt to
cast each of their spells once during each
Magic phase, provided they have enough
power and don’t fail a casting attempt.

Each Wizard can only attempt to cast each spell
once per turn. Wizards cannot try to cast spells
if they are flecing or not on the battefield

T cast a spell, a Wizard nominates one of his
spells to cast, and declares the target of the
spell. Before choosing, it worth examining the
rules of the spell o determine its maximum
range — remember that you can normally
measure to see if a target is i range before you
try to cast a spell. Spels also have targeting
limitations, as we'll iscuss now

CHOOSING A TARGET
Targeting restrictions vary from spell to
spell. However, unless stated otherwise the
following rules apply:

* The target must lie within the Wizard's
forward arc

* The Wizard does not need line of sight to
his target.

* The target must lie within the spell’s range.
* Wizards cannot target spells at units engaged
in close combat.

Some spells have a type that enforces additional

usting restrictions, or waives others. There arc
five distinet types of spell: augment, direct
damage, hex, magic missile and magical vortex
Some unique spells, or spell that are printed in
Jlder Warhammer Armies books, do not have a
type — their text will contain any casting
ctions that apply

Dircct damage spells are deadly attacks that
trike the foe without warning. Direct damage
jpells can only ever be cast on enemy units.
Sometimes a dircct damage spell will use a
emplatc to determine which models are hit
When this happens, the template cannot be
placed in such a way that it touches friendly

s or enemy units thatare in close combat —

this is not to say that the template wolt scatter

Jnto friends later, depending on the spell.

\hyc missiles are sorcerous projectles that the

be able to see his target. Accordingly, a Wizard
can only cast a magic missie at a target that lis
within his forward arc and to which he can trace
line of sight (just as if the wizard was firing a
missile weapon). Magic missiles cannot be cast
atallif the Wizard (or his unit) s engaged in
close combat. Magic missiles always hit their
target automatically

Augment spells empower the caster’s alles,
protecting them with sorcerous wards and

magically enhancing their fighting prowess
Augment s
units, no m

s can never be cast on enemy

ter what benefit the player believes
he might get. Augment spells can even be cast
onto units in close combat to give them a much-
needed boost. Also, argets of augment spells
need not lic in the the caster's forward arc.

Hex spells are the counterpoint to augment
spells, weakening the

emy and making them

t0 slay. Hex spells can only ever be cast

on enemy units. Hexes can be cast onto units

in close combat. Targets of hex spells need not
lic in the the caster’s forward arc

Note that honuses and penalties from Hes, Augment
and ather spells are cumulative, but normally cannot
take any characteristis above 10 or belr 1.

Magical vortexes arc roiling globes of magical
energy that travel across the battlefield, wreaking
all kinds of unusual (and often deadly) effects.

A magical vortex does not have a target —
instead it uses one of the round templates, which

s placed in base contact with the caster and with

its centre within the caster's front arc, and then
moves as described in the spell.

Unlike most other spells and other gaming
effects that use templates
magical vorteses remain on the battlefield
(unless they move off
subsequent Magic phase, each

s in Warhammer,

the end of every
agical vortex
moves in the direction and distance stated in the

spell. Ifa magical vortex ever ends its move over
a unit, place it 1" beyond the unitin the
direction it was moving. Magical vortexes are
always remains i play spells (see page 36)

Spell Priority
In the Magicphase s o of

only viable tacic. A lot o pels
e and augments in
partculr; can help your wnits
i fights in he ortheoming
Cluse Combas phase, or belp
them seather the enemy
Shooting and Magic phass

Woed Elf Spelsinger



Targeting Lone Models
Wienchosinga pll’s targes
emembertht loe models are
it n and o hemseoes, nd
Uerdore lgimate targes fr

Empire Ceesial Wizard

CHOOSE NUMBER

OF POWER DICE

When casting a spell, a Wizard can use from
one to six power dice.

Once the Wizard, spell and target have been
chosen, the player then declares how many
‘power dice from his pool the Wizard will use in
s attempt to cast the spell. At least one dice
must be taken from the power pool, and a

maximum of six dice can be used on each spell.

CASTING VALUE

For a spell to be cast, the total of the dice
rolled, added to the Wizard's level, must
cqual or beat the spell’s casting value.

The chosen dice are then taken from the casting
player’s power pool and rolled. The results arc
added together, and then added to the casting
Wizard's level to give a casting result. S0, ifa
level 4 Wizard attempts o cast a spell with
three dice, rolling 1, 3 and 6, the total casting
result would be 14 (1+3+
dice roll, added to 4 for the Wizard's level)
Keep the dice in front of you for the moment —

0 for the power

you'll need the scoresif your opponent attempts
a dispel, as we'll discuss later.

Each spell has an associated casting valu, any
number from 3 upw Il with a higher

casting value have greater effec, but require

more power.

If the casting result cquals or exceeds the spell's
casting value, the spell is cast (though it may be
subequently dispelledand nvtrlsd by the

opposing player,as we'lldiscuss later)

Tf the result s less than the casting value, the
castng attempt has filed. The spel is not cast.

For example, a Level 2 Empire Bright Wizard is
attempting to cast Fulminating Flame Cage from
the Lore of Fire. Fulminating Flame Cage has @
casting value of 11+, s0 the Wizard needs to score

stal of 11 o7 more

With this in mind, the Wizard'’s controlin player
decides 1 roll three dice i the attemp 1o cat he
spell, and scores 2-+4+4 (for a total of 10). This
i itself s no enoughto castthe spel,but by the
sime the Wizard's level is added, it gives a otal of
12 (he 10 rlledon the dic l 2. The pel i
thercfore cast!

| B00STED SPELLS
Some spells allow the Wizard the option to

| focus more magical force into their casting,

| thus extending the effctive range, amount of |
damage caused or area of effect. Where this
is an option, it is clearly stated in the spell’s
effect,as s the extra casting cost required to
achieve the additional effect.

Note that f the controlling player does not
| state otherwise before rolling the dice, a

Wizard is

version of the spell, so be sure to et your

opponent know if you're going to attempt a
boosted version!

For exampl, the aforementioned Empire Bright

Wizard could have cast Fulminating Flame

+ 10 14++. Ifhe had wished 10 do 50, his
controlling player scould have had to declare this

intention before the dice scere rolled.

NOT ENOUGH POWER!

No matter how powerful a Wizard might be, he
cannot cast a spell where the total of the natura
dice scores is less than 3. A dice total of 1 or 2

is always considered to be a filure, despi

mightiest and most learned Wizard needs to
coax a certain amount of raw power out of the
Winds of Magic in order to cast  spell.

BROKEN CONCENTRATION

1fa Wizard fils to equal a spell’ castng value,
or the total of the natural dice scores s 1 or 2,
not only is the spell not cast, but the Wizard
breaks his concentration and is unable to cast
spells for the rest of the Magic phase.

For example, a Level # Wizard.
Flock of Doom (castng value 5-+). Assuming that
s innate magical abily (the +4 bonus for beng a
Level 4

is cast the co

stempts 1o cast e

Wizard) i suffcien o ensure that the pell
rlling player choases 0 use a single
D6 i the casting atiempt.
and, even though the castng total (2-+4=0) is
higher than the spell’s castng value (5++), the spel
fails, The Wizand will ot be able to cast any further
spells that turn.

Vlas, the dice scores a2




IRRESISTIBLE FORCE

If two or more s are rolled when casting a
spell, it has been cast with irresistible force.
The spell will be cast automatically and
cannot be dispelled, but the Wizard has to
roll on the Miscast table when the spell has
been resolved.

Magic is fickle, and writhes like a thing alive
even whilst a Wizard shapes it to his will. M
always strives to be fiee of constraint, and should
the Wizard mispronounce a single word, or
otherwise miscast the spell the magic will shatter
its bindings in a burst of incredib

Wizards can therefore be described as not tring
to empower their spell, but to hold that same

cnergy in check lest it prove to be their undoing.

1 Wizard rolls two or more unmodified 65
when determining his casting result, the spell
as been cast with irresistible force. When
sceing if irresisible force has occurred, always
use the actual dice scores, irrespective of
bonuses from special rules or magic tems. 1fa
Wizard s called upon to re-rollthe dice for any
reason, it i the second result that stands, as is

normal for a re-roll.

All dice rolled count towards irresistible force,
sardless of whether the dice were power pool
ce, or granted as a bonus from a special rule or

For exampl, @ Level 1 Wizard attempis to cast the
formidable Life magic spel, the Dellers Below
(casting value 18-+) and rollsfour dice scoring 1, 2
6 and 6 (for a casting otal of 15-+ 1 for the
Wizand's level). As 1500 s were rolled i the casting
attemp, the spll i cast with irmsitible force ~ it
docont matter tha the casting tal i loer than the

spell’ casting value.

On the one hand, irresistible force is a good
thing, because the unshackling of power ensures
that the uncontained raw magic pulses through
the Wizard's spell and empowers it in such a

manner that it cannot be prevented.

A spell cast with irresistible force automatically
succeeds, even if the casting tofal is not enough
o reach the spell’s casting value. More
importantly, perhaps, a spell cast with irresisible
force is impossible to dispel — your opponent
cannot even attempt to prevent the magical
maghem soon to be unleashed — go straight to
Step 4, Spell Resolution

However,irresistible force s also a very bad
thing indecd. When irresistible force occurs, the
wildly arcing magic inevitably proves dangerous
1o the Wizard and to anyone ncarby. Naturally,
the Wizard will do his best to contain the

uncontrollable energy, but success is by no

cans guaranteed — this is what we refer to in

rules terms as a miscast.

Chaos Sorcerer




Minimising Your
iscasts
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MISCASTS

‘When resistible force occurs, first resolve the
effect of the spell that the Wizard was
attempting to cast. As the spell has been cast
with irresistible force, the casting player can at
least enjoy the effect of his spell before
something almost indescribably bad happens to

the Wizard and everyone nearby.

Miscast table to see what happens to him.

You'll notice that many of the results on the
Miscast table call for damage (in the shape of

Once the effect of the spell has been resolved,
the Wizard now needs to roll 2D6 on the

Our Wizard from the provious example has
presumably rought sgnificant destruction o the
enemy with his irresistibly cast the Dwellers Below.
Hosaever i's o time fo pay the piper. As the spel.
s cast with irresistible force it was also micast,
and the Wizard mast roll on the Miscast table 1o
discover his fute. He rolls 26 on the Miscass table
and scors a 7, resalting in a Detonation! resul. A5 a
resuls, all models in base ontac ith the Wizard
cuffr a Strength 10 his and D6 dice are los from
the pocr pool. Painid, but i could e been much
woorsefr the Wizard!

Note that some magic items and special rules
talk of automatically triggering a miscast or
irresistible force. This is the only occasion on
which one can be had without the other.

So, for cxample, & magic tem that caused a
Wizard to miscast automatically would force that
Wizard to roll on the Miscast table, but the spell
would not be cast with irresistible force.

automatic hits) to be caused upon the Wizard or

nearby models. Though we've yet to talk about
how damage is worked out, you'll find all the

information you need on page 42

[ MISCAST TABLE

D6
24

Result

DIMENSIONAL CASCADE. The summoned
magics wrench frec of the Wizard's control, laying
waste to anyone unfortunate enovgh to be nearby
Centre the large round template over the Wizard —
every model underneath the template (including the
hapless Wizard — he is not entitled to a Look Out
Sir! rollin this case) suffers a Strength 10 hit.

Once the Ax.m“ has been resolved, roll a D6. On
the score of 3 or less, the Wizard is cast into the
Realm of G casualty. On a roll
of 4-6, D6 dice are lost from the power pool instead.

CALAMITOUS DETONATION. In his battl o
contain the roiling energies, the Wizard somchow

inages to make the situation worse, feeding more
power into what promises to be a devastating
explosion. Centre the small round template over the
Wizard — every model underneath the template
suffers a Strength 10 hit (including the foolish
Wizard — note that he is not entitled to a Look Out
Sirl in this case). Additionally, D6 dice are lost from
the power pool.

Similarly, an item that automatically generates
irresistible force would not require a roll on the
Miscast table.

esult

DETONATION! The energy explodes without
warning! All models in base contact with the Wizard
(fiend and foe, but not the Wizard himself) suffer a
Strength 10 hit. Additionally, D6 dice are lost from the

power pool.

MAGICAL FEEDBACK. The Wizard disperses the
excess magical cnergy, but the resulting feedback
leaves him unable to harness the Winds of Magic for a
time. The Wizard and every model on the same side
that can channel/generate power or dispel dice suffer a
Strength 6 hit as a result of the magical bacKlash.
Additionally, D6 dice are lost from the power pool.

POWER DRAIN. Through a combination of luck
and skill, the Wizard manages to dissipate most of the
spell’s excess energy, leaving him with a splitting
headache and pervading amnesia. His Wizard level is
permanently reduced by D3, to a minimum of 0 and
he forgets a single spell for each Wizard level lost (the
firs is always the spell that was just miscast — other

spells lost are determined randomly). The Wizard
cannot attempt to cast further spells this phase.




1£the Wizard was able o cas his spell (and
it was not cast with irresistible force) the
opposing player now has a chance to prevent
the spell’s effects by attempting to dispel it.

CHOOSE WIZARD

In order to attempt a dispel, the dispelling player
first nominates one of his Wizards to make the
dispel attempt. Unlike spels,dispels do not have
a range and never require the Wizard to sec
cither the target or the caster — you can simply
nominate any Wizard on the batdlefield.

1f the dispelling player does not have an cligible
Wizard to attempt a dispel (or simply does not
want one of his Wizards to make the attempt) his
army can attempt to dispel the spell instcad.

CHOOSE NUMBER OF
DISPEL DICE
When dispelling, a Wizard can use any
number of dispel dice.

Once the Wizard has been chosen, the player
declares how many dispel dice the Wizard vill
use in his dispel attempt. Unlike casting, there is
10 upper limit on the number of dice that can be
used in a dispel attempt — though you must use
at least one dice from the pool if you wish to
attempta dispel.

DISPEL VALUE

For a dispel to succeed, the total of the dice
rolled, added to the Wizard's level, must
cqual or beat the spell’s casting result.

The number of dice chosen are taken from the
player’s dispel pool and rolled. The results arc
added together, and then added to the Wizards
level to give a dispel result, exactly as if he were

asting a spell. If the army is attempting the
dispel, no bonus s added to the total

1 the dispel result equals or exceeds the spell's
usting result the dispel is su
pell does not take effc

caster scored a casting result of 15, the

dispelling Wizard would need to score a result
of 15 or more to make a successful dispel.

For example, if the

I the result is less than the spells casting result,
the dispel attempt has failed. Furthermore, the
Wizard is so preoccupied by his collapsing

dispel that he is unable to attempt another later
in the phase. Just as when casting a spell, a total
natural dice score of 1 or 2 is always considered
to be a filure, despite any modifiers. This is
true regardless of bonuses, from any source
Note that the army can always attempt to dispel,
regardless of previous filures

For example, a Level 3 Wizand is attempting to
dispel an enemy casting of Purple Sun of

fore, but with a casting total of 23, 0 a dispel
attempt can be made. The dispelling Wizard rolls
Added 10 s
of 26,

ipel is

six dice scoring 1, 3, 4, %, 5 and 6.
Wizard leve, thi yilds @ dispel
igher than the 23 reguired, 0 e
uccessul and the spelldocs o take efct

DISPELLING WITH
IRRESISTIBLE FORCE

If two or more 6 are rolled in a dispel
attempt, the spell is dispelled

automatically.

1f two or more unmoified 6s are rolled when
making the dispel attempt, the dispel is granted
ds automatically,

regardless of whether or not it beats the cas

irresistible force and suce

sting
result of the spell (although it sill cannot help
if the spell was cast with irresistible force in the

first place). If a player is called upon to re-roll

the dice for any reason, it s the second result
that stands, as i normal for a re-roll. Note that
a dispel that achicves irresistible force does not

cause a miscast roll

DWARFS AND DISPELLING
Dwarfs turned away from spellcraft long
ago. As a result of this, there are no Dwarf
Wizards, but their race has become highly

resistant to magic.

Accordingly, when a Dwarf army attempts
to dispel, the innate magic resistance of the
Dwarfs grants the army a +2 bonus to all
dispel attempts. Note that if the Dwarfs are
fighting alongside a Wizard (cither in the
same army, or as part of an allied force) for
whatever reason, this bonus is lost — the
Wizard's presence disrupts the Dvwarfs
natural resistance

:i

Dastardly Dispelling

Remember, you do't hae o

level Wizard 1o carlier disels —
you'e going o need his dipel
o Later on, and you seons
setit ifhe fols o displ roll
carler in the urn.




4. SPELL RESOLUTION

Duration, Duration,
Duration

A clever srcerer takes e of
he durationof i spels ~

s o point scasing pocer
on a spel thet won’

Follow the instructions in the spell's text.

there's m,

If the enemy has filed his dispel

empt (or not

even attempted onel),the spell s cast

successfully and its effect is now resolved. Each

spell in Warhammer provides all te information

you need. Many spell inflict hits or wounds on

your enemies — you can find out how to resolve.
these on page 40 of the Shooting Phase.

Remember that if your spell was cast with

irresistible force, you'll need to go back and

tams, but t0do 0 s going 10— resolve the result of the miscast as soon as

have 1 e dice ou of s poscer

you've finished resolving your spell effec

or dispel pos

SPELLS AND PANIC

Quite a lot of spells inflict damage in one
manner or another and, as with shooting
attacks, if enough damage is caused.
cause the enemy to flee from batle. Damage
from magic can provoke Panic tests, as
described in the Panic chapter on page 62.

A Vompire Lond — macter

SPELL DURATION

Most spells are cast instantly and their effect
is worked out at onee. In this case, the spell
has no further effect in the game until cast
again. Some spells last for longer than this,
for one or more phases, or turns.

REMAINS IN PLAY SPELLS
Spells marked ‘remains in play’ stay in effect
indefinitely when cast. They only come to an end

when the target s slain, or else the caster is slain,

chooses to end the spell (which he can do at any

time) or leaves the battlefield. The Wizard can

continue to castother spells (but not the same
remains in play spel in subsequent turns) as he
requires only alitle concentration to keep a -

remains in play spell going

If they are not dispeled immediately when they

a remains in play spells can be dispelled at
any point doring a subsequent Magic phise, using
dispel dice as normal,or dice from the povwer pool
asifthey were dispel dice i it is your turn.

Remains in play spells do not retain the energy
of their casting, and so a Wizard does not need
to bea the
adispel in
minimum casting

jginal casting dice roll if attempting

ubsequent turns, but rather the

alue lsted in the spell’s
description (so there is no need to make note of
cach spells casting roll). For thi

remains in play spells cast with irresistible force
can be dispelled as normal in subsequent turns.
A Wizard who fails to dispel a remains in play

spell during his own or the enemy Magic phase

cannot attempt further dispel or casting attem

for the remainder of the phase.

SPELLS LASTING MORE THAN
ONE TURN

o not specifically remain in plas;

Once in play, such spells cannot be dispelled,

and remain in effect even if the caster is slain or

leaves the battlefild, unless the spell description

pecifies otherwise.




BOUND SPELLS
Some magic items, often rings and amulets,
and certain troop types, have the abilty to use
a form of magic called a ‘bound spell. Bound
spells can be used even if the bearer has
broken his concentration or is not a Wizard at
all. Possessing a bound spell does not make a
character a Wizard — he just has an item that
| can casta spel
(
CASTING BOUND SPELLS
A bound spell is cast just like an ordinary spell
— using dice from the power pool (the model
may do so even if it is not a Wizard). The
VeeaRe Cascing valne s el o the boud

never benefit from any casting modifiers that

{ spell’s power level. Note that bound spells
the user might have (for Wizard level, magic

ns, and so forth). On the other hand,
fuiling to cast a bound spell does ot break a

| aar's concentrtion, s sing an e tht
contains a bound spell normally would not

require anything more complex than uttering

single word of activation.

For canpl o High EJ el o e Rty Ring

of Ruin, a magic item that contain the et |
o Fircball as a bound spel of power leve 3.
1 the spell

| Ao s o e i

| Therefr,shenthe Nobie ateempis 0 cas

e Ruby Ring o Ruin was instead bore by a
Level 2 High Eif Mage, he 100 would need the
casting ol 0 be equal 0 or greater than 3 — e
cannot wse his +2 level bonus 1 bt the scre

| Asin the example above, bound spells are
[ often tied into a spel from a mage lore.

| Where thisis the case and there is a choice of

| casting lew
“unboosted” version with the lower
( casting level,

, the bound spellis aways the
| casi

5. NEXT SPELL

DISPELLING BOUND SPELLS

Bound spells are dispelled exactly as other
spells — the dispelling Wizard must equal or
beat the casting result for a successful dispel.

IRRESISTIBLE FORCE

A bound spell can be cast with rresistible
force, just as a normal spell, by rolling two
natural 65 in the casting roll. The bound spell
is then cast automatically and cannot be
dispelled (but, of course, causes a miscast)

Miscasts
‘What happens when  bound spell s miscast

depends on the nature of the bound spell

* If the bound spellis contained within a
magic item of some kind, the item crumbles
to dust and cannot be used again during the

ame. Do not roll on the Miscast table.

* If the bount

pell is an ‘innate’ ablity —
used by a V

ich as thost  Priest, for

&\\mph then the model wvmpl\ cannot cast
further bound spells during this phase. Do

not roll on the Miscast |

With the spell resolved, the casting player
can now have the same or another of his
Wizards attempt to cast another spell.

Wizards can cast spells in any order, and a player
s fiee to switch between Wizards at any time.

provided that he does not do so until the casting
of the current spell has been resolved.

Remember that, unless specifed otherise, each
Wizard can cast cach spell only once per turn.
When the casting player has finished all his casting
attemps, cither because he has run out of pover
dice or has no remaining or useful spells to cast (or
ifall his Wizards have had their concentration
broken by filing to casta spell the Magic phase
ends, and the Shooting p

se begins.

High Elf Mage




Ore Arrer By

During the Shooting phase, your army lets fly with the missile weapons at it
disposal, be they bows, cannons or fantastical war machines. Most armies will have
a unit or two of archers, crosshowmen or mighty war machines, and use these
‘missile units to thin the enemy ranks before the bloody press of melee begins in

later turn:

Other armies will field masses and masses of missile units, intending to

seize victory in the Shooting phase by obliterating the enemy at long range.

This section covers the shooting rules for
common weapons and the majority of troop
types. War machines and other, more peculiar,
devices of destruction are covered in their own
chapter (beginning on page 108). However, cven
the most colossal trebuchet is governed by many
of the same rules as the humble bow and arrow,
soiits worth reading through this section before

unlimbering your cannon or organ gun.

PHASE SEQUENCE

Nominate one of your units that you wan to
shoot with and sclect one enemy unit you wish
your unt to shoot at. Once you have declared
your target, resolve shooting using the rules

described.

Then proceed to the next unit that s shooting
and continuc as above until you have shot with

everything able to do so.

1. NOMINATE UNIT TO

single shooting attack. Models that have
marched, reformed or rallied this turn
cannot shoot, nor can those that have made
a failed charge, are flecing or are fighting i
close combat.

WHO CAN SHOOT?

To launch a successful shooting attack requires a
degree of preparation as most weapons take &
long time to load or aim. As a result, a model
that wishes to make a shoofing attack must have
had a relatively uneventful Movement phase.

The most common reasons a model cannot

* Theyr

'SHOOTING SUMMARY |
1. NOMINATE UNIT
TO SHOOT

2.CHOOSE A TARGET
- Check the shooter can see the target

- Check the target s in range o the weapon

3 ROLL TO HIT

- Shooting modifiers
4.ROLL TO WOUND

5. TAKE SAVING THROWS
6.REMOVE CASUALTIES

SHOOT

They reformed, rallied or made a failed

charge in the preceding Movement phase —
they're too busy getting back into formation.

ing in close combat (and

therefore for their lives).

* They're flecing — such models are

interested in saving their skins than firing

their weapons.

* The model is under the influence of a specific

spell or special rule that prevents it from

making a shooting attack.

This is, of course, not a comprehensive [t
Other situations will doubtless arise, due to spell
effects, army special rules and other factors. Fear.
not! These will be explained by the relevant rule
as and when they occur.

shoot are:

 They marched in the preceding Movement
phase — weapons will have been shouldered and
ammunition secured while the unit advanced.




2. CHOOSE A TARGET

A model can shoot at an unengaged enemy
unit that is at least partially within its
forward are, and to which it has an
unblocked line of sight. The enemy must also
lie within range of the weapon being used.

Now youve chosen the unit that will make the
shooting attack, you need to choose a target for
it o shoot at. All models i the same unit must
shoot at the same target, o choose carcfully

CHECK THAT THE SHOOTER

CAN SEE THE TARGET

As you might expect, to shoot at an enemy your
warriors need to be able to see it. W
straightforward rules to determine whether or
ot an enemy can be scen. Firstly,the target
enemy unit must li at least partally within the
shooting model's forward arc,just as it would if
your shooting model wished to declare a charge.

use two

(if you need to refresh your memory about
forward arcs, see page 5). Secondly, the shoofing
model must be able o trace a ine of sight to th
target (information on line of sight can be found
on page 10).

Fire in two ranks

The rules given above allow front rank models
{0 shoot, but we also want to allow models in the
sccond rank to shoo (they take aim over
crouched or stooping fllows in the front rank).
Therefore, models in the second rank can use
the line of sight and forward arc of the model
directly in front of them for the purposes of all
shooting attacks (including stand and shoot
reactions). In simple terms, this allows units to
fire in two ranks.

Models further back than the second rank of a
unit are assumed to have their line of sight
blocked by models further forward, and so will
not normally be able to shoor.

CHECK THE TARGET

1S IN RANGE OF THE WEAPON

Al missile weapons have a maximum range that
indicates the frthest distance they can shoot. A
detailed summary of shooting weapons and their
ranges can be found on page 88.

A model can normally only shoot at a target if it
lies within the maximum range of the weapon it
i shooting with. The one exception to this is

d Shoot
assume that the charging enemy has entered the

when a unit Stands here we

wespons' range before the unit shoots

WE CANT ALL FIRE!

All models in a unit have to shoot at the same
target. Due to the relative positions of the
shooting unit and the target, it might happen
that some models in a firing unit can shoot the
target while other models in the unit cannot (the
target may be out of their forward arc or
completely obscured by terrain or other models)
some models in the shooting unit
will be out of range. In these situations, you're
free to continue with the shot, but only those
models permitted to shoot the target (and that

Sometimes,

have it within their weapons’ range) will fire.

In such circumstances, we assume that

simply do not
fire at all and conserve their ammunition. On
the other hand, iYs casy to imagine that more
boisterous warriors, such as Goblins, loose their
arrows in an impressive looking (but hopeless
and impossibly inaccurate) volley

In cither case, for gaming purposes, these
models do not shoot.

disciplined troops such as

SHOOTING INTO COMBAT
Models are not permitted to shoot at enemies
that are engaged in close combat, for the simple
reason that there’s too much danger of hitting a
friend! Remember that while a fight may look
like two separate blocks of troops fighting head-
to-head, it actually a swirling melee where no
stilllong enough to offer a safe shot!

‘Some war machine weapons, particularly those
that use templates, can accidentally ht friends
whilst aiming at the enemy. The key word here
is ‘accidentally’ ~ you cannot purposefully
template so that some of your models vill be hit.
See page 108 for more details on war machines

TorgetFriory
A cith any other ok, toke
care o make e your shoting
i o sher o eed it he
. Thre's o demying tht &

distines fcling of gl can be
o

o from climinating a small
ot b sometimes your slings
and arrs are f

suitably employed whitling

<aen clase combat strts




Remembering the

roll To Hit

B Hi o are cay

e e s
BS o the shter from

Rl s o

o ned. Evg & model with &

B of 2 ool eed a oll of 5

o mar 10 it (7-2=5).

Cocked Dice

Therell be wcasions when

dicewill e p o yingf
because i’ ot cangit

s b s f i ik
cuked dic s 1o e-rll

resuls it clear ()/uvp/dw«
profr o re-rul any dice that
i stally flt (ths avoding
any subjectivity) or climinate
the problem alzgeter by
making sre they only ol dice
on a aally fla surfce.

ROLL TO HIT
Roll a D6 for each shot fired. The model
Ballistic Skill determines what score they
‘must equal or beat to it their target after
any modifiers have been applied.

Notall shots have the same chance of hiting.
Some warriors are simply better at aiming than
others, as reflcted in a higher Ballstic Skill
(BS). The higher the individual’s BS, the
reater his chance of hitting

To determine whether you hit, you must make a
ol to hit, .. you roll a D6 for each model that
i shooting. Note that the number of Attacks a

model has will not affect the number of shots ~
each model can shoot only once

ant how many models in your unit are
shooting and roll that number of dice. Itis
easiest to roll all the dice at once, although you
donit have to. If there are 2 lot of models
shooting, you might need to roll several batches
of dice. The following table shows the minimurm
score you will need to hit.

Ballstic Skill
To Hit score

Each dice that rolls a number equal to or greater
than the value required has scored a hit. ach

dice that rolls less is a miss.

For example, yo fre ith fve Empire Archers.
Men have BS 3, 50 you need a score of at le
10 hit. You rul frve dice and score 1, 2, 2, 4 and. 6,
cohich equals 500 hits and three mises

Troops with a high BS have a To Hit score of 1,
0 or cven a negative number (as shown above).
OF course, you cannot roll less than 1 ona D6
soin Warhammer a To Hit roll of 1 on a D6
always fails, regardless of the dice moifiers and
Ballstic Skill of the model.

SHOOTING MODIFIERS

Ra skill is not the only factor to determine the
X

difficulty of a shot. Many battlefield conditions
fire, and we
es of shooting

rs are applied to the.

can alter the accuracy of missile
represent these with a se
maodificrs. Shooting mod
dice rolls before they are compared to the score
necded to hit, making the shot more difficult,
and therefore less likely to succeed

Continuing the carlier example, if the five Empire.
archers had a -1 modifier applied 10 thei shooting
attack, all of the dice woonld count as rolling one point
Licer than they actually did. As a result, those dice
coould need 10 score a point higher; and instead of
needing 43 to hi, they weould nowo nee

Accordingly, nly o archer soould.

7+ To Hit

1f shooting modifiers resultin a required
score of 7 or more, it is stll possible to hit the
target. As itis impossible to roll a 7 or better
ona D6, you will frst need to roll a 6. Then,

for cach shot scoring a 6, you need to roll

further score a5 shown on the chart below. |
an 8, you
must fist rolla § followed by a 5 o beter: IF |

So, for example, in order to score

you require a score of 10 or more then itis
impossible to hit the intended target ~the |

shots are lost. |

7 Ghollowedbyat,Sor6
8 Gholloedbyasors
9 hllowedbyac

10+

Impossible!

The shooting modifiers are cumulative (except
when noted otherwise), and are as follows:

Moving and Shooting
Firing at Long Ra

e
Target Behind Soft Cover
Target Behind Hard Cover

MOVING AND SHOOTING
that moved for any reason during the
Movement or Magic phase will have
im, making their shots less accurate
and suffering a shooting modifier of -1




FIRING AT LONG RANGE

Missiles lose power and accuracy long before
they reach their maximum range, so any shots
taken

the weapon's maximum

an enemy that is further away than half

suffera-1

shooting modifier

Fir example, a short bowo has a maximum range of
7 Targets

in 8" are inshort rge

vange and 52 the fre 1 shooting

STANDING AND SHOOTING

to aim is most distractin

a stand and shoot

COVER

If the majority of the models in the target unit

model, more
the target model) is obscured from
model’s view by other models
(friend or cnemy) or by terrain then an
additional To Hit modifier is applied. This will

be classed as either soft or hard cover

sthers to have a clear shot. Where this happens,

simply resolve the two sets of shots (and thus

he two sets of To Hit modifiers) separately,

Ifthis e W an

<o’ then: The Stwordamen

more than halfhidden by the buiding o s

Jo nt bencit from crve: Althugh the mejority of the Bright W
ferred by dbtaces (se page 122), couning

againct it conld suffer from o
F

men inthis case. The

Target Behind Soft Cover

Softcover offes  ltle protection against

missile fire, but its main advantage is to hide the
target from view. If the majority of a unit is
sbscured by hedges, fences, wagons or other
Soft" terrain, it is said to be in soft cover. Soft

cover nflicts a -1 shooting modifier

Target Behind Hard Cover
Hard cover represents cover of a more durable

Kind, like that offercd by stone walls, boulders,

buildings and suchlike. We also count intervening
units as hard cover (if they obscure the line of o
sight to the majority of the target, of course) as

heir presence will play havoc with the shooters’

accuracy. If the majority of a unit is obscured by

Hard cover inflicts a

¢ the To Hit penaltis for h

do not stack —in a sitation where 4 target
im both softand hard cover, simply
apply a -2 shooting modifier or cover
Automatic Hits
Some unusual atacks (most commonly those
made by magic missile s o
s e i e

how it sounds — do not roll f

number of hits stated within the wording

ard (5) i viible, e i i b id 30 bench

insoft cover (-1 T Hi),

rs apply. The

s (3) o

Fast Dice Rolling

Wien a it of ol f

i /,, st

10 be luckier (I'm not

Ld bonfit from te -
han halfvisible, and 50

from the specl rles




Memorising the

Wound chart

The Ts Wound chart can sem a

e baffingat frst ~ s gt &

undied resuls 1o chase from,
afir ll. Thers i, hoocser, &
methad 10 ts madnes
fyour Sirength i she same as
the targer's Toughness, you

! alay need a 4+ fo oo,
Ific'son goint higher you need
a3 Ifyour Strenth s
igher il you ecd a 2+ (1

caue a cound, and f s Icer
stll you're going 1o eed a 6
bime 1 break ou the red dice.

4 ROLL TO WOUND

For each shot that hits, roll again to see if it
wounds the target. The score needed is
determined by comparing the Strength of the
firing weapon with the Toughness of the target.

Hitting your target is not always enough to put
it out of action ~ sometimes the shot results in
litde more than a graze or trivial flesh wound

"To determine whether a hit causes a telling
wound, compare the weapor's Strength (not the
Strength of the firer) with the target’s Toughness
characterisic. Each weapon has a Strength
value, given in that weapor’s description on
page 88 — some examples are shown below

Weapon  Strength
Bow 3
Crossbow 4

Pick up all the dice that have hit, and roll them
again. Then, consult the To Wound chart, cross
referencing the weapon's Strength (S) with the
targets Toughness (T). The number indicated is
the minimum score on a D6 needed to convert

the hit into a wound. Any dice that equal or beat
the score shown on the chart have successfully

scored a wound!

(10 woup CHART

12| 3] 4

ER'S STRENGTH

KE

(GET'S TOUGHNESS

For example: An Empire Archer shoots s bow at
an Orc. The soldier has a Strength 3 bowo and the
O is Toughness 4. The Archer therefore weds 1o

score a 5 or more 1o inflc a wound, I the soldier
had fired a Strength 4 crosbonw insead, he would
have necded a 4 or more 1o inflic a seound,

5 T e
| Rosoving Unusual Artcks

veral circumstances in

Warhammer that call upon you to inflict
hits upon an enemy — spells being an
obvious example (the Fireball spell causes
D6 Strength 4 hits on an enemy unit), as
well s things like the Impact Hits made.

|| by a charging chariot (covered in the
Special Rules chapter),
resolved using steps 4, 5 and 6 of the rules

uch hits are

for shooting attacks.

The only exceptions are hits caused by
| close combat attacks — these are discussed
in the Close Combat chapter (page 46).




5. SAVING THROWS

Fach wound suffered may be cancelled if the
controlling player makes a saving throw.
There are two types of saving throw: armour
saves and ward saves. Armour saves suffer
modifiers based on the Strength of the
weapon, but ward saves are never modified.

Models that are wounded stil have a chance to
avoid a grisly death by ‘saving the wound.
Hand your opponent al the dice that scored
successful wounds — he then rolls these in an
attempt to save’ his models. If he rolls equal to
or greater than the model’s save, the wound has
been deflected by its armour or some other form
of protection.

Note that a model can never have a save (of any
Kind) better than 1+ for any reason, and that,
even then, a roll of 1 is always a failure.

There are two main kinds of save: armour saves
and ward saves,

ARMOUR SAVES

Few warriors venture onto the battlefield without
Some measure of protection; be it only a padded
leather jerkin or batered shield. Of course, the
lite or better funded a warrior is, the

some troops wear chain-

scale- or plate mail,
dramatically inereasing their chances of survival.
The level of this physical protection is
represented by the armour save — the more
armour a model is wearing, the higher his
armour save becomes.

The value of a model’s armour save is
determined by the equipment it carries, as
detailed in ifs entry in the relevant Warhammer
Armies book. Light armour provides a 6+
armour save, meaning that a 6 must be rolled to
save a wound, whilst heavy armour bestows a
5+ armour save. Some special types of armour;
stich as Chaos armour or the Gromril armour of
the Dwarfs, grant a formidable 4+ armour save.

SHIELDS

A model’s armour save s boosted sl further if

it carries a shield. Shields are highly effective in
atle, as they can be used to fend off both

shooting and close combat attacks.

1f a model carries a shield, the score it needs to
save s reduced by 1 (though this can't take the
save to beyond 1+).

For example: A Black Orc wears heavy armour and
thus has an armour save of 5+. If the Black Ore
also carries @ hicld, his armour save increases o 4-+.

The table below shows the most common
combinations, and their
saving throws. Note that there are other armour
saving throw modifiers to encounter in
Warhammer — notably for riding a cavalry
mount of some kind, as discussed on page 82.

sociated armour

Armour wworn Saving Throw

None None
Light armour 6+
Light armour and shield 5+
Heavy armour s+

Heavy armour and shield 4+

ARMOUR SAVE MODIFIERS

apons or creatures are so powerful that
they can punch right through armour. Such
attacks inflct a modifir on the saving throw,
justas shooting modifiers affect the To Hit rol.

Some

An attack of Strength 4 inflcts a save modifier
of -1, with the moifier geagE higher
for each additional point of Strength. Note that
(s e ol ol e i by 2

whose armour save modifier makes the armour

save impossible to pass — in which case, the save
is automaticaly filed

Strength 4151617819110
Amour 1| 2|3 4|5 6|7
save modifier

For example, a crssbono bt (Strengih 4) hits a
warrior wwearing light armour and carrying a shield
Normally, the warrior scould need 1o oll 5 or 6 1o
make his armour save and avoid taking the cound
bus, because of the crusboeo’ hitting poer; a -1
madife-is applied to the dice rll. Thercfor, the
arrior must noe oll a 6 1o v

Dice Overboard

results (hapefully on the
batlefeld this time). Quite
apart from the problem of
comvincng your foe that, w,
honestly, he scor was 6,
errant dice often find their

continuance of the game.

Waad Elf Lord.
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'WARD SAVES
OF course, the Warhammer world is a place of
al

magic, of spellcrafied armour and m

protection, where creatures can b
resilience at odds with a sometimes frail
ances we have the

ward save represents some form of
magical protection, be it a spell, enchanted
the innate nature of a

armour or perhaps ev
Daemon or other magical creature. Ward saves

are not necessarily represented by a model’s

equipment — unbound by physical laws,

their ilk have no need to burden

Daemons an
iemselves with weighty armour, for example.

The value of a ward save will always be shown

e relevant Warhammer

in a model’s entry

Armies book. Dacmons, for example, have a

» prevent a wound. The key

cen ward saves and armour saves

d saves are never modified by the

saves, a roll of a 1 s always flilure, however

good the save

Note that different ward saves cannot be

combined to increase a model’s chance of

saving. If a model than one ward save,

simply use

More than one save
Sometimes a model has both an armour save and
a ward save. Where this is the case, the model

takes s armour save as normal

If the armour save i failed (or modified to the
point at which the model cannot pass it) then the

model takes its ward save

Tostaot Kills'
Some special attacks dorit inflict wounds,

but require models to be removed as

cxample). Where this i the case, not only

are no saves of any kind allowed (unless

spe herwise), but the number of
wounds on the victim’s profie is completely

irrelevar move the model from

play, and hope for better luck next time!




6. REMOVE CASUALTIES

“The target unit suffers casualties for any
wounds that have not been saved. Casualties
are always removed from the rear of a unit.

For every model that fils its save the target unit
suffers an unsaved wound (any saves that were
not possible because the modifier was too high
also count as having been failed). Most models
have only a single Wound on their profie, in
which case a single model is removed for cach
unsaved wound caused. Individual warriors are
not necessarily dead, they may just be too badly
‘wounded to fight on. For our purposcs, the
result i the same, so
they were killed and remove them from play.

e treat all casualties as if

Although casualties would normally fll
amongst the front rank, for the purposes of
game play we remove models from the rear
rank of the unit. This keeps the formation neat
and represents rear rankers stepping forward
into gaps formerly filled by falen comrades. I
the unit is deployed in a single rank, then
casualtes are removed equally from both ends.

MODELS WITH MORE THAN

ONE WOUND

Some particularly huge or hardy troops, such as
Ogres, have more than one Wound on their
profile. Should such a unit suffer wounds, you
must remove as many whole models as

possible. You arc not allowed to spread the
wounds throughout the unit to avoid suffering
casualtes, tempting though it may be to do so.

In this situation, divide the number of wounds
caused by the Wounds characteristic of the
models in the farget unit, removing this
number of models from the rear-most rank.
Any leftover wounds that were not enough to
remove a model are carried over and will be
added to the wounds inflicted by any
subsequent attacks.

For example: A wnit of Ogres suffers 5 sounds from
arro fire. Ogres e huge creatures and each
madel has 3 Wounds. S0, 5 wounds equals one.
el dead (3 wounds) <t 2 wounds It rver
The wounds lefe over are not enough to remose
nother mode, 50 the player must make a woe that
2 wounds have been sufered By the unit If the unit
Lakes another wound from some other attack later in
he game, then another Ogre model i remorved.

HITS INFLICTING MULTIPLE
'WOUNDS

Some war machines, spells or magic weapons are
5o destructive that if a model suffers an unsaved
wound from them, the victim doesn'tlose only 1
Wound, but 2 Wounds, or a number of Wounds
equal o the roll of a D3, D6, etc, as noted in the
weaporls rules. In such cases, oll to hit and to

wound as normal and then take any
and ward saves that apply. Finally, for each such
wound tha

mour saves

not saved, roll the appropriate dice
to determine how many wounds are caused.

A model cannot suffer more wounds than it has
it dies

re wasted.

on s profile. Should the model do s
instantly and any excess wounds
You'll notice a single hit causing many wounds
works differently to multiple hts that c

a single wound. This is quite deliberate — it's
easy to imagine a volley of arrows flling
amongst the members of a unit and killing
several, but a cannonbll that hits a single EIf
ingle EIf, regardless of

h cause

should aluways only kill
how mighty the blow

MULTI-WOUND MODELS AND
MULTI-WOUND WEAPONS

Ifa unit of creatures with more than 1 Wound
on their profile s hit by a weapon that causes
multiple wounds, determine how many wounds
are caused on each model individually
(remember that each model cannot suffer more
wounds than it has on is profile). Add up all
wounds caused on the unit and then remove the
appropriate number of models, noting any spare
wounds on the unit.

This method is also applied if such a unit is
attacked by a spell r weapon that causes a hit
on every model in the unit

SHOOTING AND PANIC
Ifa unit m}'m too many casualies during the
Shooti , there is a chance that it will

phase,
panic e flo. Full e or P tests ca be
und starting on page 62.

Wound Markers
17 alnays oorth placing &
marker next 1o oo

o ol o he bl
' the kind of detailtha g
S ke il i
p, and can prove erucil later
in the game.  normally e a
co or couner 10 rep

cominds s thesecan' be casily
coniced with anyehing el

i o e o oand
byl
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CLOSE COMBAT

You've outmanoeuvred your foe, weakened him through spelleraft and shooting —

now it's time to finish the jol

The Close Combat phase is easily the most decisive

part of Warhammer. I's here that swirling melees are resolved, as your warriors
hack, slice and pummel their way through the enemy ranks. Make no mistake, a
successful Close Combat phase can change forever the fortunes of your army. If
you'e prepared well in the Movement, Magic and Shooting phases, victory is

to be your reward.

Unlike other phases of the game, the combat

phase offers both side

dan

on thefoe, although you, s the player

whose turn it i, will be the one choosing the

order of the combats.

All close combats must be resolved during this
phase — a unit in combat cannot choose not o
fight, for whatever reason. After all, once your
warriors have charged into the enemy, they are
not going to simply st down and amicably

discuss their differences!

S o

with a multiple close com

more than one unit fighti

sides. Multiple close combat
additional rules, which you'llfind discussed
towards the end of the chapter
the rles for a normal close combat also apply

toa multiple close combat, you'll probably find
it casier (and clearer) if you just work your way

through the section.

CLOSE COMBAT PHASE SEQUENCE

The player whose turn it is nominates a close

combat involving one or more of his units and

fights a round of close combat using the rules
described. Then proceed to the next close

combat and continue unil all units have fought
Resolve cach combat cor

letely,including any
flee and pursuc moves, before moving on to the
next combat







1. FIGHT A ROUND OF CLOSE COMBAT

Just asall cligible units (i those in base contact
with the enemy) must fight in close combat,
similarly all models in base contact with an
enemy must fight. Models cannot elect not to
strike, nor can they normally be prevented from
doing so.

Occasionally a spell or special effect will stop
models from fighting, but more often will
simply reduce a modeP's chances of landing a
blow — the will to survive is particularly strong
when a six-foot-tall heavily muscled killing
machine s laying about you with an axe.

WHO CAN STRIKE?

Models can fight if they are in base contact
with an enemy model when it is their chance
to attack, even if the models” bases only
touch at the corner.

Even models attacked in the side or rear may
fight. In such cases the models are not actually
turned to face their enemy — we simply assume
that the individual warriors twist around as best

they are able in the tight press of warriors.

Normally a warrior can only strike blows against

an enemy model in base contact. The most
n exception is if he is making 2
supporting attack.

Madels n base contac oith an enemy, even ust corner-to-zomer; can aiack (marked red).

Thes cco Devarfs are in contact with bt an Ore and a Goblin, 10 can chanse o direct
her atacks at cither wnie.

HOW MANY ATTACKS"

base contact with one or more
encmies strike a number of blows equal to
their Attacks characteristic.

For most troops this will normally be 1,
although bonuses for additional hand weapons
(sec page 91), spells or special rules can raise or
lower the total. More powerful creatures,
characters and monsters will ften have 2, 3, 4
or even more Attacks.

DIVIDING ATTACKS

Sometimes a partcular model will find
elf in base contact with two different
inds of enemy, perhaps warriors from two.

different units, or even a rank-and-file

warrior and a character.

1fa model is touching enemies with different
characteristic profiles, it can choose which one to.
attack when its turn to strike comes (before any
dice are rolled).

. iffaced with an enemy characier and
arvion, you might decide 1o atack the
swarrior because he is casier o kill, o you conld take
@ mare hersic path instead and attempt o slay the

enemy character

Similarl; if a model has more than 1 Attack, it
can divide its attacks as the player wishes. Only
the most skilled, experienced or formidable
wartiors have more than a single Attack on their
profile, and it seems sensible that such fighters
would have the wits to strike at more than one

foe should the opportunity present itslf

There's no right or wrong in such a decision —
just make sure you declare your intentions to the

‘oppanent before any dice are rolled.

SUPPOR'I ING ATTACKS

Warriors in the second rank do not sit idly.
by i i oo - e 18
muster forward to strike blows of their own.
We refer to the attacks made by these
‘models as supporting attacks.

A model can make a supporting attack ifit s
dircctly behind a friendly model thatis itself
fighting an enemy in base contact, as shown in
the first diagram on the righ.




‘Supporting attacks cannot be made to the side
or rear. Nor can they be made by models that
are in base contact with enemies — they must
fight the more immediate foe!

Of course, a warrior making a supporting
attack s rather more constricted by the press of
bodies than one who s face to face with his foe.
To represent this, he can only ever make a
single Attack, regardless of the number of
Attacks on his profle, or any bonus Attacks he
might otherwise be entitld to because of special
rules or other unusual efects.

Supporting attacks are made against models in
base contact with the front rank model that is
being fought ‘through'. If the front rank model
is in base contact with two or more enemies
with different profiles, the attacking player can
choose which model to direct the supporting
attack against (before dice are rolled).

THE HORDE

Any unit that is at least ten models wide is
counted as being a horde. Warriors in

horde can make supporting attacks e e
third rank, not just from the second!

This represents the crush of bodics driving yet
more warriors into striking distance, as well as
the back ranks surging forwards to assail the
unengaged enemy warriors. If the unit drops
below the minimum frontage it ceases to be a
horde and loses the abilty to make these extra
supporting attacks.

INCOMPLETE RANKS
Strange gaps where models are mi
a rank do not prevent warriors from fighting.

Ifa unit is fighting to its flank, the models in
the incomplete rank are moved into contact with
the enemy, there to fight and be mgn
normally. If the nit is fighting to is re
(or fighting to both flanks) some enemy et
might not end up in base contact because of the
models in the incomplete rear rank. In this
ation, the models can fight across
e e
contact. In reality; the chargers would not have
stopped one step avay from the enemy and
would have moved in to continue the fight —
treat these models as being in base contact with
the enemy;

Mudels (marked buc) can make supporsing Gl The models in base contacs are

can be made by
Hhee 2o models

The unit of D is ten models wide, 30 an extra rank can make supporting a

Avtacks normally
= Canmake s
cupporing attack

Ifcasalties iflcted on the

Decarfs uni orwoard o

CLost CoveaT




Draun Initiative

Making attacks simultanconsly
docn' mecesarily mean both
Playes need 1o ol bt et of
dice at one. Yo can, o crrse,
make simultaneous rolls, b it
ofen et a il confising soith
20 many diceratling around in
megn

Afr sidier woay of resloing
draton Duiitives, i or one
layer (it docon’s matter shich)
1o el bimes it s models
Jfirt. When his has been

completed, s cpponent resobes

alernaive method.

STRIKING ORDER

Blows are struck in Initiative order. If a
model s killed before its turn to strike, it
does not fight. If Initiative values are drawn,
blows are struck simultancously.

In the desperate hack and slash of close combat,
the advantage lies with those warriors swiffest of
mind and reaction. Slow opponents will often be
dispatched by a faster foe before ever striking a
blow. In essence: he who strikes first, strikes to
the most devastating effect.

A models Initiative characteristic determines
who attacks frst in close combat. Work your
way through the Initiative values of the models,
starting with the highest and ending with the
Towest. Models make attacks when their
Initative value is reached, assuming of course
that they haven't already been killed by a model
with a higher Initiative and that there is still

an enemy in base contact. Where models have
the same Initiative, their attacks are made

simultaneously

For example, a wnit of Dark Elf Spearmen are
charged by a unit of Orc Bo

Initative 2.
higher Iniiative

[ TO HIT CHART

TARGETS WEAPON SKILL

7

ATTACKERS WEAPON SKILL

3

SPLIT PROFILES

AND STRIKING ORDER

Where a model has Attacks at two or more
Initiative values, such as a knight or other
cavalry models (see page 82), resolve each

set of Attacks in the relevant order.

If the model s sain before it can finish striking
all of its blows (because one set o
lower Initiative than the enemy) then obviously
lost, just as a model with a single

ttacks is at a

these a
profile would lose all of ts Attacksif it were
slain before striking blows.

Similarly, on rare occasions, a model with a split
profi
blows because all elgible enemies have been
slain. Take heart from the fact th
situations are normally caused by your warriors

le might be unable to strike some of its
such

having killed a great deal of the foe.

ROLL TO HIT

Roll a D6 for each attack. Compare the.
Weapon Skill of the attacker and the defender
to determine the score required to

o determine whether or not hits are scored, roll
a D6 for cach Attack a model gets to make. The
dice roll needed to score a hit on your enemy
depends on the relative Weapon Skill of the
attacker and the target. Compare the Weapon
Skill of the model stiking blows with that of the
target model and consult the To Hit chart
(shown to the lef) to find out the minimum

score needed to hit

1f you look at the chart, you will see that equally
matched models hit an enemy on a 4-+, but if
the atiacker’s Weapon Skill is greater than that
of his target, he will hit on a dice roll of 3+ In
the rare cases when an targets's Weapon Skillis
more than double that of the attacker, a 5+ is
required for a successful hit

1 you roll 0o low, the Attack has missed, and if
you equal or beat the required score, the Attack
Has hit. Sometimes moxifier apply to these rols,
but a natural dice score of 6 lvays hits and a
natural dice score of 1 always misses.

Continuing our earlier example, the Dark
Spearmen are Weapon Skill 4, sohilst the Ore Bays
are Weapon Skl 3. Looking at the T Hit chart, we
Clees ill equire 35
10 hit,<ohilt the Ores will med 4.

can thercfoe see that the Dark




ROLL TO WOUND
Roll a D6 for each attack that hit. Compare
the Strength of the attacker and the
Toughness of the defender to find the score
required to wound.

Not all hits are going to harm your enemy —
some bounce off tough hide, while others cause
only superficial damage. As with shooting, once
you have hit your foe, you must roll again to sce
whether or not each hit inflits  wound. Pick up
all the dice that scored hits and rollthem again

Consulf the To Wound chart, cross-referencing
the attacker’s Strength with the defender’s
Toughness. Both valu
the creatures that are fighting. The chart
indicates the minimum score required on a D6

appear on the profils of

to cause  wound. In most cases, you use the.
Strength on the attacker’s profile regardless of
what weapon they are using. However, some
close combat weapons give the attacker a
Strength bonus, as we'l discuss in the Weapons
chapter on page 88.

Remember to roll dice separately for models
with different Strength values

Sontinuing the battle on the previous page, the Dark.
wes are Strength 3 and. Toughness 3, whilt the
Orcs are Strength 3 and Tughmess 4. Laoking at the
1o Wound chart we can see that the Ores will need
4 10 oound, wilt the Ebves will need 5s.

TAKE SAVING THROWS
The enemy now rolls a D6 for each wound
suffered. If the score is equal or greater
than the model’s saving throw, the wound
s discounted.

As before in the Shooting phase, the enemy

that have been
wounded. He rolls a D6 for each wound
suffered by his troops. I he roll equal o or
ereater than the model's save (after any modifiers
have been applied) the wound has been deflected
by its armour. See page 43 of the Shooting Phase
if you need a reminder about the different types

player can try to ‘save’ models

of save and how they work. Remember that
wounds caused by Strength 4 or higher inflicta
saving throw madifier on armour saves.

Swagth 4[5 6(7]819 110
Armour 1| -2[-3|+|-5| 6|7
e modifir &

REMOVE CASUALTIES
Casualties are removed from the rear rank,
just like models killed by shooting attacks.
Models that have stepped up to replace the
fullen can fight, provided that their Initiative
step has not passed.

With saving throws made or failed, you now

need to remove the slain. Close combat casualties

are removed in the same way as shooting ones
Although we can imagine casualties falling
amongst the fighting rank, warriors in the ranks
behind will step forward to il any gaps that
appear. Casualtes will therefore be removed
straight from a unit’s rear rank. This means that
if a uniti big enough, taking a handful of
casualties will not reduce the number of Attacks
the unit can make back.

It can happen that a model causes more
casualtis than it has enemies in base contact.
The excess casualtis are removed as normal
from the unit as a whole,
attackers fighting over t

cpresenting the

e fallen foes

Itis a good idea not to immediately remove
models that are slain from the table, but instead
temporariy place them next to thei unit ~ you
will need to know how many casualties have been
caused when working out who won the combat.

[ TO WOUND CHART

‘TARGET'S TOUGHNESS
3|4|5]6

12
IR
| 2 3+ |4+ | 5+ | 6+ | 6+ 6+
|
3 3+ | 4+ | 5+ | 6+ |6t
| =
g
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B 5|2+ |2+ | 24 | 34 | 4+
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Fust Dice Rolling in
Close Combat

Asith shotin atacks o the
same Ballis

o can roll

ill and type,
Hit dice gether
fthey'reofthe same Inisistive
and Weapon Skil, Naturally, i
then's a higher Weapon Skil
resent, youll want 10 represent
ko dfien o o e
ot only becase the
modal() o e b
Weapon Skillwill probably be
more likely 1o it the e, but
ali becase theyl pobably
have a higher Sirngeh, more
devastating coeapon or special

Je tha ahersose help canse
damage. Exen i one of thes
Uhings are true in a particulr
combas, 1 like 0 ol dice
separately for important models
That coay I can be sure hat my

characters, monsters and s0 on

Jhave lived up o thei farsome

eputation andysehat’s more,
an my opponent!

T LETS

6+ | 6+ | 6+ 6+ ‘
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Once all the models engaged in the combat
have fought, this concludes what we call a
*combat round” or ‘round of close combat’.

Now you must determine which side has won.
Inflicting casualties plays a huge partin seizing
Victory, but other factors, such as the sheer mass
of a unit, the momentum of a charge and
fighting downhill, can also prove to be telling

The winner of a combatis decided by the
number of casualties, plus certain other bonuscs.
To calculate which side has won the combat, we
first need to work out each side’s combt result
score. We determine combat result score by
adding up the following bonuses:

'WOUNDS INFLICTED

+1 combat result for each wound inflicted.

Inflicting wounds on the foe is an important
factor when determining combat resolution —

perhaps the most important.

Each side’s basic combat result is equal to the
wounds caused in the
tally up the number of
number of casualties — most characters and

mbat. It important to
ounds, rather than the

monsters have more than one wound and it can
take several rounds of combat to slay them.

Nonetheless, our warriors take heart from the
harm inflicted on such powerful foes, even if
they are not yet down for the count. Do NOT
count wounds that were saved (in other words,
only count unsaved wounds).

Attacks that kill a model outright (made with a
Killing Blow, say
scored all the slain model’s remaining wounds

) count as having

CHARGE!

+1 combat result if the unit charged.

atum of a charge can give your unit
eded boost when breaking the spirit
of your enemy. If your unit charged this turn, it
reccives +1 combat result
EXTRA RANKS
+1 combat result for each extra rank with
at least five models, (o & maximum of +3.

The extra ranks of a unit's formation are not
solely there to provide replacements to the
fighting rank  they push the front rank
forward and this momentum can swing a fight
all by itself. s

I your unit's formation is at least five models
wide, you can claim a bonus of +1 combat
result for each extra rank of five or more

ank, at the end of
the fight, up to 2 maximum of +3. Note that
this bonus can be claimed for an incomplete

rear rank, as long as there are five models in it

Disruption

A unit docs nat receive combat result points

for extra ranks as long as it is disrupted

A unit i disrupted if an enemy is attacking
it in the flank or rear, and that enemy unit
has two or more ranks of a least five

| models. Smaller units are assumed to have
insufficient mass to cause disruption

|

Sometimes, an enemy unit will begin the
round of close combat with enough ranks to. |
cause disruption, but takes enough
casualtis so that it no longer has two or
more ranks of five or more models. In this
case, it can o longer disrupt the unit it is
fighting and the cxtra ranks are counted

| as normal

STANDARD

+1 combat result for a standard bearer.

Most troops fght all the harder beneath the
colours or symbols of their city, nation, tribe or
god. If your unit includes a standard bearer, it
receives +1 Combat Result.




FLANK ATTACK
+1 combat result if your us
the enemy unit’s flank.

Fighting a foe in its flank is a great advantage.
‘The encmy warriors cannot easily turn to
combat their attackers, and the sudden
appearance of an enemy from an unexpected
quarter has a psychological value all of its own.
Therefore, if
its flank, it receives +1 combat result
Remember that if your unit has two or more
ranks of at least five models, it likely to
disrupt the enemy formation into the bargain
as well (see Disruption earlier).

REAR ATTACK
+2 combat result if your uni
the enemy unit's rear.

fighting

Fighting the enemy in the rear has all the
f

your unt is fighting the enemy in the rea, it
receives +2 Combat Result

THE HIGH GROUND
at Result if the unit charged

The added momentum gained when charging
downhill is a significant advantage. Therefore,
if your unit charged and the majority of the
models in your unit began the turn higher up
than the enemy unit that was charged, you
receive +1 combat result. This might seem
like an odd way to phrase it, but allows the
rule to cover most situations.

‘WHO'S THE WINNER?
The unit with the highest combat result
score wins the fight.

After adding together all the combat result
bonuses, you'll be able to determine the
winner, ie. the side that scored the most.
The other side has lost and might even run

from the fight, as we'll discuss in the next step.
If both sides have the same score, the result is

a draw and the combat will continue in the
next turn.

The higher the difference between the winner’s
combat result score and the losers,the biger

and more decisive the victory. An 8 against
7 victory, for example, is only a slight win

jour unit is fighting the enemy in

UNCOMMON BONUSES
In addition to the combat result bonuses
explined above, there are two other types of
bonus that it worth mentioning, but that
worlt crop up so often in your games. Each is
tied to a special rule that we'll be discussing
in more detail later in the book, but for

| completeness they are presented here:

| B Standard
+1 combat result if the unit includes a
Battle Standard Bearer.

| Troops fight harder under the personal
banner of their lord. Therefore, if your unit

s +1
combat result, cumulative with any bonus for
 ‘normal’ standard. See page 107 for morc.

| about battle standards.

includes a battl standard, it rece

Overkill
| 1 combat result per excess wound caused
| in a challenge, o a masimum of +5.

| When a uni sees their enemy’s bes
cut to ribbons, the carnage most definitely
influences their will to fight. Ifa character |
fighting in  challenge kil his opponent and |

| scores more wounds than his enemy has

| remaining, then cach excess wound scores
+1 combat result, up to a maximum of +5.

|
Challenges are a special type of close combat
performed only by characers, and are

| covered in more detal on page 102

because the difference in scores is only 1
An 8 against 2 victory, however, is extremely
decisive, as the difference in scores is a
whopping 6. This difference is important
because it is used when working out whether
a defeated enemy stands its ground or turns
and flees.

WIPEOUT!

Of course, if one side has been completely
wiped out in the fight, the other side is
automatically the winner. In such cases the unit
automatically restrains pursuit and reforms
(as discussed on page 57). Alternatively, if the
unit charged this turn it can choose to overrun
(see page 58).

Forexample, a unit of High El
Arcers i fihting @ it of
Goblin

The Goblins inlic 3 wounds on
the High Elves, and the High

point against the High Elocs’
aone o

The High Ees have therfre

Jecing from combat.




Chass Marouder

3. LOSER TAKES BREAK TEST

The losing unit in a combat must pass a
Leadership test or flee!
modified by the amount by which the us
lost the combat.

‘his Break test is

In the brutal hack and slash of close combat,
are for warriors to fight to the last man.
ating the enemy is much easier if you can

the resolve of your opponent

The side that loses a round of close combat
must take a test to determine whether it
continues to stand and fight, or breaks from
the combat and runs away. This is called a
Break test. Troops that are better led, braver,

and more professional are more likely to stand
firm, while wild, temperamental troops are far

more likely to run for it

AKING A BREAK TEST
A Break test is a type of Lead
However, b he dice, the
difference hd\\uu e winner's combat result
score and the loser’s is applied as a penalty to
the defeated units Leadership. I the otal is
less than or equal to the loser's modified

Leadership, the unit stands its ground and

Despite being disrupted by a lank
attac, his Goblin it i stadis,
Decause it has more ranks of five or
more el than the enemy it

bl unit s ot seadfc, becanse
ot have more ranks e or mare
madels than the enemy unit

st i for another rounc oF bR W
close combat has finished for the turn. If the
total i greater than the unit's modified
Leadership value then the unit has broken and
will flee. Note that this modified Leadership.
is used only for the Break test and any
subsequent attempt to make a combat reform

see the next page

From our carlier example, the High Elves must
take a Brea test with a -3 penalty 1o their
Leadership, because the difforence between the
ceores was 3. High Elves have a good Leadership
e (8) but with the extra -3 penalty their
adership i reduced 1o 5 for this tesh, therefore
ill have 10 roll 5 o less 1o stand and

STEADFAST

If a defeated unit has more ranks than its
enemy, it takes its Break test on its
unmodified Leadership.

When at war, there’s definitely something to
be said for having vast numbers at your
osal. Not only will your warriors be

worried far less by the odd fallen comrade

(there’s plenty more where they came from)

but they'll also take heart from being more
numerous than the enemy. To represent this in
our games, we have something called the
Steadfast rule
Simply put, a unit is considered to be steadfast
if it has mor ranks than its enemy. As with
calculating extra ranks for the purposes of
combat resolution, the ranks have to be five or.
more models wide for the unit to be treated as
being steadfast. The last rank docsrit have to
be complete, but must have at least five
models. Similarly, the enemy’s ranks also have
t0 be five or more models wide to counter

your unit from being steadfast.

Steadfast units can always take Break tests on
their unmodified Leadership (or the General’s
unmodified Leadership if the testing unit s in
range of his Inspiring Presence special rule —
page 107). It doesn't matter whether they
have been beaten by 1 point or by 100 poins,
they still use their normal Leadership value.




It should be noted that a unit does not lose its
steadfast status for being disrupted. A flank
charge might be able to disrupt a unit, but it
can't prevent the warriors in that unit realising
they outnumber the foe.

For example, a wnit of Empire Halberdiersis
atiacked in the rear by a wit o dacmonic

Blodetters. Unsurprisingly, the Halberdies take
quite @ beating, and end up losing the combas by .
Hovwever the Bloodletter unit has only 12 models,
arvanged into tsco complete ranks and a third rank of
2 Dacmons, whilst the Halberdiers stll have 30
models Iy, roing them five ranks of 6 models. As

the Halberdies hrve more rantes than the
Bloodettes, they are Steadfist and sl test on their
wnmadified Leadership of 7.

FOnRY S
.,..‘m

INSANE COURAGE
If a unit rolls double 1 for its Break test, it

passes it, regardless of any other modifiers.

Occasionally, in the middle of a batte, even the
humblest regiment becomes filled with steely
courage and discipline, deciding to stand their
ground, no matter the odds! Such unpredictable.
sccurrences are represented in the game by the
Insane Courage rule. This simply me

stand its ground, regardless of how badly it has
lost the fight

For- example, a wnit of Night Goblins is charged in
e lank by a unit of Chaas Knights. The combat is
esobved and the Chaos Knights woin the fight by 10
points. The Night Goblins’ Leadership of 5 means
that they swould need to oll -5 or lss (assuming, of
ourse, hat they are ot Steadfst), which is
iroiously impossible. There till s a point in rlling
the dice for the Night Gublins though, becanse there is
@ remte chance of rolling a natural, wnmodificd,
double 1, meaning that the Night Goblins wonld
brave the onslaught and heroically (or folishly!)
and their ground.

COMBAT REFORM
Assuming that a unit doesrit flec the fight, its
leader can attempt to bring more warriors to
bear against the foe. This is far casie for the
winning side, as they have sufficient momentum,
ciplined unit can manage this even if on
the losing end of a combat.

buta

REFORMING FROM VICTORY

If your unit wins the close combat but the
enemy does not flee, or the combat was a
draw, your unit can immediately make a
combat reform manoeuvre.

A combat reform is essentially a standard reform
(page 14) save for the factthat it can be made
even though the unit i in close combat. The.
‘most common usage of a combat reform is to
allow the unit to turn to face its enemy GGf
attacked in the flank or rear), although it
also b used to bing more models o the fght
by increasing the unit's frontage. The:

special restriction on a combat reform, e
— it cannot be used to get a model (frend or foe)
out of base contact with the enemy if it was in
contact before the reform was made. The model
can be in base contact with a different enemy at
the end of the reform if you wish

REFORMING AMID DEFEAT
If your unit loses the combat, but does not
flee, it can still attempt a combat reform.

TIn this case, your unit must pass a Leadership
test to muster the necessary discipline to alter its
formation. Note that this Leadership test is
subject to any modifiers from having lost the
figh, just like a Break test. If your unit is
stadfust (o hs the Unbrekable special rle —

i Cemtersip T 5 o

unit cannot make a combat reform. If the testis

passed, the combat reform can be carried out as
described above.

UNUSUAL SITUATIONS

1f both sides wish to make (or attempt o make)
-ombat reform, take any Leadership tests
required in order to make the reforms, then roll
h side makes all of his
reforms first (the winner of the roll-off decides),

off to determine whi

1 unt is engaged to more than one facing (say
to the front and one flank), it cannot make
combat reforms.

High EIf White Lion



Should We Slag or
Should We Go!

Your decsion 10 hod or pursue
coill almst alecays come doron
0 howthe e fores s the
combat s seom. Pursing a

revenge for fallen comrades
There are therfocors 1o

Ther’s i
point pursing an enemy thai

consider as el

Uhassuch poar Leadership that

ecause that's what dic
least 10 me

Wood Elf Wardancer

4 FLEE AND PURSUE
If a unit fails its Break test it must flee and
might be destroyed as it runs.

However great the slaughter that occurred in
the clash of swords, the subsequent flee and

pursuit may well be bloodier still. When a unit
flees from close

abandon. Warriors run from the enemy with

‘ombat, it does so with wild

all possible haste, casting aside anything that
might encumber them
nothing other than survival. For the pursuing

and giving thought to

unit, such warriors are easy prey, to be hacked
down, captured s slaves or driven from the
field of battle. A regiment that flces from
combat, therefore
Only by

chance of survival

s almost certainly doomed.

pacing the enemy do they have any

RESTRA]N OR PURSUE?

orious unit can choose to purs

or restrain pursui

1f the losing unit faled its Break test, it must
flee, but the winning unit now has a choice of
actions. It can pursue the foe, seeking to
solidify the victory by scattering or slaying the
survivors of the fight. Alternatively; the
Victorious unit can attempt to stand fast, using
the precious scconds earnt by its victory to
reorder itself and prepare for other fights to
come. Restraining from pursuit in this manner
requires a degree of organisation and discipline
that does not come casily in the heat of battle.

Accordingly, if you wish your unit to restrain
pursuit it must first take a Leadership test o
see whether or not its leaders have been able to
keep it in order. If the test is passed, the unit
conforms to your wishes and holds position,

an choose to reform once the defeatet

 has fled. If the test s faled, then no
amount of bellowing or bullying will be
sufficient to keep the unit in order — they elect

to pursue the cnemy anyway

ROLL TO FLEE
A unit flees 2D6.

With the intentions of the victorious unit
declared, i’ time to sce just how badly the
losing unit wants to escape and calculate the
distance that it lees

Tt s difficult to say precisely how far flecing
troops will run because they are no longer
fighting as a body but milling around in &
frightened mob. Indeed, unless the flccing
troops are all of one mind, confusion is Tkely
naking it al the more likely
they are caught by 1

slow their escape,
ir pursuers. To represent
the flecing unt swiftness of foot and reaction,
the controlling player rolls 26, the result is the

ROLL TO PURSUE

A unit pursues 2D6.

Can the flecing troops escape their pursuers?

“To find out, the pursuing unit needs to make its
Pursuit roll. Like fk
uncontrolled affa
if the pursuers we

ing, pursuit is a hectic and
sowe roll 2D6 to determine
e quick-w
footed cnough to catch their prey

ed and quick-

CAUGHT!

If a pursuing unit rolls equal to or higher
than the flecing unit, the flecing uni
destroyed.

If the victorious unit's pursuit roll is equal to or
greater than the Flee roll scored by the flecing
enemy unit, the flecing unit is completely
destroyed where they stand. All the troops are
cut down as they turn to run, or are scattered
beyond hope of regrouping — remove the entire
unit as casualties. In reality not all the flecing
troops will have been slain, but any who've
survived will be so broken in spirit that there’s
o chance of them fighting again this day.




MOVE FLEEING UNIT
Flecing units turn around o face away from
the vietor and then move directly forward a
number of inches equal to their Flee roll.

If the fleing unit rolls higher than the pursuers,
or has not been pursued at all, then it has
escaped. With a bit of luck, the wa
come to their senses once the immediate danger
has passed, and might yet play a useful part later
onin the battle.

ors will

To resolve the flee move, turn the unit around
about ts centre so that it s facing directly away
from the enemy unit (ignoring the enemy uni).

The unit then flees straight forward a distance
cqual to the result of the Flee roll. This is

otherwise treated exactly the same asa
in the Movement phase (see page
details). You'll
assumed to run around, force their way through

flee move

for
member that flecing troops are

or otherwise avoid other units and impassable
terrain in their desperate flight.

RESTRAINING UNITS
REFORM

A unit that does not pursue can perform a

reform manoeuvre.

If your unit elected to restrain and passed the
test to do so, o wiped out the enemy and did
not overrun, it can now perform a reform
manoeuvre, as described on page 14 of the
Movement phase.

MOVE PURSUERS
The pursuing unit pivots to face the centre of
unit and moves dircedy forward

from any friendly units or impassable terrain,
and will charge an enemy in the wa.

With the final positon of the flecing urit now
determined, it time to move

the pursuing unit about its centre so that it is
facing dircctly towards the unit they are
pursuing — the pursuers then move straight
forward a mumber of inches equal o the amount
rolled on the dice.

Note that pursuers make this move even if the
flecing unit was caught, as described carlier —
the ‘pursuit’ move in this case represents them

surging forward to cut down any stragglers.

1

The Gablins ol sher le distance
and the Chans Wariors ol their
pursit. The Goblins e roled
higher and exape.

The Goblin wnit pivots around.
itscomre wnil t s fcig
diretly ascay from the Chans
Warrior uni

The Gablin wnit the fles directly foroards a mamber of iches
equal 0 s Flee ol

1

>
e

%, 9
Z el

The Chaas Warriors then e direcly orarde a mumber of
inches qual 12 thir purit ol




The Empire Spearmen's

PURSUIT INTO AN oBsrRUc'noN
Unlike fleeing troops, pursuers

some manner of order and mrmnnnn.
Therefore, if the pursuit move would take
the pursuers into contact with (or through)
a friendly unit or area of impassable terrain,
they automatically halt 17 away.

PURSUIT INTO A NEW ENEMY
If a pursuit move would take the pursuer
into contact with an enemy unit, then the
pursuers must charge the enemy unit.

Carry out the charge as you would in the
Movement phase, following all the normal
restrictions. However, you do not need to roll
for the charge range — we already know from the
pursuit roll that these unwitting chargers have
momentum to reach the foe, whether they
wished to or not. The charging unit must wheel
and close the door in such a way as to maximise
contact, as they would with a normal charge

Naturall; the charged unit s taken by surprise
by this impromptu assault — it is not allowed to

take any charge reactions and must Hold

If this enemy unit was already engaged in close
combat, and that fight has not been resolved for
this turn, then the pursuing unit wil get to fight
another round of close combat! Ifa pursuing
unit is lucky enough to win a second fight n the
same turn, it cannot overrun and automatically

restrins pursuit (and can reform!

IF the unit that has been charged as  result of
pursuit was ot engaged in combat from the
beginning of this combat phase, or if it was
engaged but that fight has already been resolved
in this combat phase, the combat is not resolved
straight away, but in the combat phase of the
following turn.

In the following turr's combat phase, the

pursuers will sill count as charging

This might resultin both sides having charging
units in the same fight,in which case the
charging units on both sides will get the normal
‘bonuses conferred by charging (e.g. causing
impact hits, benefiting from a lance’s Strength
bonus,etc., and other bonuses described later in
this Rales section). Also, both sides will gt the
1 combat resolution bonus, which will
effectively cancel each other out.

Pursuit into Flecing Focs.

Even if the charged unit was already flecing, it

il cannot take any charge reactions. Move the
pursuers into contact with it 2 you would for a
unit completing a charge against a flecing unit

(see page 23). The flecing unit s
immediately destroyed and the pursuing unit is

allowed one final reform.

OVERRUN!

If the victorious unit charged i
and the was wiped out
2D6 inches straight forward.

to combat

If  unit charges into combat and, by the end of
that round of close combat, all its enmies have
been wiped out as the result of the combat
(rather than the pursuit) the unit can choose:to
make a pursuit move, even with nobody left
alive to pursuc. This is an overrun move and
represents the unit surging forwards, hungry to

find more enemies to fight

An overrun is essentially a special pursuit move.
When making an overrun, the victorious unit
moves 2D6" dircely forwards, as f they were
pursuing a flecing enemy to their front. All
other rules governing pursuit moves, such as

intervening units and terrain, apply to overruns

SWIFTSTRIDE

Some troop types, such as cavalry, can flee
and pursue more switly, as we'll discuss in
the Troop Types chapter on pages 80-87.

PURSUIT OFF THE BATTLEFIELD

A pursuing unit that moves into contact with
the battlefield edge moves off the battlefield.
They're so caught up in rsui of the
foe that their momentum carries them clean
off the battlefield!

Unlike troops flecing the battlefield, however,
such pursuers are good and keen to come back
to the fray. Accordingly, we allow them to

enter the board in their next Movement phase,
using the rules for reinforcements (sec page

The unit is placed back as close as possible to
the same point from which it leftthe battefield,
in the same formation. Remember that it needs
o face dircetly towards the battlefield and have
all of ts rear rank touching the battefield edge.
0 leave a model from such
a unit in order to mark the position from which
itleft the battlefield (a standard bearer is ideal).

1s offen a good i




MULTIPLE CLOSE COMBATS
It is possible (indeed, rather likely) that Charging

giog
more than two units can become involved in In a multiple close combat, you receive +1
the same close combat. combat result i your side has one or more units

7 that charged this turn.
A multple combat is a fight that involves more

than one unit on either (or even both!) sides The High Groud
Some cxampls of multple combats are shown in  “Th combat result for charging downlill can
the diagrams below. Unless otherwise sated, all o1 e counted once, by the side with the
the rules for a one-on-one close combt also

ighest charging unit (ic. the one

apply to.a combat with multple unitson each 1 highest up)
side. Bear in mind, however, that multiple i
combats offen create situations not entirely
covered by the rules. Pve included a commentary
for the most common occurrences here, but

remember: i in doubt discuss the matter with Iftioo it of Desarfi are

attackin a single it o Or
i the same, or both,flaks,
thon they would only eceive

your opponent before any dice are rolled.

1 combat resul

MULTIPLE COMBAT
RESULTS
Combat resolution works slightly differently in a

multple close combat. Al the casualies inflicted

by both sides (including overkill bonuses) count e wait o Dioar

attacking the rear and the
othr s attacking the flank,

towards the result as normal, but most other
modifiers have limitations.

ey ould e
Standards > ‘ combined combat resul bomss
In a muliple close combat, you receive +1 of +3 (+1 o the fonk and
combat resultif your side has one or more +2irthe ea).
standards present in the fight

Extra Ranks

Similarly, your side receives a combat result

bonus based on the best rank bonus in the fight,
ot the total rank bonus

Fir example, if  wnit of Goblins (cvith 2 extra
anks) and, from the same army, @ unit of Trolls

cith 1 extra rank) are involved in the same

ltiple combat, then the Extra Ranks combat reslt

bons carned is +2 — the Trols” rank is ignored.

Flank a0d Rear

Bonuses for flank and rear attacks can only be
camed once per unit attacked in the flank or e i f Do ar ki i s of Oris i e s
e o Uhse Ores were al part of the same ulipl combat, hen the Drcarf seold s

unit does not grant additional bonuses. b ol (TR ot snach.




Staying Sane Through
Multiple Combat
Resolution

“As you might specs the more
it ht e imlved n 0
il onbas, he graer he

Fortunately, becouse <uounds are
counted acros the whole fight
s e as bad as it seems
(afier alh you're loking for the
g on s, e stndrd

each wni's combat reslt bomses
1 the mumber of eounds scored
1o g5t your final combat

realution core

MULTIPLE COMBATS
AND BREAK TESTS

Al units on the defeated side must take a
break test.

When the winning side has been determined in
a maltiple combat, you need to take a separate
Break test for every unit on the losing side,
using the difference in the two combat result
scores as normal,

STEADFAST

Any unit on the losing side can use its
unmodified Leadership for Break tests so long
as its number of ranks is higher than that of any
of the enemy units in the close combat

compare the unit's ranks to the enemy unit with
the most ranks in the combat. If even one enemy
unit has an equal or higher number of ranks,
then the unit must test using its modified Ld.

Note that this applies on a unit by wnit basis ~
having one unit with a higher number of ranks
does not make all of your units steadfst. Units
that have more ranks than any of the enemy
units are steadfast; units that do not, are ot

MULTIPLE COMBATS
AND PURSU

It can happen that one or more victorious

Where this happens, bear the following in mind:

PURSUIT

Unitson the winning sde are each only
permitted to pursue  single enemy uni that they
are in base contact with (declare this before any
Flee roll are made). In addition, they cannot
choose to pursue if one or more of the units they

i

are in base contact with pass their Break tests.

This is quite realistic — your warriors are hardly
likely to go haring off after a broken cnemy if
there are stil fresh and eager foes to face. If there
s more than one pursuing unit, the controlling
player can choose the order in which they move.

FLEE!

Flecing units must roll greater than the scores
rolled by all of their pursuers in order to get
away. If even one of their pursuers equals or
beats the flecing unit’s score, then the flecing
unit s cut down, and the models are removed
as casualies.

DIRECTION OF FLIGHT

Where there is a choice of foes to flc from,
warriors will always be more dete
avoid the most numerous enemy. Th
controlling player decides the order in which
units flee

ined to

Each flecing unit pivos about its centre

units) so that it s facing
directly away from the enemy with the most
ranks of five or more models (select a unit
randomly if there s a ie). It then flees straight

(ignoring enen

forward in this direction as described earlier.

You may find that this involves the flecing unit
turning so that it overlaps one or more other
units i the fight. If tis happens, don't worry
Simply estimate the unit's new position as best

it above the rest of the units

you can by holding
in the fight — i¢ll only be there for a moment
before making it flee move, after all

i the wnit has fled.
through an enemy
madel,theycach have
1 take @ Dangernus
Trvain et

ey |

o of the Goblins
have faild the test
and are removed
s casalrics.

DIRECTION OF PURSUIT

Once all flee moves have been resolved, resolve
any pursue moves one ata time. In an order
chosen by the controlling player, each pursuer
pivots about its centre so that it is facing directly
towards the flecing unit ofits choice, and then
as described carlier. Note that this will
sometimes lead to a pursuing unit ‘catching up®
g unit that has rolled high enough.
to escape. In this case, the pursuing urit must

pursues,

with

stop 1" away (see diagram opposite).




Unsurprisingly, these Goblns have It the
combat and foiled heir Break es. They have
rolled i enough to ecape, and make ther
fee mae of

The Empire player decides 1o move bis sma
it of Spearmen frs. The Spearmen pivt 10
Jice the lcing Goblins and star ther pursit
mae of 6. Becauseof thir psition, his

comrade

ould bring them back into contac it

the Goblins, 20 they hage 1o stop

SHRINKING UNITS
AND MULTIPLE FIGHTS

a situation can arise when one or

more units are no longer in base contact with
the enemy, but at least part of the enemy unit is
sill alive. This normally occurs when an enemy
has been charged in the rear — as casualties

come from the rear rank first, this would in

theory leave the attackers stranded from their

foe. Clearly this is wrong, just as warriors on a

real battle

eld would push on to continue the
fight, and would not stop fighting if the cnemy
was standing a few paces away, so must

warriors on the miniature battlefield.

Whenever a unit becomes stranded in this
manner, the attacking unit is immediately

nudged (by as small an amount as possible) to
bring it back into contact with the
move cannot be used to alter the facing the

attacker is in base contact with, nor is it an
opportunity to change the attacker’s formation
or charge a unit not engaged in the fight. 1f the
attacker cannot be moved in this manner, then

the defending unit is moved instead.

NO MORE FOES
In multiple combats it can sometimes happen

that at the end of a round of close combat some

units are no longer engaged with any enemy unit
(normally because the unit they were engaged

with has been completely destroyed). Such units

are out of combat for all purposes and can move
normally from then on. Any combat result
points that unit would have added to the fight
for wounds inflicted are sl counted for the
fight's overall combat resolution, but other
bonuses, such as standards, charges and so on.
are not. Note that such a unit cannot cancel out

steadfast in an enemy.

The larger Spearman wnit then makes s
pursuit move, b st stop 1" oy from is



Skaven Gutter Rumver

PANIC

he battlefield is a disconcerting place, to say the least, full of confusion, death and
unsettling circumstances. Under such conditions, it's not entirely surprising that
troops might not perform in the manner that you wish them too. Faced with allies
and comrades being slain at the hands of the foe, you may find that your warriors
scatter and leave the battlefield, rather than fight on. In Warhammer we govern
these situations, and the likelihood of them occurring, with the rules for panic.

Panic (and morc importantly, resisting panic) is
an important factor in Warhammer Battes can
sometimes be won and lost because an army
panics and flecs, even though it may not have
been beaten in combat.

Troops who are nearby when their friends are
destroyed or run away can easily lose their nerve
and flee,

heart until the whole army routs i blind panic.

PANIC TESTS

In earlier sections T've hinted at the times a unit

will be called on to take a Panic test, but now
we're going to discuss it in detai.

A Panic testis simply a Leadership test, as
described on page 10. If the est s passed,
everything i fine, but if the test s faled the unit

will immediately flee as described opposite.

Note that a unit only needs to take one Panic
test in each phase (
and Close Combat) even if there are multiple

reasons to take Panic tests. Some Panic tests are

ment, Magic, Shoofing

taken immediately; and in larger games you'll
find it helpful to mark units that have already
taken Panic tests, in order that you dorit end up
mistakenly taking another s the phase goes on.

If two or more uits from the same army have to
take Panic tests at the same e, the controling
player chooses the order in which tests a

I¢'s worth noting however that there are three
circumstances under which even the most
cowardly of units are not forced to take
Panic tests.

A unit docs not take Panic tests if it is in close.
combat — the immediate fray blots out all
other events going on around them.

« A unit does not take a Panic testif that unit is

already flecing — fear has already lent wings to

these warriors, the prospect of further
jeopardy does not accelerate their flight.

* Finally, remember that a unit does not take a
Panic te

the phase — ts nerve has been tested already!

if it has already passed one carlier in

Assuming a unit is not subject to the
circumstances described above, the most
common circumstances under which it must
take a Panic test are:

HEAVY CASUALTIES

A unit must take a Panic test immediately if
it loses 25% or more of the models with
which it started the phase.

This test wil most commonly be taken as a
It of shooting attacks or damage caused by
enemy spell, but can also be triggered by other
factors that cause casualties, such as miscasts,
misfires, Dangerous Terrain tests or other
special rules. Rather than having a series of very
specific triggers for a Panic test, we use this as 2
“catchall’to cover units that suffer high

casualtes for any reason.

For example, @ wnit of 21 model i shot at by an
enemy unit and suffrs four casualtics ~ not enough
for a Panic tet. In the same phase, anther enemy
it fires against them, cansing oo more casualtics.
i out of wenty-one is above 25%, 5o the unit st
take o Panc s




A Heavy Casualties Panic test mustalso be
taken (immediately!) by a charging unit if its
‘enemies Stand and Shoot and inflict 25% or
more casualties. Where this happens, it can

etimes result in the charging unit panicking
BT by ot of moge o the
enemy unit’s missile weapons, which can look &
litle odd. Under these circumstances, we
assume the charging unit to have been shot at as
soon s it entered range, panicked and then fled
range again
these individual moves, we le the abstraction
save us time and complication.

out of rather than make all of

NEARBY FRIEND ANNIHILATED
destroyed for any reason, all

friendly units within 6" must immedia
test for panic.

This covers si

ons such as when a unit is
wiped out by missile fire, magic; close combat,
pursuit or indeed any other occurrence
Obviously, it's best to leave the annihilated unit
in place until the tests ar taken in order to give
a point to measure from.

NMRBY FRIEND BREAKS

unit breaks from close combat,
n- ndly units within 6" must immediately
test for pa

Measure from the unit’s position before it makes

any flee move.

FLED THROUGH
A unit must immediately test for pani
flecing friends move through it

For simpliciy, resolve the movement of the
flecing friends before taking and resolving the
Panic test.

This is the most destructive form of panic, as
one unit can panic and flee through another
unit, which in turn might panic and flee through
a further unit, and so on until your battleline is
reduced to tatters.

DIRECTION OF FLIGHT

1fa unit fails 2 Panic test:

* Brought about by heavy casualties. Pivot
the unit on the spot (ignoring other units) so

thatitis facing dircctly away from the unit
that caused the most casualties i that phase

it then flees as described on page 25.

* Brought about by any other reason. Pivot
the unit-on the spot (ignoring other units) so
that it is facing dire

ly away from the closest

enemy unit, and then flees as described on

page 25.

Providing that the panicked unit doesrlt carry

itself off the board with its first flee move, you'll
have a chance to rally it in later turns, as we

discussed earlier on page 24

THE

FOUNDATION IS
COMPLETE!

nic rules mark

The
the end of the basic
Warhammer rules. You
should now know how
the game turn works,
and how to move,
shoot and fight, as well
as cast spells. It's
perfectly possible to
games only with
the rules we've just

discussed, and if you're
new to Warhammer it
may be worth doing so
to get them fixed in
your mind.









A Compendium
of Special Rules

The raion I'm talking about

LT
Hopper, I've accumulated the
wl}ann hre o casy efornce

SPECIAL

A Warhammer battle is packed with fantast

RULES

creatures and skilled warriors whose

abilities are so incredible and varied that the basic rules cannot possibly cover them
all. For such circumstances we have special rules - uncommon rules to govern

uncommon circumstances.

When a creature has an abiliy that breaks or
bends one of the main game rules it is often
represcnted by a special rule. A special rule can
boost a modeP’s chances of causing damage, such

as by granting poisoned weapons, or enhance its

Strength. Alernativel; a special rule can

improve a model’s survivability, by granting it a
better armour save or the ability to regrow
damaged flesh. It is through the use of the
special rules that Dragons breathe fire, Assassins
strike with lightning speed and Gants cause
bowel-loosening terror in their enemies.

WHAT SPECIAL RULES DOES IT HAVE?

Tt may scem obviows, but uness sated ctherwis,
a model does not hve a specal rle. Most specal
rules are given to a model by the relevant entry in
its Warhammer Armies book. In additon, a
models attacks can gain special rules because of
tit s using. Similarly 2 model

might get special rules as the result of  spell that
has been cast upon it or perhaps even as the result

of it being in a particular type of terrain. Where

case, the rule that governs the

pell or terrain feature in question will
‘make this clear. Unless otherwise noted, the

effects of multiple special rules are cumulative

Most o the more commonly used special rules
in W
means an exhausive lst. Many troop types have

nmer are listed here, but this is by ne

their own unique abiliies laid out in their
Warhammer Armies book. Remember, that if
there is a conflict between the rules presented
here and in a Warhammer Armies book, the
latter takes precedence

For case of consultation, I've arranged all the

ical order. There’s also a

special rules in alphal
specificindex at the back of the book to help

you locate the particular special rule you're after.

ALWAYS STRIKES FIRST

jors are fast beyond belef and can strike

Some cwar

with supernatural speed. Whether this ability is

innate or the result of enchantment matters lle to

o is often slain before he has a chance 10

Models with this special rule (or who are
attacking with a weapon that grants this special
rule) always strike first in close combat regardless

of Iniiative.

In addition, if the modePs Iniiative is equal to or
higher than his enemy’s, he can re-roll failed
he moves

misses when striking in close combat

so fast.that he can land his blows with incredible
precision. If the model with this rule is fighting

e Attacks are

an enemy with the same abil

made simultancously, and neither model benefits

from the re-rolls normally mm« by this rule.

ALWAYS STRIKES LAST
Some swarriors are incredibly ponderous by mabure,

or else encumbered by me

wassive tweapons that sloo

them doren

A model with this special rule (or who is
attacking with a weapon that grants this special
rule) always strikes last in close combat,

regardless of Initiative

I the model with this rule s fighting an enemy
with the same abiliy,the Attacks are made

simultancousl: 1 model has both this rule and
Always Strikes Firs,
ncither applies so use the modePs Initative.

two cancel out and




ARMOUR PIERCING
Some attacks can penetrate armour ith an ease that
belcstheir meage strength.

Wounds caused in close combat by a model with
this special rule (or who is attacking with a
weapon that has this special rul) inflct a
further -1 armour save moifier, in addition to
those for Strength.

For example, a Sirength 4 model with the Armour
Pircing special rle would inflict a -2 armour save
madifer ehen sriking in lose combat, rather than
the usual -1

1 a model has a weapon with the Armour

Plercing rule, only attacks made or shots fired
with the weapon are Armour Piercing,

BREATH WEAPONS

Some creatures have the abilty 1o belch clouds of

flame or nasious choking fimes at thei foes. Dragons
are the mast famos of such beasts, but they are by no

means alone.

A model with a Breath Weapon can use it to
make a specal attack once per game. A model

with two or more different Breath Weapons can

use each one once. The form that this special

attack takes depends on whether or not the

creature is in close combat

In the event that a model has more than one
Breath Weapon attack, it s permitted to use

only one in a single turn.

BREATH WEAPON
SHOOTING ATTACK

Provided the model s not in close comb
use its Breath Weapon during its Shooting
phase. A Breath Weapon shooting attack can be.

itcan

made even if the model marched or reformed
during the same turn,

To perform the attack, place the flame template
50 that it lies entrely within the model’s forward
arc, with the narrow end touching the ereature’s
mouth, and so that it is not touching any friendly

unifs or enemy units that are in close combat.

All models that lic even partially under the
template are automatically hit, as covered on
page 9. The Strength and any special effects of
the creature’s Breath Weapon will be covered in
its rules

BREATH WEAPON
CLOSE COMBAT ATTACK

I the model with this special rule is in close

combat, it can use the Breath Weapon to make
an additional close combat attack at its own
Initiative (in either players turn). A model that
makes a breath weapon attack in this way
inflicts 2D6 automatic hits on  single enemy
unit in base contact — if there is more than one.
enemy unit in base contact with the model, the.
controlling player chooses which enemy unit
suffers the hits. As with breath weapon attacks
made in the Shooting phase, the Strength and
any special effects of the creature’s Breath
Weapon will be covered inits rules. Wounds
caused by a Breath Weapon in close combat

count towards combat resolution.

The teandrop-shaped template i plced siththe
thin end at the Dragon’s mouth and the wide end.

v the target unit. In his exampl 12 model are.
under the template and s are it automatically



wery ground shakes beneath their fee

Models with this special rule have

during & tun in which they ch

FAST CAVALRY

Fast cavalry (somet

imes caled light cava
excaptional provwess, trained in lightning-fast mansewores and flank
| attacks. They are more lightly armed and armonred than other

make up for
act as sconts and outriders for the army, and harry the flanks of

is<ith dheir flesbility. In batle,they

\
em formations.

(

| VANGUARD

| Fast Cavalry are inevitably at the forefront of any advance
Fust Cavalry aut

tically have the Vanguard deployment
| special rule (see page 79).

|

| FREE REFORM

| Unless it charges, a Fast Cavalry unit i llowed to reform as

many times as it wishes during its move, even if it marches,
provided that no model ends up moving  number of inches
higher than double ts Movement value.

| CHARACTERS
| 1Fa Fust Cavalry unt s joined by a character without the Fast
| Caml e il the e ut he character leaves.

DEVASTATING CHARGE

Some creatures change home with such fury that th

+1 Attack
into combat

chose physical bodies have long
ince rotted avway, if indecd they cver existed. Such
only magic

beings are immune 10 normal weapon

can harm them.

Ethereal creatures treat all terrain as open terrain
for the purposes of movement. They may not

finish their movement inside impassable ter

though they can pass through obstructions of this

kind, they cannot linger. They are also never

slowed by any special rule, spell or tem that
would otherwise rediuce their movement or stop

them from moving completely

acks of Ed

The close comba al creatures

are magical. Conversely, Ethercal creatures can
only be wounded by spells, magical attacks and
magic weapons or effects. This is not o say that
Ethereal creatures cannot be beaten in close
combat by mundane troops, because combat

results are not wholly dependent upon casualtes.

Ethereal creatures block line of sight normally
and cannot see throug

nything that would

block the line of sight of normal units

Characters that are not themselves

ot permitted to join units that are (even if they

become temporarily Ethereal for some reason),

FEIGNED FLIGHT

Fast Cavalry are extremely good at escaping from the foe and
regrouping. A unit of Fast Cavalry that choos

charge reaction and subsequently ralles at the
their next turn may reform as normal, but s then also free to
move during the remaining moves part of the Movement |

phase. The unit is also free to shoot as normal (but always

Fast Cavalry does not take them beyond the charge reach of

counts as having moved). Note that if the flee move of the '
sheirenemies,the unit is caught and destroyed asnormal. |

FIRE ON THE MARCH |
Fast Ca |
shooting from horseback (or wolfback!) and can therefore k

alry armed with missile weapons are expert at

shoot during a turn in which they marched or reformed

(providing their weapon doesn't have the Move or Fire

moving and shooting still applies

special rule). However, the normal -1 To Hit penalty for ‘

s 10 troop ypes other

nate that it docs not chang the models roap type




EXTRA ATTACK
Through fury, exira limbs or being armed 10 the
teth, this warrior can siike more b,

A model with this special rule (or who is
attacking with a weapon that bestows this special
rule) increases his Attacks value by 1

FEAR

Some creatures a

50 large or disturbing that they

provoke an rrational foar i the fe

At the start of each Close Combat round, a unit
that s in base contact with one or more enemy
models that cause Fear must take a Leadership
test, before any blows are struck.

If the test s passed, ll is well — the unit has
mastered is fear,at least for now. If the est is
led, the unit’s fear goes uncontrolled and the

warriors cower defensively from the horror

before them — all models in the unit have
Weapon Skill reduced to 1 for the remainder of

that round of close combat.

Models that cause Fear are themselves immune
and are not affected by any of this rule’s
effects (even if their unit fails ts test, f

, for

example). This includes characters riding Fear-
causing mounts, who count as causing Fear
themselves (see page 82).

FIGHT IN EXTRA RANKS
These troops can fight i extra ra
they have been trained 1o do s, or because their sheer

o perhaps becanse

feroity means they soillingly trample their comrade
in order o reach the e

1 a unt has this special rule then supporting attacks
can be made by an extra rank than nomal on a tum
in which the unit did not charge. Accordingly a unit
with this special rule can normally make supporting
attacks with two ranks. Remember that supporting
attacks cannot be made to th side or rea; but only
10 the ront.

A horde with this rule will make supporting attacks
with three ranks!

FLAMING ATTACKS
Fire s a fearsome thing on the batlefield, but some
ereatures are more vulnerable 0 it than others.

Whilst Flaming Attacks do not give bonuses
against most troops (we assume the weapon
blow to be far deadlier that the flames that

), they can be Fea
ures, as well as prove fatal against some of

inducing in wild

the Warhammer worlds more peculiar monsters.

Ene
war beasts, cavalry and chariots (we talk about
troop types starting on page 80). Flaming
Attacks also have special properties against
creatures that have the Flammable and

mics with Flaming Attacks cause Fear in

Regeneration special rules, as explained later on,

Fire can be a valusble weapon for driving out
the defenders of a fortification. Every model
with Flaming Attacks rerols faled To Wound
rolls when shooting at or assaulting a bulding,
10 represent the added peril for the occupants of
being inside the burning structure.

Unless otherwise stated, a model with this

special rule has both Flaming shooting and close
combat attacks (though any spells cast by the
model are unaffected, as are any attacks made

with magic weapons they might be wielding).

FLAMMABLE

Some creatures are naturally vulnerable 1o
fire. Once flame has been set amongst such
@ beast's flesh, it <will run rampant,

cansing terrible harm.

Ifa model with the Flammable rule
suffers one or more unsaved wounds
from a Flaming Attack, each unsaved
wound is doubled. So, for example, i

an attack would normally cause |

wound, the Flammable creature would
take 2 wounds. If the number of
wounds are randomly d
a dice roll, double the result of the
dice, rather than rolling two dice
and adding th

ermined by

cores togeth

1 Bring Firel
Flaming Avtacks don's come ino

Similarty, Flaming Atacks are
worth thei seight i old <chen
atackin a uilding — a bunch

f estra it camseing amy

(here comba
on casualis alome) his s
donbly .




FRENZY

Certain warvirs can scork themselces p into a
Sighting i

all concern for personal safty is overridden n froour
of mindiess violence

“To represent their fighting fury and lack of self-
preservation instincts, Fi

2xtra Attack and Immune to Psychology special
rules (see opposite and page 69).

d troops have the

BERSERK RAGE

X, during the Charge sub-phase, a unt tht
includes one or more Frenzied models could
declare a charge,then it must do so unless a
S et Leadership test is passed. If the Leadership test
the Frenzied unit must de
againstthe nearest viable cnemy:

is fil e a charge

A unit thatincludes one or more Frenzied
models cannot choose to restrain pursuit if it

beats a foe in close combat. It wll cither pursue

(if the enemy has fled) or overrun (if the enemy
was wiped out in combat).

Note that i the enemy is wiped out in combat

but the Frenzied unit did not charge that turm
(o if the combat was the result of a pursuit or

ELY:

overrun charge in the same turn), then the
Frenzied unit will reform as normal as it has no.
other choice of action.

In addition, Frenzied models cannot parry (sec
page 88).

LOSING FRENZY

Unlike other special rules, Frenzy can be lost as
the game goes on. Models retain their Frenzy
for the entire game unless beaten in combat, at
which point the enemy have succeeded in
knocking them into a |
Frenzy (together with all associated rules) is lost.

fanatical state and the

ngs and can

fir
<oaring quickly from one sde of the batilefeld 10 the other. Such

Some creatures of the Warhammer world he

creatares are ofien potent forces on the batlfield, able as they are o

casily ontmansesore clumsier, ground-bound troops

‘Whether they fly or move on the ground, all flyrs have the
age 76). In addition, because of

Swifistride special rule (see

their loose fighting style, fying units consisting of more than

one model have the Skirmishers special rule (scc page 77).

MOVING FLYERS

In Warhammer, flight is represented by a swoop or glide of up
to 10", The flyer starts off on the ground, takes off, lies to
where it wishes to go, and then lands. Flyers, therefore, begin
and cnd their movement on the ground. This is chicfly
because i's impractical o suspend models over the battleficld,
S we use the ‘glide’ for the sake of simplicity.

Units made up enirely of models that can fly can move or
charge normally on the ground, using their Movement valuc,
to . A unit that flies can move over other
units and terrain as it does so, treating the entire move as

or instead choo

taking plac over open ground. It may ot finish the move on

op of another unit or in impassable terrain. Depending on the
flying models height and/or position, it will sometimes be able

o draw a ine of sight over intervening units to 3 more distant

target and make a flying charge over the intervening unit.

A unit that makes a flying charge does so using the glide
move of 10" as its Movement characteristc.

FLYING MARCH

A unit that s lying can march as normal, doubling its f

move to 20°, representing a particularly long swoop or glide
FLEE AND PURSUE

Flyers always move on the ground when attempting to flee or
there simply

pursue time for them o take off properly

Note that they still benefit from their Swiffstride rule as they

flee and pursue.

FLYING CAVALRY
Some units, such as the noble Bretonnian Pegasus Knights,
have the Flying Cavalry special rule — a particularly effetive
type of flying unit. In rules terms, flying cavalry are treated as
Fast Cavalry with the Fly special rule. See page 68 for more
deils on Fast Cavalry:




HATRED
Enmity i rife in the Warhammer sworld, ohere
‘many races have murtured grudges and animosities
against others for thousands of years, and
versehelming hatred is a poten fore in basl.

A model striking a hated foe in close combat
re-rolls all misses during the first round of
combat — this represents the unit venting its
pent up hatred upon the foe. After this initial
blood-mad hacking, the impetus is considered to
be spent — the rest of the combat i fought
normally. Sometimes a model will only Hate a
specific foe (rather

the case, the type o foe will be expressed in the
special rule, for example Hared (Dsvarfs).

HOVER
Some creatures do not fy, but rather hover on a
cushion o air or magical energy

in everyone). Where this is

Models with the Hover special rule follow all
the rules for Flyers, but cannot march.

IMMUNE TO
PSYCHOLOGY

There are those searriors who are especally brave,
or are sojaded by the dangers of the woorld that they
heed personal peril someschat reluctanty.

If the majority of the models in a unit have the
Immune to Psychology rule, the unit
automatically passes all Panic, Fear and Terror
tests it has to take. It should be noted that they
have to take Break tests (and other Leadership
tests) normally — being stoic
sarily make a warrior enirely heedless of
mortal danger.

does not

IF the majority of the models in a unit have the
Immune to Psychology rule, the unit cannot
choose Flee! as a charge reaction. Pride, or a
sluggish acceptance of the situation, prey
them from doing so.

IGNORES COVER

Some shooting attacks are incredibly precise <hether
ecause they are magically guided, blankes the area
ith roiling flame or are merely aimed with
imposible shill

If a models shooting attacks have the Ignores
Cover special rule, they ignore To Hit penalties
imposed by soft cover, hard cover and obstacles
(other To Hit penalties apply as normal)

IMPACT HITS
The impact of a charge can itelf sometimes cause
severe casualies amongst the fe

Some models, notably chariots, have so much
impetus that they cause considerable damage
when they crash into the enemy. To represent
this, these models cause Impact Hits.

‘The number of Impact Hits caused varies from
creature to creature, or troop type 10 troop
type, but is shown in brackets after the special
rule. Such as Impact Hits (D6+1) or Impact
Hits (D3),

For example, a High EIf Tiranac Chariot has the
Troap Tipe: Chariot, and therefor causes DG Impact
Hils, as seenin the Troop Tpes chapter on page 86.

Ifa creature is granted two sets of Impact Hits,
normally because its troop type and special rules

both be

estow Impact Hits, use the highest set,
rather than a total.

RESOLVING IMPACT HITS

Impact Hits are only made on the turn the
model charges into close combat. If the model
with Impact Hits is itself charged, or is fighting
in a second or subscquent round of combat, then
this rule gives no benefit. Note that if the model
does not complete the charge for any reason (for
‘example, because it is destroyed) then no Impact
Hits will ake place

Impact Hits are resolved at the very beginning

of the close combat, before challenges are issue

and attacks of any other kind are madL
2 unit i base contact (if in base contact with
more than onc cnemy unit, spli the hits as
evenly as possibly, randomising any ‘spare’ hits)
if the model with Impact Hits is not in base
contact with the enemy; this rule has no effect.

Impact Hits hit automatically, and roll to wound
using the Strength of the model making the
Impact Hits. The hits are distributed exactly as
if they were shoofing attacks (sce page 42 for
more information on shooting attacks, and page
96 for characters and shooting attacks)

Finally as Impact Hits are close combat attacks
(albeit of an unusual type)
they inflct count towards combat resolution,
just as any more conventional close combat
attacks would

unsaved wounds

‘Brace for Impact
Inpac

Mas mds ihhe TR
pecl rue ely on

e 2 vy on the

charge. In subsequent rownds,

they're kel 1o struggle unless

other its moce in to 5

you'se ot that ong 1o take them

outofaction.

Dark Elf Corsair.




Grave Guard Champion

Chop!

Mak thse s work or o
Unit it Killing Bl are
st emplyd agas el
easily armoured tronps — he
armouredthe b as the
ataral ol of 6 are o
Tesecers of Toghmes s o

againt enemiessith Killng
Bloss, s sorth brining along.
o e fdder 10 keep them
Dy il your shock ronps
Jight clehere

KILLING BLOW
Tales are told of wearriors who can slay heir
apponents s bu a single srike of a Hade that secks
an armour’s merest gap. Whether such an attack is
orough by skill or ensorcelment maters not ~the
targe i just as dead.

1f 2 model with the Killing Blow special rule
rolls a6 to wound in close combat, he
automatically slays his opponent — regardless of
the number of wounds on the victin's profile.
Armour saves and regeneration saves cannot be
taken against a Killing Blow. A ward save can be
attempted — if passed, the ward save prevents all

damage from the Killing Blow.

Killing Blow is only effective against infantry
cavalry and war beasts — all other creatures are
considered cither too large to be felled by @
single blow (monsters, monstrous infantry
fcavalry/beasts, chariots and so on) or too
numerous for a well-placed strike to slay them
all (Swarms).

Note thatif a Killing Blow atack wounds
i Blow special rule

automaticall; then the Kil
does not come into play

Unless otherwise specified, Killing Blow applics

only to close combat attacks.

HEROIC KILLING BLOW

Heroic Killing Blow is a skill possessed by truly
mighty warriors. It functions exactly like a
normal Killing Blow, except it works on any
creature, regardless of size and troop type,
except for swarms. A model with Heroic Killing
Blow can take the head off a Dragon with a

single swing — its scaly hide matters naught!

LARGE TARGET
Some mighty creatures tower over the batlefeld,
able 1o sce and be seen over the heads of more

diminuti

Large Targets are models that are especiall tall,
such as Dragons, Giants and Greater Dacmons.

Such foes cannot easily take cover behind

obstacles that would shelter lesser troops. Large

Targets cannot claim cover modifiers for

obstacles (see page 122 for more details).

However,if your General or Battle Standard
Bearer is a Large Target (or is mounted on
one), then the range of their respective
Inspiring Presence and Hold Your Ground!
abiliies is increased from 12" 10 18" to
represent the case with which your troops can

sce them. See page 107 for more details on

Generals, Battle Standard Bearers and their

special abiliies.

LOREMASTER (*)

s whase ko

There are some ledge of their

chasen discipline is all-encompassing

A Wizard with the Lorer

knows all the spells from his chosen lore — he

aster special rule

does not need to roll randomly. The lore in

question is normally given in brackets as part of

the Loremaster special rule. For example,

model with Loremaster (Fire) would know all
the spells from the Lore of Fire

MAGIC RESISTANCE (1-3)

Through natural quirk or potens artefuc, some

coarviors have an innate resitance 10 magical attack

A model with Magic Resistance has a bonus to
its ward saves when saving against damage
caused by spells. This bonus is based on the
number shown in brackets after the Magic
Resistance special rule. Magic Resistance (2)
would give a +2 bonus (turning a 5+ ward
save into a 3+ ward save, for example). Magic
resistance can even give a ward save to models
that do not have one at all. A model with
Magic Resistance (3) and no ward save
normally would therefore have a 4-+ ward save
against damage from spells. If a character with
Magic Resistance joins a unit, all models in
the unit bencfit from the Magic Resistance. If.
a model has two sets of Magic Resistance, the
two do not combine, it uses the highest.




MONSTER AND
HANDLERS

Some armies drive colasal beasts 10 batle,
beastmasters hurrying at the monte
soad it into the foe.

¢ el as they

The handlers arent really a combat urit per s¢, 50
we ignore them for most gaming purposes,treating
the monster itelf as the extent of the unit. When
the monster suffers an unsaved wound, roll a D&,
On aroll of 14 the monster suffers the wound as
normal, but on a rol of 5-6 a handler model is
removed instead. Once all the handlers have been
removed, the monster must take a Monster
Reaction test just ke a ridden monster that oses
its rider.

In close combat, the handlers can direct their
attacks against a
monster. The handlers are otherwise assumed to
have their hands too fll controlling the monster to
carry out any actions like shooting, or casting
spell,etc. In addition the handlers cannot be
charged, attacked or otherwise afected separately
from their monster — if they are found to be
blocking movement or line of sight, the controlling
player simply alters their position, justas you
would for any other battlefield marker or cous
If the monsteris removed, so are ts handlers.

MOVE OR FIRE
Some sceapons sacrifice a speedy reload for hiting
powces making them impasible 1o fire on e me

 enemy in base contact with their

A weapon with the Move or Fire specal rule

cannot be fired in the Shooting phase if the model

moved earlie in the turn. This even applies if the
‘model in question was forced to move as the
result of a spell o other such compulsory action.

MULTIPLE SHOTS
Some sacapons are designed 1o fire a isillade of hots,
sacrifcig accuracy for sheer volume.

A weapon with this spcial rule nables s wiclder
s at a time, rather than a single
short. The number of shots the weapon can fire
will normally be given as part of ts description.
Such weapons can either fire once without penalty,
or as many times as indicated in their rules with a
-1 To Hit penalty (this s n addition to any other
modificrs for range, cover gad s0 on). All models
in the unit must fire eithe single or Mulsple
‘Shots — the player cannot choose to fire single:
shots with some and Multiple Shots with others

MULTIPLE WOUNDS
The mast poserf attacks sirike home wath crushing
e, and case massive damage to hei vict.

Each unsaved wound inflicted by an attack with
the Multiple Wounds special rule is multiplied

into more than one wound. T
wounds caused will vary from model to model

xact number of

and weapon to weapon, but will normally be
shown in brackets as part of the special rule.

For example, Multiple Wounds (2) would mean
L nsaved wound would multiply to 2
wounds, whilst Multiple Wounds (D) would
mean that cach unsaved wound would multiply
t0 D6 wounds.

‘Where the number of Multiple Wounds is
generated by a dice roll, ol  dice separately for
cach unsaved wound and use the toal of allthe dice
rolled for the final number of wounds inflcted

POISONED ATTACKS

There are many warriors <who use deadly taxins 10

aercome their fes, turning an ot

injury into & mortal wwound.

A model with the Poisoned Attacks special rule
wounds his target automaticall if his natural
dice roll to hit is a 6. Armour saves are modified
by the Strength of the attack as normal. Note
that if a Poisoned shooting attack needs to roll a
7 or more to hit, o hits automatically,then the
Poisoned attacks rule does not come into play

Unless otherwise stated, a model with this
special rule has both Poisoned shooting and
close combat attacks. Any spells cast

by the model are unaffected, as are any attacks
made with magic weapons they might be
wielding, whether they be shooting or close
combat attacks.

QUICK TO FIRE

Nat all weapons are cumbersome — some can be
brought 10 bear in less than a heartbeat, and It fly
shortly affe

Quick to Fire weapons do not suffer the usual
-1 To Hit penalty for movin
me that the wiclders can aim and fire them

shooting - we

enough to r

swift
Quick to Fire we
Stand and Shoot against
that cnemy would normally be too close for
such a charge reaction to be declare

Quantity or Quality?
Diresa age-old deate
about ko i's bt 10 e
Maliple Shots, and when '
o, Persmally, | alsays ire
Maliple Shas when ioen
e chice - my sarviors
v aady poid o prinis
promism fr the abily, and
nore sk s the
poibly o more il

nain accurate. Furthermore,
p Iways be used to

Skink Warvir:




RANDOM ATTACKS
Not allcreatures fight woith disciline, bu flail about
in an uncontrlled manner; with wnpredictable
consequences.

Models with the Random Attacks special rule do
not have a normal number for their Attacks
characterstic, but rather a dice roll, such as D3,
D6 or D6+ 1. Each time  model with this special
rule comes o strike blows, rollthe indicated dice,
ad‘]u\gzm ‘modifiers shown, to determine the
number of attacks that the model will make, then
S (e
one model with Random Attacks, roll separately
for cach model, unless specified otherwise

RANDOM MOVEMENT

Some creatures do not advance in an

rushing forseard at one moment, only to falter
clumsily in the next,

Models with the Random Movement special
rule do not have a Movement characteristic, but
rather a dice roll, such as D6, 216 or 3D6. This
i the distance they move, charge, pursue,
overrun and flee — they cannot march.
Models with Random Movement cannot declare
charges, and are always moved in the

‘Compulsory Moves sub-phase. When the model

moves, first pivor it about its centre to face the
direction in which you wish it to travel. Then, roll
the dice shown in the models profile. Finally
move the model directly forwards a number of
inches equal to the total rolled by the dice. No
other pivots can be made.

There's a chance that the models peculiar
movement will cause it to come into contact
with an enemy; so measure the distance in a
straight line before the model is moved. If the
move is found to take the unit into contact
with an enemy, then it counts as charging, and
thisis resolved using the normal rules for
charges and using the dista
charge range. Chs
declared against enemies with the Random

rolled asits
rge reactions cannot be

Movement special rule — the enemy find it
impossible to recognise the danger until it is far
oo late!

I the random move brings the unit o within 1"
of a friendly unit or impassable terrain, i stops
immediately and cannot move further during
that Movement phase.

If two or more models in a unit have the
Random Movement special rule, pivot the unit
about ts centre, then roll the dice only once to
determine how far the unit moves. If models in
the unit have & different Random Movement
value, use the slowest for the entire unit.

REGENERATION
Trolls and other particularly hardy creatures can

regencrate damage at an incredible rate

A model with the Regeneration special rule is
permitted a special regenerate saving throw after
it has faled any armour save it may have, instead
of taking a ward save (if it has one). I a model
has both a ward save and Regeneration, you

must choose which save is use

To take a regeneration save, roll a D6. On a 1-3,

the wound affects the model normally, even its

incredible constitution has not prevented this
injury. On a 4-6, the damaged flesh regrows,
leaving not even so much as  scar to indicate the
injury was ever there — the wound i discounted,
t had been saved by other means.

exactly as i

Whilst the type of regeneration described above:
s the most common form, some creatures do
have a lesser or greater chance to regenerate
Where thisis the case, the score required to
regenerate will be shown in brackets after the
special rule, .g. Regeneration (5+) would

indicate that the model had the Regeneration

rule, but that it only worked on a 5+, whilst

Regeneration (2+) would mean that the
ereature would pass ts regeneration save on a 2

Wounds caused by Flaming Attacks

(as described earlier in this section) cannot
be regenerated, and if 2 unit is wounded
uming Attack it loses the Regeneration
rule for the remainder of the phase (it can be
— it just takes a
short fime for the Regeneration to overcome
the flames).

byaF

used later in the turn, though




REQUIRES TWO HANDS
Many wcapms are cumbersome 1o ield, requiring a
Sfirm twa-handed grip in order 1o s effctively.

Ifa weapon requires two hands o use, it is not
possible for 2 model to use a shield or an
additional hand weapon alongside it in close:
combat (although a shield can stil be used
against wounds caused by shooting or magic).
We assume that the warrior in question slings
the spare wargear on his back, or simply drops
it, until the fight is done.

SCALY SKIN
Many creatures have gnaried; tough or saly skin
that offers the same protecion as werought armour

The hide of some creatures, the reptlian
Lizardmen in particular, forms a kind of natural
armour that grants the model an armour save.
The degree of the scaly skin save varies from
model to model, and will be stated in the

relevant Warhammer Armics book.

Scaly Skin can be combined with normal armour

for even greater protecion. To determine a

model’s combined armour save, take the value of
its scaly skin save and modify it one point better
for light armour, one point better for a shicld,
two poin o

better for heavy armour, and so or

For example, @ model with a scaly skin save of 5+
coould have a total armour save of 4+ if he also
carried a shield, and 3+ if he both carried a shicld
and score light armour

SEA CREATURE

Inthe decp oceans of the Warhammer seorld lurk all
manner of foul and scondrous denizens, from the
illr Kraken 1o sinuous Sea Serpents and black
<caled Leviathans. Such creaturs can moe through
the water as casily as a man walks the land, but are
somecshat pondernis ohen ou o their clement

Sea Creatures can move within any area of water
on the battlef

water that players may have deemed impassable

1d,including rivers and even deep

0 other models, as f it were open ground (see
page 116 for more on terrain types). However,
when out of the water they cannot march. Sea
Creatures are still subject to any special effects
that spe:
exempt Sea Creatures from the

terrain may have (c.g. we don't

dangers of
marshes). Being a denizen of the deep seas does
not necessarily equate to protection from a
choking quagmire.

SLOW TO FIRE

Some missle sceapons are so cumbersome tha they

camnot aim scvifily enough 10 shoot a charging fie

Weapons with the Slow to Fire special rule
cannot be used to Stand and Shoot

SNIPER

Mast shooting attacks are not aimed a spe
bt fired indiscriminately ino a koot of troops. Those
hots aimed more carefully are greatl feared, for no

chiefiain or gencral i saf from their vengeance

A model with the Sniper special rule can make a
special Sniper shot instead of shooting normaly.
A Sniper’s shot suffers an additional -1 To Hit
penalty in additon to any other modifiers, but
can be aimed with great precision.

A model making a Sniper shot can shoot at a
ifferent target from the one chosen by his unit
A hit from a Sniper shot is not distributed in the
same manner as other shooting attacks. The
Sniper can shoot at any model he can see
including characters o champions within a unit
and s0 on  the controlling player simply
declares which model will be th

Sniper’s target

— “Look out Sir!” cannot be taken,

A Sniper shot can even target a character riding
on the back of a ridden monster or chariot if he
wishes, or indeed a spe
target is usually rolled for randomly (such as a
character who has joined a war machine).

ific model where the

Dark EIf Harpy




STOMP

Some creatures are so massive that their sheer bulk is

The bigger they are...
The Stomp specal e i
grar equalier —  god rovd.
f somping con grver your
monster g fco

Combat et s, eply

a threat all of it oiom.

A model with this special rule can make a Stomp
in addition toits other close combat attacks. A
Stomp has the Always Strik

s Last special rle,

and inflicts 1 automatic hit, at the model’s

Strength, on one enemy infantry, war beasts or
swarm unit in base contact with the model. This
represents the creature crushing the foe beneath
enemics in base contact are going P £ liing the & th

ot cract o takimg your s ponderous feet, or knocking their broken

ot dreon befre e can bodies aside with one sweep of its mighty tail

dart atramplin (probably wh

le its roaring in a most
intimidating fashion).

Thuaderstomy
Particularly massive monsters have an altogether

more devastating stomp.

A Thunderstomp makes 16 hits on the target
unt, rather than the single hit for a normal
Stomp. It s otherwise treated exactly like a

normal Stomp.

STRIDER
Some soell-trained or naturally skilled sarriors can

traverse unhindered through the densest tervain,

‘Warriors with the Strider special rule are rare —
normally, a model will have a subset of Strider,
such as Forest Strider, River Strider or Marsh
Strider and the rule only applies in terrain of the
specified type. Warriors with the Strider rule do
not have o take Dangerous Terrai

tes

In older army books, this rule s presented as

something along the lines of gnores movement

penalties for <terrain type>". Treat such rules

as being the relevant version of Strider. For

example, gnores movement penaltics for

forests’cquates to the Forest Strider rule.

STUBBORN

Wihether becans

they hold themselves 1o be dlite, or

because they are o slo-soitted 10 flee

ome troops

fight on almost regardless of casualtics.

Stubborn units are always steadfast, whether or

not they have mor
page $4 for details). I a character joins a
Stubborn unit, he gains the Stubborn special
part of that unit. If a
Stubborn character joins a unit, that unit is
Stubborn whilst he remains amongst its ranks

ranks than their enemy (see

rule as long as he

STUPIDITY

Some creatures are o dull of mind that cvens on the
batlfield can sometimes leave them rather disracted
and confsed.

Models that are subject to Stupidity are also
Immune to Psychology — they just don't get
frightened that casily, and by the time they do,
i's normally too late.

Provided that they are not engaged in close
combat, a unit that contains one or more models
with the Stupidity special rule must try to
overcome its Stupidity at the start of its turn by
ssed, all

dull-witted nature and wil act normaly. If the
test s filed, the warriors succumb to their

stupidity and amble forward, perhaps drooling a
lttle, cating grass or cackling in silly voice

explained below

ME EAD ‘URTS

A unit that fails its Stupidity test immediately
stumbles D" directly forwards ~ this move is
otherwise treated in exactly the same manner as
a filed charge. The Stupid unit cannot take any
flrther action that turn, so cannot declare
charges or make a shooting attack. Wizards that
have faled a Stupidity test cannot atempt to

cast or channel power dice or dispel dice untila

Stupidity test i passed (there’s alot of hand

waving and chanting, but for some reason the

magic just doesrit seem to work),

SWIFTSTRIDE

rviors are ot equal in their might

Just as not.
t (or hoo)

and resolve, 50 100 are some feeer of

When charging, units entirely made of models
with the Swifistride specialrule roll 3D,
discard the lowest result, and add the result to

their Move value.

wnt of Harpies charge and roll 3D6,
<oith results 2, 4 and 5. hus they charge 4 (their
M 13"

ement) + 4+ 5=

When flecing and pursuing, units entirely made
of models with the Swiftstride special rule ol
36 and discard the lowest result

For example, Dark Riders flee and roll 306,
th reslts 1, 3 and 5. They can therefre fee:




SKIRMISHERS

Skirmishers are light infaniry troops sent ahead of the main
battleline in a dispersed formation. Such troops are normally na
maich for a ranked-up wnit, but can be used 1o harry and harass
e,

SKIRMISH FORMATION

Skirmishers are deployed in a ‘loose’ formation, where the

models are not placed in base contact, but are positioned

roughly 1/2” apart. The models in the unit must still f

same dircction and the unit will il
| and a rea
R e e oot

r — essentially the only difference is tha

This dispersed formation allows Skirmishers to move and
han other troop types

shoot with greater freed

“®
W

reaction that does
not involve flcing) they immedia ly tghten thei oose
charge distance is

formation into a ‘normal’ forr

s 5 o o the ocent the unie decares

the charge or is called upon to make a charge reaction. The unit
immediately forms up in base contact around the centremost
model in the front rank
of models, and therefore two centremost models, the
Skirmishers’ controlling player can aboose which of the two
‘models the unit will form up around.

if the front rank has an even number

and the formation’s facing do not

all that happens is that

| models that were previously spaced out are now in base contact

J with one another. This has the effct of rendering the
Skirmishers loose formation into a regular shape so that other

units can fight them in the normal way.

The number of ranks, fi

| alter as the Skirmishers tighten up

| If the Skirmishers are not in base contact with an enemy in the
Remaining Moves sub-phase, the controlling player must

move them apart so that

readopt their loose formation.

FREE REFORM

A unit of Skirmishers moves, wheels, marches and charges
just like other troops. However, due to the incredible
fexibility ofis formtion, unless it charges, @ skirmishing unit
isallowed to reform as many times as it wishes during its

move, provided that no model ends up moving a number of

inches higher than double its Move value.

FIRE ON THE MARCH
As with F alry, Skirmishers are normally trained to aim

and shoot more swily than other warriors. They can even

shoot if they marched or reformed carler in the turn
(providing their weapon docsn't have the Move or Fire special

rule). However,the normal -1 To Hit penalty for moving and

shooting still applies

LIGHT TROOPS
Skirmishers’ natural inlination toa spase formation makes
all shots

them much less likely to suffe hits from missile fire
aimed at a unit of Skirmishers suffer an additional -1 To Hit
penalty. Skirmishers simply lack the necessary mass to push

forward ontothe enemy and are easly overwhelmed by troops

as having zero ranks, an

bonus, be steadfist, or disorder an enemy with a flank or rear
attack

they make supporting attacks as normal, however

CHARACTERS
A character model that joins a unit of Skirmishers gains the

as he stays with the nit.

m misher spe:

acter on

a mount cannot join a unt of Skirmishers

|




Steady as a Rock
Unbreakable oo are great fr
olding o sulerable scion of

rampaging enemy it in place
and ging you time 10 56 4p @
counter-charge, o perhaps a
oo ol-fuoned ambush. For
hi o work though, you e going
sure that your
Unbreakabl wnit s big enngh

1o need 10 make

sprung, the sarifice il have
been or naught

TERROR

There are creatures 5o large and horvifiing, or
supernatural horrors o unhly and terible, that
e mere appearance on the battlefield can cause the
bravest and most steadfast of veterans 1o trn tail

and flee.

Models that cause Terror also cause Fear, as
discussed carlicr n the chapter. In addition,
model that causes Terror i o, well terrifying,
that other rules also apply. It should be noted at
this point that Fear-causing models, being quite
scary themselves, treat Terror-causing monsters
as causing Fear, ather than Terror — this is an
exception to the rule that makes Fear-causing
creaturcs immune to Fear, Terror-causing

sclves immune to both Fear and
causing mounts, which count as causing Terror
themselves (see page 105).

RUN FOR YOUR LIVES!
When a unit is charged by a Terror-causing
creature,there is a chance that the warriors will
abandon their positon, flecing before the
creature rather than fighting it. Ifa Terror-
causing creature declares a charge, the target
unit must immediately take 2 panic test to quell
their Terror. If the test s passed, allis well and
the unt can declare charge reactions normally
1 the test s filed, the unit must make a Flee!
charge reaction. Units composed entirely of
ear- or Terror-causing models are immune to
Terror and so do not take this test. Note that, if
the target unit is not allowed to take any charge
reaction (i, for example, the Terror-causing unit
charged as a result of a pursuit or a random

move), then the target does not take this test

UNBREAKABLE

Some creatures are wterly feares, and il never
give up a battle, no matter howe hopeless te stuation
This i ccasionallydue 1o bravers, but more
commonly because the trops in question are mindless
insane or magically conrolled

A unit composed entirely of Unbreakable
‘models is Immune to Psychology and passes
Break tests automatically, no matter the odds!

Characters that are not themselves Unbreakable
tted to join units that are (even if a
character was to become temporarily
Unbreakable for some reason, because of a spell
or suchlike).

are not per

UNSTABLE

Many soarviors in the Warhammer <world are not
alive in the true sense, but are magical constructs
bound 10 the wil ofa wizard,

The magic that empowers Unstable creatures is
and flowing with the ide of
battle. The more heavily beset the Unstable

prone to ebbing

creatures are, the more likely that the magic that
binds them will fade away
Unstable units that lose a combat suffer one
extra Wound for every point by which they lose
the combat, with no saves of any kind permitted

against these wounds.

1f an Unstable unit also contains Unstable
characters, oris an Unstable character riding an
Unstable monster, the controlling player first
allocates wounds to the unit/monster, then
divides any remaining wounds (i any) as equally
as possible amongst the characters

Characters that are not themselves U
ot permitted to join units that are (even if they
become temporarily unstable for some reason).

VOLLEY FIRE
Botos and ather wceapons can loose their projecils in

a high-arcing vole rriors who cannot see

w contribute 10 the atack by fllwing suit 1o

the foe
their friends,

A unit with this special rule can choose to Volley
Fire instead of making a normal shooting attack.

Ifit does so, half the models in the third and any
subscquent ranks, rounding up, are allowed to
shoot (in addition to the usual firing models in
the front and second ranks). Models in rear
ranks can use the line of sight and front arc of
the first rank model directly to their front for the
purposes of Volley Fire.

A unit cannot Volley Fire if it moved earlier in
the turn, or as a Stand and Shoot reaction.




DEPLOYMENT SPECIAL RULES _

Deployment special rules affect how a unit is set
up at the start of the game, and cover advance
scouts, units that arrive through magical means,
and 50 on. Tt should be noted that deployment
special rules may not be permitted in some.
scenarios. Where this i the case the unit can
still be used, but it must instead deploy in the

same manner as the rest of the army;

Some scenarios may add deployment special
rules i it its with the narrative of the battle

this is the case, the scenario will explain

AMBUSHERS

There are thase troops

o specialise in ouflanking
the f, appearing from an unexpected quarter 1o

oreak maximum damage

A unit with the Ambushers rule does not deploy

at the start of the battle. Instcad, from
snwards, the controlling player rolls a dice at the
start of the turn for each unit of his Ambushers
that have yet to arrive. On a 1 or 2, the
Ambushers have been delayed — but you'll be
able to roll for them again next turn. On a 3 or

more, the unit of Ambushers arrives

nter the board during the Remaini
sub-phas. 1 the Ambushers do no urup o

the entire game, they are assumed to haw

s, and are treated as having fled the battle for

the purposes of determining the victor

Arriving Ambushers eater the batefild from

any point on any batt ind move or

using the rules for reinforcements (see page 27).

SCOUTS -

Scouts are advance tronps seho sneak onto the

battlefield in order 1 seize vital lcations before the

t5e0 armics clash.

Scouts are set up after all other non-Scout units

from both armies have been deployed. They can
be st up either in their controlling player’s
leployment zone, or anywhere on the battlefield

more than 12" away from the enemy. If deployed

in this second way, Scouts cannot declare a

harge in the frst turn i thir side goes first.

I both players’ armies contain Scouts, players
should roll off. The players then alternate

deploying their scouting units one at a time,
starting with the player who won the roll-off.

VANGUARD
An army’s vanguard troups advance to engage the fe
before their comades, Sometimes this s a point o

honouss sometimes b

e they are eager 1o ight the

foe and oecasionally becanse they are expendable, and
After both sides have deployed all their other

forces (including Scouts), but before cther side
has taken  turn, units with the Vanguard special
y make a 12
regardless of their Movement value (they can't

rule can immeds move

march, and are affected by terrain as normal).
This cannot be used to move the Vanguard

troops to within 12" of the enemy,

Ifby

players should roll off. The players then

h players’ armies contain Vanguard troops

alternate

noving their Vanguard uns one a

time, starting with the player who won the

roll-off.

Units that have made a V

nove cannot

declare a charge in the first turn if th

Forlorn hope
Many players s shir Scots

and Vinguard rops ac Fodorn
Hopes” expendabl s taked

P Ho the g
ment rles for Seuts and.

Vagears wiir e

aited. 16 thanklecs task, but

me thatcan scing the course of




So far, the rules we've discussed cover the
troop types — infantry. We've started there

type in Warhammer. Of course, a Warhammer battlefield is home to all manner of
weird and wonderful creatures, from charging knights to towering Giants, mighty
cannons to multitudinous swarms. These more unusual troop types have particular
rules attached to them, or use elements of the main rules in a different way to

infantry, so let's take a moment to look at

In most cases itll be fiirly obvious which troop
type category a model fallsinto, but a troop

ype is essentially an extension of the

characteristic profle you'll find that information
in the relevant Warhammer

your Warhammer armies book doesn't contain

troop type information (as will be the case with

some of the older volumes) then check the back

of this book — youll find a complete at-a-glance

other things) lists every
unit’s troop type. Most units in Warhammer
conform to one of the following types. Some

particularly unusual units are

of their own — we call these ‘unique’ units. Such

troop types have special rules that

and only them, clearly stated in their entry

INFANTRY

Infantry includes all units of foot troops, be they
Men, Elves, Goblin, Orcs, Zombies or any of
the other anthropomorphic races

Warhammer world. Infantry vl
core of your Warhammer army, the troops upon

which you rely to get the job done

The basic rules of Warhammer are designed

around infantry, so no further rules apply.

TROOP TYPES

‘most important and most prevalent of
because infantry are the ‘standard’ troop.

them now.

CHARACTERS

In addition to their troop type, some models

might also be noted as being characters. We're
not going to worry about characters here,
however — characters are such a powerful and
important part of Warhammer that they have,a
chapter all to themselves later in the book
(page 96 onwards).

MODELS AND BASE SIZES

u should

supplied with a base. In these cases y

fecl free to mount the model on a base of

ppropriate size, or simply pretend that the

model is on a suitably sized base

Example infantry profile

MWSBS S T W I A Ld
Empire + 3333 13 1]
Halberdier




MONSTROUS INFANTRY

MONSTROUS R \N KS

but have a couple of extra facets to rep

Minotaur 6 4 3 §

STOMP!




Hammer andAm:rl
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g ¢ bamner B
o cnce of
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ar the enemy infantry

CAVALRY

The term cavalry refer

to roughly man-sized

riders mounted on war beasts — commonly
warhorses, or similar creatures. Good examples
of cavalry are things such as Bretonnian

Questing Knights, Orc Boar Boyz or Dark EIf
Cold One Knights. Cavalry specialise

performing devastating

momentun of moust4od rder to smash the
cnemy formation apart whilst skewering the

unlucky foes with lance, spear or sword.

SPLIT PROFILE
Although a cavalry model has two sets of

characteristcs, one for the rider and one for the

mount, it s treated in al respects gle
model - the rider cannot dismount. When
moving, the cavalry model always uses the
Movement characteristc of the mount, and

never that of the ride

Example cavalry profile

MWSBS S T W I A Ld
ChaosKnight4 5 3 4 4 1 5 2 8
ChaosSteed 8 3 0 4 3 1 3 1 5

The rider and mount use their own Weapon
Skill, Strength, Initiative and Attacks
characteristics when they attack. Each can attack

any opponent that the cavalry model is in base

ontact with.

‘The mount’s Wounds and Toughness are never

used. We assume that the enemy always strikes
at the rider, so his Wounds and Toughness are
used instead — if the rider i slain, we treat the
mount as having fled the battle or been slain

alongside its master

Similarl, it i the rider’s Weapon Skill that is

used for the purposcs of the enemy rolling to hit
the mount’s Weapon Skillis used only wh

the mount strikes blows. We assume the rider to

be in complete control of his mount, so the

mount's Leadership s never used, unless a

special rule states othervise.
I the rider has a missile weapon, he always uses
his own Ballstic Skill, rather than that of his
mount (as most mounts have a Ballistic Skill of
0 anyway, this should be faily obvious).

CHARGING. FLEEING AND PURSUING

Cavalry have the Swiftstride rule (sce page 76).

CAVALRY AND

SUPPORTING ATTACKS
When
attacks, only the rider can strike — we assume

cavalry model makes supporting

that the mount lacks both the discipline and the

reach to fight through those ahead of it

CAVALRY AND SPECIAL RULES

Unless otherwise noted, special rules that apply

to the mount do not norn

ally also apply to the

rider, and vice versa, There are, however, a

few excepions:

* If the rder or the riount causes Fear or
Terror,then the entire combined mode i

assumed to cause Fear/Terror

* I cther the rideror the mount s subjct to

then the whole model is

the resuit of the test

* Ifcither the rider or the mount are Immune to

rror or Panic,

Prychology or immune to Fea

then sois the whole model

* Ifcither the rider or the mount have Frenzy;
then the whole model is subject to the Berserk

Rage, but only the element with the Frenzy rule
gains an Extra Attack.




CAVALRY ARMOUR SAVES

Ifa cavalry model s called upon to take an
armour save, it is the rider’s armour save that is
used. However, the rider does receive a
‘modicum of additional protection from his
‘mighty mount. A cavalry model's armour save is
treated as being one point better than normal, so
‘2 model with heavy armour and shield, who

would normally have a 4+ armour save if he
were infantry, has a 3+ armour save for being
cavalry. Furthermore, if the mount has barding
(i.c. armour of its own), the rider’s armour save
is increased by two points, rather than one,
which would give the model described above a

massive 2+ armour save.

Barding and Movement

Troops riding mounts with barding are better

protected, as exphained above, but the mount is
slowed by the extra weight of the barding,
Accordingly; a cavalry model with barding has
its Move characteristic reduced by 1", So, for
example, a knight riding a horse can normally

move 8", but if the horse s wearing barding, he

will only move 7".

MONSTROUS CAVALRY

Just as horse-sized beasts can be pressed into
Service as mounts, so can their monstrous
cousins. Such monstrous cavalry are incredibly
rare, as most such creatures are so strong-willed
that great patience (or violence) is needed to
break them to the point at which they can safely
be used as a mount. This combination of mass
and stubborn muscle makes regiments of
monstrous cavalry a much-feared force upon the
battlefields of the Warhammer World.

Example monstrous cavalry profile

Bloodietter 5 5 0 6
Juggernaut 7

All the cavalry rules apply to monstrous cavalry,
with one exception — monstrous cavalry always
use the highest Wounds characteristic the model
has, rather than automatically using the rider’s
indced, this will normally mean that the model
uses the mount's Wounds characteristic

STOMP

Monstrou

avalry have the Stomp special rule
(sec page 76).

CAVALRY AND TERRAIN

Cavalry have to take Dangerous Terrain tests if

they move swiftly over anything other than open
ground or hills — see page 116 for more details

Cavlry and Buildings
As we'll discover la

occupied by units as the game goes on

er, buildings can often be

avalry cannot

However, as you might expect, ¢

garrison buildings — most rding beasts are too
large to it through ordinary doors, and the

riders worft abandon their mounts.

Nevertheless, we do allow cavalry models to
assault buildings (as covered in the Batlefield
Terrain chapter on page 126). We assume that

the riders tether their mounts a short way from
the fight before charging home on foot ~

only the

nd clearly the riders will not receive any
armour save bonus from their mount during the
fight!). Obviously, should the assault
successfully drive the defender out of the
building, the cavalry models cannot garrison the

structure in their place.

MONSTROUS RANKS

A rank of monstrous cavalry needs only three
models to count for rank bonus, steadfast and so
on, and only need a six model frontage to count
asa horde, as described under monstrous

infantry (see page 81).
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SWARMS

Swarms are scething masses of small creatures,

such as rats, snakes or insects, summoned to the

battlcfild by magical means and set loose upon
the enemy: Individually,the critters in a swarm
are little threat, but their sheer weight of
numbers more than compensates for their size
Swarms are made of a number of bases. Each
base includes many creatures, but counts as a
single model with a profile like the one below

Example profie ofa swcarm’s base

MWSBS S T W I A Ld
RatSwarm 6 3 0 2 2 5 4 5 10
SKIRMISHERS

Swarms fight in a loose and shifting formation

achieving through animal instinct what other

roops achieve through rigorous training;

Swarms have the Skirmishers special rule

WAR BEASTS

Some armics employ buati uch as

hounds or wolves. Whilst not particularly

intelligent, such creatures can be formidable foes

in close combat, and cover g

incredible rat
Example scar beasts profil
MWSBS S T W I
Warhound 7 4 03 3 1 3

UNBREAKABLE
Swarms are utterly unthinking, and completely
devoid of self-awareness  they have the
Unbreakable special rule.

SQUISH!

Whilstswarms are particulary nasty foes if the

goes their way, it's easy for the enemy to

inflct plenty of damage on the swarm once

they've built up momentum. Most creatures in a

swarm dor/t tend to dic to weapon strikes, but

are crushed underfoot once the
against them. Swarms have the Unstable special
8 for detals).

ule (see pa

Note that swarms who are subjec 1o special combat
Daemon scwarms)

wish! rules, but

ult rules (such as Undead a

o not have the Unbreak

e heir army's o rad,

CHARGING. FLEEING AND PURSUING
War beasts have the Swiftstridt special rule (see

CHARACTER MOUNT

Some characters can ride war beasts, in which

es the rules for cavalry (see

ase the




e

MONSTROUS BEASTS
There are many mighty and wondrous creatures
in the Warhammer world that, whilst not large
enough to classify as being full-blown earth-
shaking monsters, are still formidable foes.

We refer to such creatures as monstrous beasts

Example monstrous beast profile
{WSBS S T W I ALl
GreatEagle 2 5 0 4 4 3 4 2

STOMP

Monstrous beasts have the Stomp special rule

(see page 76).
CHARGING, FLEEING AND PURSUING
Monstrous Beasts have the Swifisride special

rule (see page 76)

MONSTROUS RANKS

A rank of monstrous beasts needs only three
models to count for rank bonus, steadfast and so
on, and only need a six model frontage to count
25 a horde, in the same way as monstrous

infantry (see page 81).

MONSTERS

Monsters are the largest beings in the
Warhammer world, creatures so powerful that

they normally don't form int

s, but roam

the battlefields on their own. Generally

speaking, any single model bigger than a
monstrous beast is a monster. This category

includes Dragons, Greater Dacmons and so on.

Example monster profile

{WSBS S T W I ALd
WarHydn 6 4 0 5 S 527 6
THUNDERSTOMP!

Monsters have a more destructive version of
76).

Stomp, called Thunderstomp (see page

MONSTERS AND BUILDINGS
Monsters are far t0o enormous to enter

buildings, though they can still assault them.

RIDDEN MONSTERS
Some characters can ride monsters, as explained

on page 104,

CHARACTER MOUNT
‘Some characters can ride monstrous beasts, in
which case the model uses the rules for

monstrous cavalry (see page 83).




CHARIOTS
: Sv.\nnr is a wheeled war vehicle drawn into

battle by beasts of some kind and crewed by
warriors that are armed to the teeth.

SPLIT PROFILE
In a similar manner to cavalry, a chariot has
more than one set of characteristics, one for the

beasts, one for the crew and one for the chariot

itself, and i treated as a single model.

When moving, the chariot model always uses
the Movement characteristic of the beasts,
although as the beasts are somewhat slowed by
the chariot chassis, a chariot cannot march.

Example chariot profle
M WS

SS T W I AlLd

Wy 4 4 = - -
Crew TR - = 5L 8
WarLions 8 5 - 5 - - 4 2 -

The crew and the beasts use their own Weapon
Skll, Strength, Iniative and Attacks
characteristcs when they attack. Each can attack
any opponent that the chariot model s in base
contact with, although the beasts can only fight
eneniis to the front. I the crew models have
missile weapons, they use their own Ballistic Skill

when maling Shooting attacks.

The Wounds, Toughness and armour saves of

the crew and the be ~ hitsare
resolved against the chariot’s Wounds,
Toughness and Armour Save. Itis the crew’s

Weapon Skillthatis used for the purposes of the

enemy rolling to hit, just as with cavalry

We assume the crew to be in complete control of
the beasts that pull the chariot, so the beasts’
Leadership i never use

IMPACT HITS

Chariots are huge crushing contrapsions — they
have the Impact Hits (D6) special rule. Some
chariots are equipped with massive scythes and
instead have Impact Hits (Dé-+1). This il be

specified in their entry:

CHARIOTS AND

SUPPORTING ATTACKS

Chariots cannot make supporting attacks — the
body of the chariot prevents other ranks from.

forcing their way through to atack the foe

CHARIOTS AND SPECIAL RULES

as with cavalry, we assume that special rules
that apply 1o the mounts do not normally ko

apply fo the hariotorits crew;

Remember thoug

etiled under the rule fo cavlry (see page 82)

ARMOUR SAVES

Chariots have a fixed armour save, as def

din
their army list entry. Such an armour save takes
into account the hardiness of the chariot, the
armour worn by the crew and any barding on the

mounts (but barding sl slows the model down).

CHARIOTS AND TERRAIN
Chariots are primarily created to operate over
As a result, a chariot that
finds itself moving through terrain i likel

firm, cven ground

have a very b

mpy (and possibly fata) ride.
See page 117 for details on chariots and

Dangerous Terrain tests.

CHARGING. FLEEING AND PURSUIT
Chariots h

ave the Swiftstrde rule (sce page 76).

CHARIOTS AND BUILDINGS
Obviously, chariots cannot enter or assault
ns would result in a very

buildings — such

broken chariot for no tangible gain.

NO STOMP

Sometimes a chariot willeither be pulled by
monstrous cavalry or crewed by monstrous
infantry: In cither case, no stomp attacks are
permitted (the crew car’t reach and the steeds
are hampered by their yokes and chains).




WAR MACHINES

‘War machines such as Empire Great Cannons,
Ore Rock Lobbers and Dwarf Bolt Throwers
are powerful units on the field of battle, able to

pulverise whole regiments, breach sone walls

arsome monsters with a

well-placed shot

=0

‘War machines form a distinet troop type.
However, as their rules are rather unusual, and

cover many different weapons that ¢

in the Warhammer world, they are d

their own chapter, starting on pay

UNIQUE UNITS

al constructs or magical

ual that they

have rules entirely unique to themselves. Such
troop types might well use some of the rules

elements from other, more comm

n troop types,

o  entirely distinct rules that do not
appear anywhere else. Where this happens, the

unit entry in the relevant Warhammer Armies

book will contain all the speci and

you need to get your unique unit




Hand weapons

WEAPONS

In the grim and dangerous world of Warhammer, warriors employ many different
types of weapons against a multitude of foes. From the fine swords of the Elves or

the well-wrought axes of the Dwarfs to less-sophisti

ted choppas of the Ores or

the huge spiked clubs used by Ogres, every race has weaponry fitted to its preferred

style of fighting.

Itis usual for all the models in a it to carry
the same weapons. A unit of Spearmen, a unit of
Crossbowmen and so on. It s acceptable for a
unit to include a minority of models that are

differently armed for the sake of a varied and

interesting appearance, but the unit sill counts
as being armed as the majority. Where models
are varied in this way, it i important that the

overall appearance of the unit is not misleadi

HAND WEAPONS

Up uniil now, we've assumed that all

have been armed with a hand weapon. Swords,

axes, clubs and maces are all hand weapons, as

dag

gers, bra
even use this rule to cover natural weapons,

such as claws, teeth and horns.

We assume that all troops and characters have
turned up to the battle with at least one suitable
h,alt

also equipped with one or more other,

fighting hand weapor

although many
troops a

more specialised weapons. As the main rules
assume that every warrior has a hand weapon, we
donit need to discuss further special rules —a

model with a hand weapon fights precisely

sccording to the rules id out in carlir sections.
However,there are many other types of weaponry
available o the varriors of Warhammer.

a chance to fight the enemy. g

HAND WEAPON

AND SHIELD

Remember carler when I said fighting with a
hand weapon docsnt confer any special rules?
Well, that's not

where it does. Some warriors carry a hand

actly true — there is one case

weapon in one hand and a shield in the other, a
common combination which grants the warrior a
fighting chance to parry or block almost any
attack,

o matter how powerful.

Purry Save
If a warrior i fighting with a hand weapon and

a shield, then he has a 6+

hance to parry the blow — even

the mightiest axe strike can be turned aside at

the last moment if the timing is right
This parry save only works against attacks made
ed against

attacks made against the warrior’s flank or rear

in close combat. It cannot be u

e docsrit have enough freedom of movement

to turn around quickly enough), nor can it be
used against Impact Hlits or hits from Stomp
that big).

attacks (there’s no parrying something

As a final cavea, the parry save canno be chimed
by Frenzied warriors — they're far too bonkers to
think overmuch about their own personal safty —
nor canit b used by mounted models

SPECIAL WEAPON.

We use the term ‘special weapor' to cover

anything that isn't a hand weapon. Special
weapons include missile weapons, such as bows

and throwing axes, as well as fearsome close

combat weapons such as halberds and lances

MISSILE WEAPONS
Normally a model cannot make a shooting attack

some kind —a

unless he has a missile weapon

bow, crossbow or sling perhaps. I for some reason.
e weapon, heis
allovwed to choose which one to fre during the.
Shooting phase

a model has more than one miss




CLOSE COMBAT WEAPONS

If a model carries a special close combat weapon,
he must fight with it in the Close Combat phase
— he cannot lect to wield his hand weapon
instead. The
straightforward. Almost all warriors train
exclusively with one particular weapon, honing
their skill of attack and defence with the chosen
tool of slaughter: Such warriors are reluctant to
surrender advantage to the foe by fighting with a

reason for this is quite

less familar, or less powerful, weapon. Should
the special weapon be destroyed then, and only
then, can they use their hand weapon

The one exception to this rule i that i the model
also carres a magical close combat weapon of some
kind, he will abways use it in p

ence to other.
weapons he carrics. If the magical weapon is
somehow destroyed or rendered useless,the warrior
will then use his special close combat weapon (if he
has one) fnally resorting to his hand weapon if the
special close combat weapon is also destroyed or
rendered useless. Hand weapons cannot be:

destroyed (wwell, they can, but we assume that the

warriors are aways able to immediatel find plenty
of replacements among the debris ltering the

battlefield!). Fusther detals on magic weapons and
otheritems can be

ind in the Reference section

Two Special Close Combat Weapons

If the models in a unit carry two special close
combat weapons, they must choose which of the
weapons to use at the start of the first round of a
close combat (the entire unit must use the same
weapon, but characters can always choose
separately). Whichever weapon they select must

then be used for the entire combat, unless the

weapon they are using is somehow destroyed —
s no easy thing to change to a different weapon
partway through a fight

IFan infantry model is armed with an additional
hand weapon or a brace of pistols,
extra attack. A model can't, however, wield a

se grant an

brace of pistols or additional hand w

alongside another type of special weapon such
as, say, a halberd.

WEAPON PROFILES

Each ‘special’ weapon confers a number of
abiliies onto the warior wiclding it. This will
sometimes be a bonus to their characteristic
profile (normally Strength) or perhaps grant the
wielder one or more special rules, as detaled in
the weapon's rules

In order to keep a weapon's abilities
clear, we give each a characteristic profile, much
as we do for a warrior. There are four sections to
a weapon's profile: Name, Range, Strength and
Special Rules.

are shown below

Tivo example weapon profiles

Halberd 1 ReqiresToo
Hands
Bow 2 Valky Fire
Name

A weapor’s name is what you'd expect, a
descriptive title that distinguishes the weapon
from other ones.

Runge

‘The range tells you at what distance the weapon
can be used. If a weapon's range is ‘combat’ then
it can only be used in close combat. If the range
is & number of some kind, it is a missile weapon

and the number is its maximum range

Strength
A weapor?s Strength can take three forms. Ifthe

Strength s shown as a modifie

+20r-1, then this i the mo
applies to the wielding models strength. A Man
(Strength 3) wickding a Halberd (Strength +1)
would therefore strike Strength 4 blows when
fighting in close combat.

If a weapon's Strength s shown as ‘as user” then
attacks made with the weapon use the wielder’s

own unmodified Strength

Alternatively, i a weapon has a fixed Strength, then
al attacks made with that w
value shown — the wield

apon use the Strength
s Strength isignored.
For example,shos fired by a Man (Strength 3)
with a crossbow (St

ngth 4) would use th

crossbow’s Strength of 4, not the Man's Strength 3,

Special Rules

Many weapons confer special ablites on the
attacks made by the wielder, such as the abilty to
fight in an extra rank. Sometimes the special rule
will be explained immediately after the weapon

profile. Otherwise, details on these special rules

can be found in the chapter of the same name,
starting on page 66
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Night Gablin ith shortoro
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Decarf Quareller
wilh roshoee

WEAPONS
Listed on the following pages are some of the
many types of weapon used in the Warhammer
world. Unusual weapons that are specific to
individual races or armies are covered in the

army book for that particular race

You'll sec that the spear has two different
entrics, one referring o the use of spear on foot
and the other referring to mounted models

(cavalry of all kinds and models riding

monsters or chariots).

BOW
The bow is used extensively in warfare. Itis a
compact,long-ranged weapon that is cheap to
make and casy to mainain

Bow 29 Volley ¥

CROSSBOW

A crossbow consists of a short, strong bow stave
mounted on a wooden or metal stock. It takes a
long time to load and wind a crossbow, but each

FLAIL

A flail is a cumbersome, heavy weapon used
with both hands. It consists of heavy weights,
pole or handle by

often spiked, attached to
heavy chains. A flail drains the user's stamina
quickly, but s incredibly destructive on the
charge, ts impact smashing shields and
splintering bones.
Reapires Too Hands

Pl Combat
* A it Strngth bonus spplcs ony i the it rousd of

s comba

GREAT WEAPON

Great weapons are especially large and heavy
weapons wielded with both hands. This
includes great hammers, great axes, two-handed
swords and suchlike. A blow from a great
weapon can cut a foc in half and break apart the
thickest armou.

Great Weapon Combat e Tt

ays Srkes Last

HALBERD

The halberd i a heavy bladed weapon mounted ona
sturdy shaft. The steel blade has a pont ike a spear
as well s @ heavy cutting edge like an axe. Itis held
inboth hands and used o chop as well s thrust.

Halbend  Combat  +1 R Too Hands
HANDGUN

A handgun is a simple firearm consisting of a

metal barrel mounted on a wooden stock. Some

of the more advanced versions have levers and
springs that hold the burning match or flint and
release the firing mechanism to trigger the gun

Handguns have a long range and hit very hard,
making them value w

apons indecd.

Hundgin  2¢ b pm i

JAVELIN

The javelin is a

ight spear designed for
throwing, too flimsy to be used in hand-to-
hand fighting. It is not a very common weapon
as it has a short range, but the amphibious
Skinks of Lustria use javelins extensively. A
model i assumed to have suffcient javelins to
last the battle

Javeli Avwer Quick o Fire
LANCE

(MOUNTED MODELS ONLY)

A lance is a heavier,

nger version of the spear,
which cannot be used by models on foot

Lice  Combt  +

lance is only used in a urn in sohich the
wiclder charged into combat. In subsequent turns.
(or if the soielder did not charge) the model uses

its hand

A longbow s a dangerous weapon — a skilled

archer can hit an enemy from a great distance

with punishing force.
Nawe  Rome

Srmgh Syl Rl

Longhow 30" 3 VallyFie




MORNING STAR
A morning star is a single-handed weapon that
consists of one or more spiked balls on a chain.
Like the larger flail it resembles, it is a tiring
weapon soits advantage lies with the initial blow.
Newe  Rewe  Sgh S
Moming  Combat  +1° -
* A morning star’s Strength bonus applic only in
the frs round of combat.

PISTOL

Pistols are small weapons that employ a noxious

and unreliable form of gunpowder t propel a

small lead or stone ball. Unlike other weapons, a
stol can be used as both a missile weapon and

a close combat weapon, following the same rules

as an additional hand weapon.

v P Svongh_ Speial R
Armour Bercing

Quick

Pisol [ 0
(St

Brce of pistols
12 model carres two or more pisols (a ‘brace’)
it uses them simultancously, both in combat and

when shooting.

N & s 5
Bracof  Combat Aswser  Exra Atack®
P

(o)

* Grants an Extra Attack 10 models on fot only

Brccol 12 4 Amour Fering,
Fiels Quickto Fire
(Shooting) Mliple Shots 2
SHORTBOW

Shortbows are small short-ranged bows that are
favoured by Goblins. Some cavalry also carry
shortbow because it i easier to shoot from

horscback.

Shorbow 18 Volley Fire
SLING

Slings consist of a looped string of cloth or

leather into which a stone is placed and then

thrown with surprising strength and accuracy
Nar Rone  Srongh Sl Ra

Sing ¥ 3 MulipheShon 2)

SPEAR (FOOT)
Spears are long shafts of wood with a sharp
metal tip. Because braced spearmen can fight in
an additional rank, spears are ideal defensive
weapons for infaniry

N RS i
Conbat Asuse

Sper Fightin Extrs Rank®

*Does nat apply on a turn in sohich the model charged.

SPEAR (MOUNTED)
Riders armed with spears ride down footmen,

spitting them as they gallop into their ranks

A spear is only used in a turn in @

fer charged into combas. In subs

(or f the wiclder did not charge) the model uses

s hand sweapon.

THROWING WEAPONS
Throwing-weapons, such as stars and knives, are
small, easily concealed weapons and,

consequently, they are favoured by assassins and
lightly armed infiltrators. A model is assumed to
have suffcient throwing weapons to last the batte

Quick to Fire

THROWING AXES

These weapons are keenly balance

50 they can be
thrown acurately despite their weight. Even so,

the strongest warrior cannot throw such a weapon
very fir, but if  throwing axe hits it farget, the
of
suffcint throwing axes to last the battle

tis devastating. A model is assumed to have

Throwing 2= 6 H QuickioFire

TWO/ADDITIONAL HAND WEAPONS
(MODELS ON FOOT ONLY)

Some warriors carry two hand weapons, one in each
hand, and can rain down even more blows on their
enemy. An additional hand weapon cannot be used
by a mounted model, or by a model that ha
magical lose combat weapon.

Too/Addiional Combat As user
W

Fland Wapon

High Elf Spearman

Stink Warrior

i jovelin and hictd

Black Ark Corsair
with 120 hand weapons




High EJf Phooni Guard
Standand Bearer

COMMAND
GROUPS

So far, we've assumed that all models in a unit are equal ~ that they are all rank-
and-file troops with identical influence on the fray. However, it is commonplace for

with banne

rs to march into battle under the leadership of a sergeant or other champion,
s flying proud in the mist-strewn air and the rattle and poun

g of

drums driving the warriors onward. A unit's champion, standard bearer and

musician are collects

ely referred to as the unit’s command group, and that's what

we're going to discuss in this section. Before we delve into the nitty gritty of
individual rules for command group models, let's cover off the basics.

FIELDING COMMAND GROUPS

Many units can include a command group of

some kind, dictated on the whole by the

miniatures that are available, and detailed in the
relevant Warhammer Armies book. Most units
can take what we refer to as full command' -

champion, standard bearer and musician — whilst

others will only be able to take perhaps one or

two of these options. Light troops, for example,

often do not have an option for a standard bearer;

prefrring not o draw the enemy’satention by

rank-and-file modes.

WHAT'S IN A NAME?

In most army books, the term standard bearer is

used throughout, though the model in question

might actually be carrying an icon, pennan or

other such token. Si

arly, a musician might be
a drum, horn, zither, hurdy-gurdy or

some other weird and wonderfulinstrument —

he'l still be described as a musician.

ent kettle of
fish. You'll arcly find a champion option

Champions, however, are a dif
referred to as simply a champion — he'll be lsted
under the rank or name given to the champion of
that particular unit. For exampl, the champion
of an Empire Flagellant Warband is known as a
“Prophet of Doom’ whilst the champion of a
Bretonnian Peasant Bowmen unit is called a
Villein. As you can see, there is a little potentia
for confission here

champion is not so
clearly identified as a standard bearer or a
musician. Fortunately, this distinction makes the

CONMAND GROUPS

champion easy to identify — if a unit has a

champion option, itll be the one that isrt clearly

Iabelled musician or standard bearer.

Furthermore, a champior

ways has a slightly
different chy

cristic profile o the other troops

ina unit, so f in doubt you can always idenify

POSITION WITHIN THE UNIT
Command groups must be placed in the
unit’s front rank and move automatically if
the unit reforms.

Champions, standard bearers and musicians can

always be found in the forefront of the fighting,

y fitting as they lead their comrades

mple

Any models that make up a unit's command

group must be placed in the

ont rank of the

anit, unless there is not enough room for them to

fit. Where this happens, 2s many command
group models as possible must be plced in the
front rank and any rem,

ining models are placed

in the rank behind.

I the uni es formation then the command

s pushes its way back to the

ingly, when a unit reforms, the
nand group must be
repositoned into the unit’s new fron rank as

described above (regardless of the distance).

Now we've got allthat out of the way,le’s take a

look at the command group's members.




CHAMPIONS

CHAMPION PROFILE

A champion always has a slightly better profile
than his fellows, having improved
the course of several battles. Normall, this
increase wil take the form of an extra Attack (in

the case of a champion whose unit specialises in
close combat) or an extra point of Ballstic Skill
(if the champion's unit employs chiefly ranged

weapons). In some more unu
champion will have other characteristics

al cases, 2

bonuses,in which case these vill also be showr
in his characteristic profile.

ARMS AND ARMOUR

A champion model will normally have different
wargear to his fellows, in order that he should
stand out from the crowd!

However, he counts

having exactly the same weapons and armour
as the other members of his unit.

That sa
o take equipment that is not available o other

, some champions do have the option

members of their unit — where this s the case it
will be clearly stated in the approprite
Warhammer Armies book

CHAMPIONS AND SHOOTING

As you might expect, a champion uses his own
characterstics when he shoos. If making 1
shooting atack, the champion must shoot at the
same target as the rest of his unit — you'll
normally want to rol different coloured dice for
the champion's shots if he has a different
Balistic Skill.

A champion cannot normally be targeted by

enemy shooting a

acks — he can only be
removed as a casualty if there are no other rank-
and-file members of his unit left (not even the
standard bearer or musician).

|“LOOK OUT SIRT"

The only exceptions to ths are shoofing attacks
that do not use the normal shooting rules,
specificaly shooting attacks that use some form
of template (such as cannons, stone throwers,
breath weapons and so on)

Fortunately, in these cases, a champion is 0

beloved by his unit that ordinary rank and file

troops will attempt to save him — as represented
by the “Look Out irl” rle (see below).

CHAMPIONS AND CLOSE COMBAT
In close combat, a champion can attack any
cnemy model he is in base contact with, using
his own characteristic profile, as normal.

Similarly, enemy models in base contact can

direct attacks against the champion if they wish.
1fthe champion i sain then the model s
replaced with a rank and file model from the
back rank of the unit, if one is available. Note
that any extra wounds inflicted upon a
champion do not carry over onto the rest of the
unit — oncé the champion is slain, excess
wounds are lost

Unless a champion is shin by a direct attack,
then he must be the last rank and file model to
be removed as a casualty. So if a unit of three
models suffers 3 or more unsaved wounds, the
champion is removed as one of the casualties. In
essence, wounds inflcted on the unit can
overflow onto the champion, but wounds
inflcted on the champion cannot overflow onto
the unit

CCHAMPIONS AND CHALLENGES

Champions can accy

tand issue challenges in
the same manner as a characer. If you want to
read more about challenges, you'll find the
information on page 102

1fa champion is hit by a template as described above, there is a good chance a comrade will shout

a warning or physically push him clear of incoming harm. Roll a 6. On a 1, the champion fails

to hear the warning, or is t00 far away
{Ona

He is hit and damage is resolved

ainst him as normal.

, the champion dives clear or is shoved aside — he s not hit by the attack. Unfortunately, |

another member of the unit takes the strike meant for the champion (normally the noble soul who. |

| pushed the champion clea)  reole the hi against he unit instc

A “Look Out Sir!” roll cannot be made if there are less than five rank-and-file models (including \
the musician and standard bearer, but not the

ampion) leftin the unit.




Emp

Beare

STANDARD BEARERS

A unit of troops often fights below a

andard or

banner of some kind, a glorious token of their

allegiance, history and pride w, a \'.\m(.\u( is

much treasured by the soldiers that fight and dic

it, and they will battle on e e

whie i sl s,

PROFILE AND WARGEAR
A standard bearer always has the same profile as

the other rank and file models in his unit

arly, we also treat him as being equip
with the same weapons and armour as other

models, although the model itself might not be

armed the same way,

In reality, the standard bearer model will

hield, or will have exchanged 2

to be expected
shry thing, and
standard bearers often shed other burdens in
order to keep the flag flying. The standard's the
important thing after all ~ we can well imagine
vial burdens to

the bearer setting aside other

allow the mighty flag to be held aloft

We furthermore take this de

o be compensated for by the shee:

ciency in wargear
 fighting skills
and tenacity of the warrior in question. Only the

toughest soldicr in a unit will be given the
honour of carrying the standard, and therefore

we assume the standard bearer fights as if he has
the same equipment as his fellows (which makes
hi

ar easier to keep track of).

COMBAT RESOLUTION BONUS

As we already discussed in the Close Combat
chapter, a standard be
a fight. If

unit includes a standa

n 2 multiple close combat this bonus s limited
toa maximum of +1 if any unit has a standard,

not +1 for each one present in a fight

STANDARD BEARERS

AND CASUALTIES

We assume that i the standard bearer s s,
another warrior.willstep forward to rase the fallen
the standard bearer

standard aloft. Accordi

cannot normally be removed as  casualty unless

only he and the champion (i there is one) remain

in the unit. This applies even if the standard

atack made with the Sniper special ruk

Another rank and file warrior is still assum

pick up the banner. If the only other remaini

model in the unit i the champion, the standa

removed as a casualty before him

bearer mu
Last Stand
The only time a standard bearer can be removed

2s a casualty before the musician and other rank-

and-file models s if the unit breaks from

combat. When this happens, we assume that the
standard bearer fights to the very last, defending
the honour that the rest of his unit have
abandoned in their flight. If a unit breaks from
comba, the standard bearer i slain immediately
remove the model. His place must be taken by
a rank-and-file model from the rear rank of the

ere is one available




MUSICIANS

‘When an army marches, it does so to the beat of
drums and the call of blaring horns. These
instruments are used to announce 2 unit's
presence on the battlfield, bringing fresh hope
o friends and worry to enemies. More than this,
a unit’s musician s crucial o keeping order
when the unit attempts to change formation or
should it need to rally. For trained troops, a
prearranged sequence of notes can carry as much
information as a bellowed order, and can do so
more clearly and with greater speed.

PROFILE AND WARGEAR

As with a standard bearer, we assume a unit’s
musician to have the same characteristic profile
and wargear as other models in the unit, with the
warrior's skill and determination compensating
for any lack of equipmer
quite a nasty wallop from a drumstick, after all!

An enemy can suffer

“ONWARDS, MENI"

If a combat goes poorly;  unif's musician plays

ever louder, to rouse the spirits of his fellows and
drive them forward into the fray with greater
vigour, As a resul

he side that has a musician
in its front rank of one or more of s units wins
any drawn close combat by 1, unless the

opposing side has a musician also, in which case
the redoubled efforts (and almighty clamour)

cancel each other out.

"FORM ON M]

A musician forms a clear and vital rallying point

for a flecing unit and can spell the difference

between a brief retreat and  headlong flight. If a

flecing unit has a musician, it gains a +1 bonus

o its Leadership whenever it attemprs to rally.

Remember that Leadership, as with all
acterisics, cannot exceed 10,

MUSICIANS AND CASUALTIES

As with the standard bearer, we assume that if

the musician i slain, another warrior will rtrieve
the instrument from his corpse and continue to
play (probably not as well,but near enough for
our purposes).

unless only he, the standard bearer and the

musician cannot be removed as a casualty
champion (if cither are present) remain in the
unit. Ifonly the standard bearer and/or the unit
champion remain beside the musician then the
musician must be the next casualty

SWIFT REFORM

‘A unit that i not fleeing and not engaged in
combat can attempt to make a swift reform
during the Re ase, if it has
& i by o R P el Vo e
moves. If the test is passed, the unit immediately
makes a swift reform — if fuled, the unit makes a
normal reform instead, with allthe penalties that
apply (as described on page 14). A swift reform

g Moves sub-p

is treated exactly like a reform manoeuvre,
however such is the speed and efficiency with
which the reform was carried out that the
following exceptions apply

* A uni that has made a swift reform can
immediately make a full normal move, cven
though a reform would normally prevent it
from doing so. Note that a unit that carries out
a swift reform cannot march — they haver't
been that swifi!

* A unt that has made a swift reform can still
shoot, although it will count as moving,
whether or not it moves further after the
reform has been completed. This means that it
will suffer the -1 modifir for moving and
firing,
Fire weapons (such as crossbows).

and will not be able to shoot Move or

COMMAND GROUP |
| CASUALTIES SUMMARY

- Rank-and.file models are alscays removed firt

- When no rank-and.file models remain, the

If there is no musician, or he has been slain, the
dandard bearer is removed. |

\ - The champion is alscays remaved last (unless

specifcally targeed by an aitack). |




valiant heroes and mighty wizards.
to your games of Warhammer, eithe

Chs

names appropriate to their nation or race. Orc

ers are generally known by different

characters, for example, are known by suitably
‘Orey’ names such as Big Boss and Warboss,
whilstthe leaders of the Empire are Captains,

Warrior Priests and Engineers.

The types of character available to an army will
vary with the personality of that army. Most
races in Warhammer can call upon the services

of powerful fighters and puissan wizards in

measure, some have unique types of

specialit character, and a few have jack-of-

cters that are adept in man

The Warhammer world would not be what it is without the presence of great lords,

Such powerful individuals add a new dimension
as inspiring leaders or skilled warriors able to

trounce hordes of lesser fighters. Such potent personages are called *characters'.

CHARACTER MODELS
Ch
cither operate on their own, o join another unit

ers are a special type of unit that can

from the same side. They often have superior

characteristic values co

pared to ordinary

members of their race, for example

MWSBS S T W I ALd

M 4.3 533 1ani
Captain 4 5 5 44 2538

As can be plainly scen, the Captain is far
superior to the commaon man in almost every

way — a powerful force on the battlefield if he is

used correctly

LONE CHARACTERS

Being dangerous and canny fellows, characters

are permitted to move around the battlefield as

g a solitary battle against the

cters excel at this role,

the raw power to take on entire enemy

Characters that have not joined another it are
reated as a separate unit of the appropriate type
for all rules purposes. They move, shoot and

he relevant section of the

fight as described i

rules. For ease of reference, we will call such

models ‘lone characters

SHOOTING AT LONE CHARACTERS

Character are tempring targets for the

marksmen in the enemy army — one well-paced
volle and a powerful foe an perhaps be

brought down before he has the chance to wreak

ruin. However, picking out a lone character in

the midst of a clamorous battle is harder than

particularly when units are advancing,
arching and charging all around you, so we

give lone characters a it protection to

represent this.

e




Ifa lone character is hit by a shooting attack of
any kind (including shots fired using mu,,m
skill, templates and so on) a “Look

roll can be attempted, provided there is a
friendly unit consisting of five or more models
of the character’s troop type within 3". Roll a
D6. On a roll of 4+, the character has been
successfully forewarned or otherwise preserved
from harm by his nearby allies — the hit is
transferred to a model in the friendly unit (f
there is more than one eligible unit within 3",
the controlling player can decide which made
the honourable sacrifce). Otherwise, the hit is
resolved against the character as normal

You'll norice that the chance of this “Look Out,
Sir?” oll suce

ding is far slimmer that the one
discussed elsewhere. This i only fiting as it's
far harder to warn a friend from a distance than
if he's stood a few paces away.

The most useful thing about a character is his
abiliy to join other units. The character receives
a greater degree of protection for being in the
unit, becoming far harder to assassinate from
range. In return, the unit gains the character’s
formidable fighting and leadership skills — all
the better to help them crush the foe

CHARACTERS AND UNITS

WHAT UNIT CAN I JOIN?

Most characters are allowed to B

of unit over the course of the b
i pormaly permited 1 join usis of nfantey
beasts, cavalry, monstrous infanry, monstrous

beasts or monstrous cavalry. Characters can also
join other characters belonging to one the troop
types lsted above, thus forming an impromptu
unit entirely made of characters.

Unless otherwise stated, a character cannot
join a unit of monsters (too much danger of
being stood on), a it of lyers (too many il-
disciplined wings buffeting the sky), a unit of
chariots (too much danger of being run over), a
unit of swarms (to0 much chance of being eaten)
o war machine (too much danger of being
obliterated). Similarly, a character that s tself a
monster, or riding a monster or a chariot cannot
join other units — i’s just too dangerous for the
members of the unit in question. A character
cannot join a unit that is already engaged in
close combat or is flecing.

JOINING A UNIT
T join a unit a character must move into base
contact with it during the Movemen phase
Once a character has joined a unit in this way;
neither character nor unit can move further,
50’ a good idea to plan your moves in the
correct order.

As a unit can move only before the character

unit first and then

joins, it better to move ¢
have the character move to join it. A unit which

has been joined by a character in the Movement
phase only counts as having moved ifit has itself

moved, not if a character has moved to join it

POSITION IN THE UNIT

When characters join a unit, they are placed in
the front rank (regardless of distance). Rank-
and-file models, except for the command group

that must remain in the front rank, are moved to

the back ranks to make room for the characters.
If there is no more room in the front rank, some

characters will have to go in the second ran

SPELLS

When a character joins a unit that is under the
effect of a spell that affects the entire unit,the
character only benefits or suffers from the effects
of the spell whilst he remains in the unit
Similarly i a character is the subject of a spell
that is capable of affecting a unit, the effect will
also apply to any unit he joins, for a long as he
remains part of it, and the spell lasts.
CHARACTERS IN FLEEING UNITS
1If the character has joined a unit and this later
flees, he will count towards working out if the
unit i still at or above 25% of its initial numbers
for the purposes of Rally test (sce page 24).

The Herald of Nrgle (1) is o0
Jir asvay 1o gain amy beneit
from being near the
Plaguchearers.
The Blodtir

manster; and thereore re

o oo s e

The Masgue of Saanesh (3),
e s o, nd
enogh o eceive

“Look O, Sir” againit

shootng atacks




Rank Width DIFFERENT-SIZED BASES
['ve uid the standard rudeas Most of the time, a character is mounted on the

same size of base as the unit he decides to join.

‘ st i e Wt RAHT 1 this case, the character can simply be added
monstrous beasts and monstrons 10 the front rank, displacing another model as
cavalry wnits only need 10 be described above. Naturally, this gets a little

more involved if the character has a different-
Tk b & sized base to the members of the unit. Here we
have to use a little common sense to make
everything work

Ifa character’s base is larger than one model,
but has exactly the same size area (or ‘footprint’)
a5 two or more models, simply displace those
models o the back rank and position the
character i their place

For example this Ghaos Lo s riding a Chans Sty 5 has o 25mm  S0mm fprint
He can sill jin the Chacs Warrior unit, s il dislace o modesas the Chaas
Warrirs e  25mm  25mm foprin

1If your character(s) fit into the unit in this

mannes, work out the unit's ranks (and thercfore
its rank bo
rank and file troops.

1s) as if the spe

e was filled with

When Footprints Collide

Ifa character’s footprint does not fit neatly into
a unit, place him on the edge of the unit, beside.
the front rank, facing the same direction as the
restof the unit, as shown below. In this case we
do not assume the character’s footprint to be
filled by rank-and-fl troops, and the character
i ignored when working out the number of
ranks in the unit and if it counts as a horde.

Nether of thee characirs base fooprints fi meatly
intotheir wnits, 30 they are placed at the sde stead.

I the exampls shron above he first it soold.

connt as having three ranks, as it i e models wide

(1he characte i ignored). In he second example,the

unit dos nt count as having ranks, as shey are ot
&

othout the character

| There's No Room!
Ifa character cannot be placed within the
unit, or beside the front rank, then he cannot
attempt to join that unit. This is obvious,
perhaps, but worth saying nonetheless




COMBINED UNITS

Whilst a character is part of a unit, both he and
the unit (including any other characters
have joined that unit) are treated as a single
‘combined unit for all rules purposes, save for
the exceptions listed her

MOVEMENT

A unit always moves at the same rate as the
slowest model, so when the unit moves, charges,
flees or pursues, always use the lowest
Movement characteristic and rules of the

slowest troop type. Similarly; if the cha

subject to any movement restrictions, then those
restrictions apply to whole combined unit whilst

the character remains part of it and vice versa

SHOOTING
“Normal shooting attacks — by which we mean

ks that use the firer’s

to say shooting a
Ballistic Skill - cannot hit a character in a
combined unit if there are five or more rank and
file models from the same troop type (including
musician and standard bearer, but not the
champion) left in the unit. We assume that the
out. All hits are

enemy cannot pick the ch

allocated onto the unit's rank and file models.

I there are fewer than five rank-and-file models
left in the unit (or the character is of a different
troop type) there is a chance that any characters

in the unit could be hit — the controlling playe

decides who is hit, but must allocate one hit on

ach model before he can add a second hit on a
model; he must allocate two hits on each model

before he can allocate a third, and so on.

Unusual Shooting Attacks

that do not use the normal shoors
5
of template (such as cannons, stone throwers,

ficall, shooting attacks that use

ath weapons and so on)

1 character is hit by such an attack, and he is
in 2 unit of at least 5 rank-and-file models
(excluding the champion, if there is one) and he

is of the same troop type as the unit, then his

controlling player is permitted to make a “Look
Out Sir? This
works exactly as the “Look Out Sirl” rule

” roll to save him from harr

described for unit champions on page 93

Simply put, on a roll of 2 or more, th hit does

not strike the character, but instead is allocated

t0.a rank-and-file model. If there are less than 5

rank-and-file models, the character does not ¢
a Lok Out Sir! roll and is hit

CLOSE COMBAT

In the Close Combat phase, enemy models in

base contact with both the character and one or

‘more models from the character’s wnit can
choose to attack the character or the unit, or
split their attacks between them. You need to

declare where attacks are being allocated before

they are rolled. If the character is shain, any
excess wounds do not carry over onto the rest of
the unit but are simply lost

Remember that models can only attack enemies

atack him. I enemiesare only in base ontact

with models from the character’s unit, they must

sy

Empire Engincer

Hap Ko

Ironbreaker



1 Think I'l Sit This

. Wisards
Er oo e
quartes scrum i they can
manage i, and even tooled-sp
combat specalists might woant 10
op for discrtion if they e

of Wounds.
Just remember that f the wnit
reaks from combat, any
charactrs i it will uffer the
same fur, and a character’s

MAKE WAY!

Should a combined unit be fighting in close
combat, it is only right and proper that a mighty
hero will push his way through to the fighting
At the start of the combat (before Impact Hits
are resolved), if a character’s unit is in combat,

but the character is not in base contact with the

enemy, the controlling player can swap his
position with another model that is in base
contact. You can exchange him with rank-and-
file model(s), including the command group,
that are in base contact with the enemy: If there
are one or more stranded characters on both
sides, the players roll offand the winner decides
which character makes his Make Way! first
Players then alternate choosing characters to do

their M ! moves. Only characters whose

{5 i cngashie with s ik o

file can do this.

3

DADEDIDAL

PECRP I

(N Al

For exampl,the Goblin Big Bas s i b
contact with the enemy t the sart of the comba, and

prevent
e it from breaking in the
it place.

ChARACTERS

Make Viay! move o ger

Making Way to Another Rank

Characters can use a Make Way! move in order

to move to another rank — most commonly if
their unit is charged in the flank or the rear.
Once the unt is no longer in close combat, such
characters automatically return to the front

rank of their unit a the start of their following

Movement phase.

SRR

For-example these Dicarf have been charged i the
fank by @ Dragon. The Dragon i no in contact
ith the Dicary itsfront ran, s the Dicarf
Dhane is permitted 10 move 1o another rank in order

o figh .

LEADERSHIP TESTS

As we already mentioned way back on page 10,
Leadership tests are always taken using the
highest value present in the unit. In the case of a
combined unit, this will normally be the

character, but might occasionally prove to be the
rank and file of the unit themselves, partcularly

in the case of elte warriors.

SPECIAL RULES

Unless otherwise noted in the text of the rule
itself, a special rule applying only to a character
does not apply to the unit, and vice versa. Most
specal rules are there to represent specific skills
or powers — you could' learn to shoot a
longbow by standing next to someone who could,
50 why would you become able to perform a
Killing Blow, deploy as a Scout, and so on?

On the other hand, many spells and magic items
bestow special rules and other effects on units.
In this case, everyone (including the character)
in the combined unit will be affected.




LEAVING A UNIT

Whilst a character might well stay with a unit
for the entire course of a battle, there often

mes a time when he departs for pastures new:
night be because you need your character
to take charge of another section of the
battlefront, or because the character’s current

unit has been so mercilessly butchered by the
enemy that he’s no longer safe
Whatever the reason, we're going to need rules

fe within it

o allow a character to leave a unit.

out of a unit, by

A character can charg:
declaring a charge in the relevant phase — in
which case, he will move and his uit wil stay
still it s not permitted to declare a charge of
its own, though it can move during the
Remaining Moves phase

Ifa Stand and Shoot reaction is declared against

a character charging out of a unit, the shots are
fired at the character as if he was a separate

target — he does not gain the same protection as
a4+ “Look

i is the same

ide a unit, but he doe

if the unit he is leav

i The Ore Big Buss charges out of [ The Orc Boyz wnit moves offin the remaining

the wnit i the Charge sub-phase [Q Moves sub-phase

Alternatively; a character can leave his unit

he Remaining Moves sub-phase by

makes its own move. If the unit cannot move in
this phase for any reason, the character may not
leave the unit.

For example, a character cannot leave if:

* His unit s fle

ng.

* The character himself or his unit is not
permitted to move by a spell or other ffect

* If the unit i in combat
* If the unit has made a failed charge.

* Andso on.

When leaving a unit, the character reverts to his.

normal rules for movement. The distance of his

move is worked out from his actual position in

the unt before the unit moves. He can even join
another unitas partof the same move i his
controllng plager wishes, and the character has

The Chaos Lord moves out of the W The i of Chaos Warrirs then moves avay.

enough movement, although the unit he joins e

cannot move if it hasrit done so already RenanieMeE s e




Enmpire Warrior Prict

CHALLENGES

No matter his race or alegiance, the quickest
and easiest route for a warrior to earn glory an

a dread reputation i by killing enemy heroes in
close combat. I don't mean through a chance
afierall,
even the most cowardly peasant can poke a spear

blow in the brutal crush of melee -

through an enemy warlord’s back, should he get
the opportunity. No, what I'm referring to is a
duel between mighty warriors, the clash of
sword upon and sword and axe upon shield as
o doughty fighters strive against one another
in a contest of battle-skill. In Warhammer, we
refer to such battles as challenges

Challenges are one of the most dramatic parts of
‘Warhammer, representing as they do the final
showdown between opposing warlords or hated
rivals. I¢'s not unusual for the result of a battle
o hinge on who wins a challenge!

ISSUING A CHALLENGE

Challenges are issued at the start of the combat
round, before any blows are struck (but afer
Impact Hits). Only one challenge can be issued
per close combat — the side whose turn it s has
the opportunity to issue a challenge first. If that
side chooses not to, then the other side can issue

a challenge

The player issuing the challenge nominates one
of his character or champion models to issue the

challenge. If he does not have a suitable model

the fight, a challenge cannot be issued.

Similarl,if there are no characters or champions

in the enemy units, a challenge cannot be issued
theres no one to fight!

Quite how individual warriors issue their

challenges varies from race to race. An Elf or

Man might salute his opponent, whilst an Ore
bellows insults at his foe. To issue a challenge,
choose one of your characters o champions in

one of your units in the combat — this is the

model that issues the challenge. Proceeding:
will be enhanced considerably if you actually
frame a suitable challenge, perhaps along the
lines of “Who's a-comir out tae fight me,
ya scurvy no-good, cowardly rat-infested
Spawns o’ unmentionable descent. I can smell ya
fouled britches and hear ya knees a-knockin®
together with fear!? Once one challenge has
been made, further challenges cannot be issued
in that combat.

ACCEPTING A CHALLENGE

If your opponent has issued a challenge, you can
our characters or
champions whose unitis in base contact with the.
unit containing the issuer of the challenge. Note
that a character does not have to be in base

now accept it with one of

pt or issue a

umu(.yp just part of  unit that is. The two
models will now fight, as described in Fighting a
Challenge, below:

REFUSING A CHALLENGE

(BOO! HISS!)

If no cnemy character steps forward to meet the.
challenge, one of them must reire in ignominy.
This character is nominated by the challengeg —

though he may not nominate a character that

could not have accepted the challenge, or a unit
champion — champions can accept challenges,
they do not have to. The retring character slinks
off to the back ranks and is not allowed to attack
that round — move the model into a rank where
he's not in base contact with the enemy: Another
model will step up and fight n his place, just as
models

if he'd been shin. Furthermore, the

Leadership cannot be used for any Leadership
ce that turn,

tests that take §

On
can fight normally in that round of combat.

a challenge has been refsed, the isuer

Nowhere to Run, Nowhere to Hide
A character cannot refuse a challenge if his
model cannot be placed so that he is not in base
contact with an enemy model — he can't evade
his opponent and so must fight for his ife. This
most commonly happens i a lone character is
the subject of a challenge, or if his unit is small
and engaged on all fronts, so that every model in

the unit is in base contact with an enemy;

FIGHTING A CHALLENGE

Ifa character accepts the challenge, move him
into base contact with the challenger — after al,
what good is the narrative of a challenge without
the visual reality? If, for whatever reason, this is

not possible, assume that the two models are in

can). These two characters must direct all o
their attacks against each other — they cannot be

attacked by any other model for that round of

close combat.




Overkill

If one model shays the other, then any excess
wounds they inflicted above and beyond those
needed to slay the opponent, up to 2 maximum

of +5, are counted towards their side’s total

number of wounds for close combat resolution

More on this bonus can be found on page 3.

Note that this is an exception to the rule stating

that a model can only suffer as many wounds as
it has on it profile. This time you need to add
up all of the wounds inflcted on the victim,

even those from a weapon causing mult

wounds, or by repeated Killi

Blows (c
successful Killing

Blow scores the same

of wounds the slain character has on its pro

ctc. This s great fun, albeit a ltle one-sided

For example, a Chass Lord fights a champion in a

champion befor e has a

n wcounds! Th

hampion) plus 5 (the

Round T

If both competitors survive a challenge, and the

combat continues, then they will continue to

tin the next round of close combat. Further

cannot be issued in that combat until

the existing challenge has been resolved.

Challenges 3nd Mouts

Ifa competitor in a challenge is riding a mount,
then that mount (including the crew of a chariot
if the character is riding one) must direct its
attacks

that competitor's mount (if he i riding one). If

sainst cither the other competitor or

the opponent s slain before all of a model’s
attacks are made (because a competitor and his
mount strike at different Initiative steps, for
example) then any excess Attacks are lost and

cannot be directed against other models

Excess wounds caused against mounts count for

the purposes of overldll. I a character s shin

but his mount is not, the mount will (after

taking its Monster F

the challenge until it o the foe is

ction tests) continue

The Emp
s Gr

eror Karl Fram
1 Deathclaco bitle
ighty Chas
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the fairly common and straightforward, such as

warhorses, giant wolves or a chariot of some

h to the rare and wonderful, such as

colossal Dragons, clockwork steeds or bizarre

Daemons. Many mounted character models are

available, while occasionally Warhammer Armies

books will include furth
might wish to '

As a general rule, chara

down into four types:

* Cavalry

© Mon

racter and his mount are treated as a »m;_k

model for all rules purposes, except as

noted below.

CAVALRY
\mm mount is th

most straightforward

in ride - this category
and their mechanical

nd

s like horses

mounts key definition lis in the fact that it has
only a single Wound. Therefore, if a character is

riding a mount with a single Wo

characters and cavalry models




MONSTROUS CAVALRY
MOUNT

Very rarcly, a character will have the opion to
ride a monstrous beast. In this case, the whole
model i treated as having the troop type
‘monstrous cavalry’ and follows all ¢
both characters and monstrous cavalry

rules for

1¢s worth noting (as the wording is rather
similar) that the rules for Ridden Monsters do
not apply to monstrous cavalry mounts  they
are two distinct troop types.

CHARIOT MOUNT

Ifa character has taken a chariot as a mount,the
whole model s treated as having the troop type
‘chariot” and follows all the rules for both
characters and chariot models. Characters riding

on chariots cannot join other units.

A chariot mount otherwise follows al the rules
for ridden monsters (see below), save for the fact

that a chariot does not need to take a Monster

Reaction test if the character i sain.

RIDDEN MONSTERS

Monsters are often employed as mounts for
characters —an Orc Warboss could be riding a
Wiyvern perhaps, or an Elven Prince a mighty
Dragon. Ifa character model is riding
monster, it does not use the rules for cavalry or
monstrous cavalry, but rather those given here.

1fa character has a ridden monster, the whole
model s treated as having the troop type
‘monster and thus follows all the rules for both
characters and monster models. A character on a
ridden monster cannot join other units.

‘Whilst a cavalry model i treated s  single
‘model for the purposes of hitting and wounding,
a character and his ridden monster can be
attacked separately. As the
character may
Griffoned, or un-Dragoned anyway) or the
monster might have is rider slain from off
its back.

attle goes on, the

nd himself unhorsed (well, un-

RIDDEN MONSTERS
AND SPECIAL RULES
‘We assume that special rules that apply to a
ridden monster do not normally also apply to
character riding it and vice versa (with the same
exceptions

are lsted on page
monsters are stll monsters, and ben

hat apply to cavalry models, which

2). Likewise, rid

it from the
rules for monsters as well.

RIDDEN MONSTERS

AND ARMOUR SAVES

Just as with regular cavalry, a ridden monster.
affords it rider an clement of additional
protection. A character on a ridden monster
counts his armour save as being I point better
than normal (see cavalry on page 82).

SHOOTING AT RIDDEN MONSTERS
Asa single model, the monster and its rder are
considered to be a single target. It s not possble
toshoot specificall at cither the ider or the

mount unlessthe shooting model has the Sniper

special rule (see page 75).

Once you have established how many hits have
been scored, you must apportion them between
the rider and the monster. For each hit scored
oll a D6: on a roll of 1-4 the monster has been
Hit. On a 5-6 the rider has been hit. If  monster
has two or more riders (a very unusual
combination) then on a result of o 6,

randomise any hits among the riders.

Roll to wound the monster and rider as normal,
remembering to roll the dice separately so you
can tell the two sets of hits apart. Once you
know how many wounds have been inflicted on
the monster and the rider, they can each take any
saves to which they are entitled

Templates

1f you use a weapon or spell that uses a template
against a monster mount, both the riders and the
mount are automatically hi if the monster’s base
is touched by the template (note that this
includes bouncing cannonballs!). In the case of a
stone thrower, which inflicts hits at two different
Strengths, only one model will be hit at the
higher Strength (assuming that model's buse is
under the centre of the template). Randomise, as
for a shooting atack, o see whether one of the
riders or the mount is unlucky enough to take
the high-Strength hit. All other models are ht at
the lower Strength value.

Riding High
Puting s characer on  mosnt
s i bk
chaniages: b g o e
it ondwight s kb

a heartheas,
yor charactr as <ae a pasible
from such cntraptins.




The character and bis ridden
ably die
diferent sagesof e b
leaving you withthe probem of
oo 0 represent the survivor

monster il inco

oo hat s comrade has

affired mesy death

Smetimes your character model
il nt be iued onto s

mount o i he's i first you
s mast of s glue our characters

e him. Horseve,

i plac, dhi e ot alzays

pusible. In

T normally just make a wte that
b

the character

st e 4 e end

sheresr hapen

it a model 10 represent an
character in hic

mamner: Others (of which

tha ther monser i
and thersfre dot e an

Characser Weond wp wing a
hat s ditivc enough 10 b
qucsion) Eithr thad &
perlyaceptable

MONSTER MOUNTS IN COMBAT
In close combat, the monster attacks using its
own characteristics, and the rider attacks

separately using his characteristi

5. As i
monster and rider are likely to have different
Initiative values, they might strike their blows at
different times. These attacks are worked out
entirely normally, one batch for the rider and

one batch for the monster,

nst any enemies

in base contact with the mode]

When it comes to attacking back, enemies in

base contact with the monster have two potential
targets: the rider and the monster. The enen

i choose to direct his artacks against cither the

rider or the monster, and can distribute attacks

between them i

any way he likes. The opposing
player must statc how many attacks are against

the monster and how many are against the rider
before he rolls any dice, otherwise all attacks are

assumed to be against the monster

Attacks are worked out exactly as normal, and
the score required to hit will depend upon the
relative valu h

of the monster or the rider’s

Weapon Skill and the attacker’s Weapon Skill

EXCESS WOUNDS

If a character is shin and suffers more wounds

than he has on his characteristic profile, excess
wounds are discounted. They are not carried
through onto the monster, nor onto a second

rider if one is present, although they do count

towards overkill in a challenge (sce page 102 for

detals on challenges)

Similarly, any excess wounds inflicted on the

monster are discounted; they are not carried

over onto th ride, although thy do count
towards overkill in a challenge.

SLAIN RIDERS OR MOUNTS
Wounds must be recorded separately for the
rider and his mount. If the mount s shin, the
rider continues to fight on foot.

If the rider s slain, the monster must

immediately take a Monster Reaction test: take a

Leadership test on the monster’s own Ld. If the
test is passed, the monster fights on as normal

If the test s failed, roll a D6 and consult the
Monster Reaction table

1fa Stand and Shoot reaction ks the mount
during a charge, the model is replaced by a foot
version of the rider and attémpts to complete the
charge normally (i.. using his own Movement
value and special rules rather than the mount’s).
IF it kills the rider, take the test for the monster
and then finish the charge if possibl.

MONSTER REACTION TABLE
D6
12

UH? Free of the il controlling i

maonster now has to think for iself and

might find it presence on the battefeld

extremely confusing. The monster fights

| onas no pidity

for the remainder of the game
34 GRRRRR. The monster stops moving

immediaely, remaining where it s to

the fallen body of its master. From
thia po
Unbreak

forthe restof the batl, except that it will

onwards, the m

ble. The monster ill not move

enemy inits Movement phase and use
any breath or other ranged weapon

st the closest enemies within range if

e, 1 Do ety e

close combat it ill figh

6 | RAAARGH The monster is maddencd

by gricf and rage at the death ofits

o

instincts. The monster fights on as
normal, but is subject to Frenzy and
Hatred ofall enemies for the rest of the

game (it can never lose its Frenzy; even if.

defeated in combat) and vill abways
charge the closest ligible cnemy target.




THE GENERAL

ery army is led by a General, a heroic

character to whom command of the various
warriors, war machines and wizards has been
entrusted (or who has seized control over the

army by brute force or nefarious means). The

General model s a miniature representation of
youas the controling player
ph

of your army;

e s your

hysical avatar upon the battlefeld and the heart

SELECTING THE GENERAL
‘The General is the character in your army with

the highest Leadership. If more than one

character share the highest Leadership value,

you must choose which one is the General and

tell your opponent before deploying your army

INSPIRING PRESENCE

Warriors fight all the better under the stern gaze

of their General, taking heart from his noble
presence (or perhaps fearing his anger more
than the blades of the enemy). Providing that
the General is not flecing, all friendly units

use his [

within 12 adership instead of their

first!). Remember
the Las

rget) has his Inspiring

e increased to 18

Black Orc Warbose

Armies ofen includ ndard Bearer —

a trusted warrior who holds aloft the General’s
personal heraldry. A Battle Standard Bearer is

rallying point for the army; from which friendly

soldiers can take heart and draw strengt

The Battle Standard Bearer Model
A Battle Standard

Bearer s  heroic model

ularly impressive banner, and i
will be presented as an option in your
mmer Armies book. The battl standard

is carried by a character model and, unless

specified otherwise, the model that ¢

battle standard cannot be the General

Unlike normal standards, the batle standard is
lost if the bearer s slain — other models cannot
pick it up,
with other standard bearers, the &

i they are in the same unit. As

standard

bearer is automatically killed if he flees from

combat

precious standard to his last br

on his e, defending the

Combat Result Bonus
Like a normal standard, a battle standard adds
+1 combat resolution in a close combat f it is in
a friendly unit. Unlike a normal standard, a
battle standard adds this +1 even if another
standard is present. If, by some unusual
circumstance, there are two battle standards on
the same side in the combat, you can only count
the bonus for one (this might happen with allied
armies, see page 136).

Hold Your Ground!

tests, Fear tests, Rally tests and so on

ability cannot be used if the Battle Star

Bearer is himself fleing — no one takes heart

from the sight of  cowani Witk thid S ikl

it's alway lly your Battle
Standard Bearer before you take other Rally

est 1o attempt to

tests, if you can.




WAR MACHINES

War machines are mechanical constructions that hurl massive projectiles at the foe.
Bolt throwers, cannons and stone throwers are all war machines, and there are
many other bizarre contraptions to be found in the Warhammer world.

War machines are very powerful and can vary  Split Profile
greatly in form and function. For simplicity and  War machines have two profiles, one for the war
santy; we thercfore divide a war machinc’s rules  machine itelf, and one for the crew

into two parts. The first part of rules pertains to

the rules for the war machine troop type You always u

the Movement, Weapon Skill,
essentilly ts chassis and crew — which apply to Balistc Skill, Strength, Initative, Attacks and
all war machines. The second part consists of Leadership of the crew. The Toughness of the
the rules for how each specific type war machine

fires (and how it slaughters your foc).

nst close combat attacks. The crew’s armour

As with all units, it’s worth checking the (if any) i used against both ranged and
Bestiary (in the Refercnce section) so you can be  close combat attacks. A war machine’s Wounds
sure which troops are classed as war machines.  are always considered to be equal to the number

of remaining crew models (which is stated in the
<war machine profile war

E

achine’s entry) — the Wounds value

” nits

{WSBS S T W I A Ld  profile is included only out of completencss
Mortar 73
Crewman 4 3 33 3 13 1 7  Chancreristic Tests

War machines automatically fil all characteristi

tests, save for Toughness and Leadership tests.

THE CREW

A war machine unit comprises the machine

| tself, plus its crev. As the crew arertt really a
| combat urit, per se, we ignore them for most
) gaming purposes,teating the var machine
itself s the extent ofthe unit. When the war
| machioe s o, remove  cres
model. Once all the crew have been removed,
the war machine iself s removed fom play
| Similarly, ifthe war machine is emoved as &
( casualty, all remaining crew are aso removedt
| The crew ae used oly o indicate the
remaining number of Wounds and the
atacks the war mac

number ¢ can make
|

in close combat, so players should simply
| arrange the crew in a pleasi

fashion within 1 of the war

The crew cannot be charged, attacked or
otherwise affected separately from their war
| machine — if they are found to be blocking
| movement or line of sight,the controlling

player simply alters their position, just as
¥ ply p j

| you would for any other battlefield marker




THE WAR MACHINE

‘War machine models do not normally have

bases, and so the usual convention of measuring
0 the model’s base cannot be used. When
measuring to and from the war machine,
measure to or from the body of the machine,

by which we mean the closest part of the chassis,
wheels or the weapon itself ignore any spikes,

piles of cannonballs, sprockets, banners and
so.on)

There is one notable exception. When fring a
war machine’s weapon, ranges are measured
from the muzzle of the gun (in the case of a
cannon, volley gun or similar) or the crossbar
(in the case of a stone thrower or similar
catapult).
unusual and docs not have any of these features,

your war machine is particularly

you should choose a suita

e point from which
you will measure all your shooting attacks, so

long as you are consistent

MOVEMENT
We assume that a war machine’s crew are able to
wheel or drag it short distances at a time. The

war machine can move using the rules for lone

models (see page 27). Use the crew’s

Movement characteristic to determine how far
all
distances are measured from the war machine

the war machine can move. Remember that

model tself — move the war machine and then
place the crew within 1" of it

‘War machines can never charge or march
they're too ponderous for the latter, and the crew
t00 keen for their own survival to atiempt the

and who wouldsit be if armed only

former
with a sponge on a stick?

If charged, a war machine can only choose to
hold — even in mortal danger the crew are loathe
to abandon their pride and joy: If forced to flee
(because of a failed Break test, for ecample) the
war machine s destroyed. In such cases we

ar machine

assume that the crew sabotage the
to prevent the

making use of i, before
flcing the battle with no intention of returning,

‘War machines treat al terrain other than open
ground and hills as impassable. That said, a war
machine is permitied to deploy in a building or
terrain, but if it does, it cannot move during the
game except to pivot on the spot. It should be
noted that this rule i intended to allow players
o deploy their war machines in sensible and

dramatic locations, such as a cannon in a wood
ora mortar on top of a tower. It should not be
scen as licence to deploy war machines in absurd
locations, such as putting a stone thrower inside

a roofed building, for example.

CHARGING A WAR MACHINE
Asa war m
chargi

e

chine does not have a base, units

war machine do not have to ‘close the

they just have to complete the
charge in such a manner that they are touching
the war machine's body (as defined in ‘The War
Machine’ above),

The Goblins have charged so iha they e
touching the camon and 32 can figh it i the
ensuing combor,

SHOOTING AT WAR MACHINES
When shooting at a war machine, resolve the
attack as normal, using the Toughness value of
the war machine — the crew are doubtless
cowering behind their war machine, using its
iron and timber hide to preserve their altogether

more fragile ones. The crew’s armour save is

still used to attempt to prevent any wounds
inflicted, as it is they that the attack is

attempting to slay

SHOOTING WITH WAR MACHINES
Unless specified otherwise, all war machines

weapons have the Move or Fire and Slow to

Fire special rules. Each type of war machine
weapon is fired differently,as described in its own
set of rles. Line of sight is avays taken from the
chosen firing point (i.. fs muzzle or crossbar, in
the same way as for its range) — before you fire the
war machine, pivot it o fice your chosen target

(this doesrit count 2 For war machine

moving).

weapons that e lstic Skill use the highest

Al S AR e o s
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WAR MACHINES IN CLOSE COMBAT
War machine crews are not especially known
tor their valour, and will nt]rma!lj.' defend their
machine from behind, beneath (or within) its
frame. This is a valid defensive tactic, as there
1s a limit as to how many enemy warriors can

physically crowd around a war machine.

At the start of the Close Combat phase, before
any blows are struck, the player whose unit(s)
are attacking the war machine must choose six
models who will ﬁg]][ in the combat (the
assault party, if you will) — the rest cannot get
close enough to land blows.

Only six models can be chosen per war
machine being fought, regardless of the
number of units that are fighting. Obviously,
some models are bigger than others, so
monstrous infantry/cavalry/beasts each count as
three models when selected to ﬁght d war
machine, while a monster [it‘lL‘lLJL]ing any rider)

counts as five models.

All models chosen for the fight are considered
to be in base contact with the war machine.
Models that are in base contact with other
enemies cannot be chosen to be part of a war
machine’s assault party — th::.].'*n: 100 huh‘].'

fighting their more immediate foes.
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The combat is otherwise resolved normally. In
particular, casualties are taken from the ‘back’
of the unit as normal — models step up and join
the fight in place of fallen comrades, assuming
there are enough survivors to do so. When it
comes time to fight, the war machine makes a
number of attacks t:qu;il to the number of
surviving crew models, using their "n"n'tup{m
Skill, Strength and Initiative. Enemy models
strike at the war machine normally, resolving
their attacks against the crew’s Weapon Skill
and Toughness. The crew can then take any

saves to which they are entitled.

A war machine does not have any flanks or a
rear for the purposes of combat results. If a war
machine manages to win its combat, it 1s not
allowed to pursue and restrains pursuit
automatically. The crew always hold their
ground and continue the business of operating
the machine. It the war machine loses the

combat and fails its Break test it is destroyed.

WAR MACHINES AND PANIC

[f 2 war machine fails a Panic test (due to
friends being destroyed within 6" and so on) it
does not flee. The crew dive for cover
underneath their machine and cannot shoot in
their next Shooting phase — this does not prevent

the crew clearing jams or other misfire results,




BOLT THROWERS

Bolt throwers are huge crossbows that shoot a
spear-sized missile. A crew of two or more 1s
required to wind back the powertul torsion arms
and position the huge bolt ready for firing.

_"‘\_.'r'-: H T N A

Multiple Wounds (D3)

'
ame any

Bolt Thrower 48" 6

IEH“IT?- Armour saves®

* Armour saves are not |'I¢.'!I':I'|:'li[[1.'-._{ :'I!.['.'ljl'l.‘i[ "="|'I"IL2II‘.hi.‘-i q.'-.ILI.“-L'-.i |P'|

bolt throwers

FIRING A BOLT THROWER

To fire a bolt thrower, select a target according

to the normal rules for :-Jmntir:g.

With the target chosen, roll to hit using the
crew's Ballistic Skall, just as you would for a
normal missile weapon. All the normal To Hit
penalties apply to a shot from a bolt thrower — it
is essentially just a massive crossbow, after all.

If the shot misses, the bolt hits the ground or
sails into the air, only to land harmlessly some
distance away from the target. If the shot hits,
damage can then be resolved using the rules
given below.

Resolving Bolt Thrower Hits

It the target is a unit of five or more ranked-up
models, the bolt will always strike a regular
trooper (as opposed to a champion or character
in the unit) in the unit’s first rank 1if the bolt
thrower is in the unit’s front arc, or the last
rank if the bolt thrower is in the unit’s rear arc.
If the bolt thrower is in the target umit’s flank,
the target’s files count as ranks for the purposes
of resolving the shot.

The sheer mass of a bolt thrower shot means
that it can hurtle through several ranks of
troops, piercing each warrior in turn. If the shot
hits, resolve damage against the target using the
bolt thrower’s full Strength of 6. If this model
1s slain, the bolt then hits one of the warriors in
the rank behind, although it will have been
robbed of a little force — this next warrior is hit
with -1 Strength (normally Strength 5). If the
second trooper 1s slain, a model in the next rank
is hit at -2 Strength (normally Strength 4) and
so on, until either the unit runs out of ranks or
the bolt fails to slay a target (remember that all
hits, at any Strength, inflict multiple wounds).

T ————— —

Bolt Throwers and Characters

If the rank hit by the bolt is made entirely of
characters and champions, or if the total number
of rank and file models in the unit is less than
five, it will be necessary to randomise which
model in the rank is hit.

Up to five spearmen can be killed by the shot of this
bolt thrower. The Strength that each rank is hit at s
shown next o if.

As the bolt thrower is in their flank arc, up to frve
knights can be killed by its shot.

The bolt thrower can see the knights, and so it can fire
against them (with the hard cover modifier).

If it hits, it will skewer the flank of the unit, as shown in
the diagram, as it is in the knights’ flank arc.

e ——————— e g ey
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CANNONS

Cannons are devasating,if sometimes
unpredictable, weapons whose manufacture is

limited to few races. When they work, cannons

can shatter the most determined enemy,
slamming roundshot after roundshot into
massed formations. However, cannons can go
wrong. The black powder charge can fai to
ignite, or explode prematurely. Worse,
weaknesses in casting methods can leave minute
eracks or other deficiencies, which lead to the

xploding when fired

There are two different kinds of cannon profile,
representing the differing sze and power of
Chea 10 Mk W 06

Great Camnon. 66 10 Mukik Wk (D6

FIRING A CANNON

Cannons do not use their crew’s Ballstic Skill

and instead rely on their crew's expertise in

judging distance, clevation and the correct

amount of black powder to propel the shot the
desired distance

CHOOSE TARGET

Nominate a point within the war machine’s line
“of sight and that s not outside the cannor's
maximum range. Your target does not have to be

an enemy model; it ca

be a point on the ground
i you wish. Remember that war machines are
allowed to pivot in the Movement phase, the
better to bring your chosen target into the
weaporis line of sight.

Wh

bear in mind that, unless something goes wrong,

choosing your target point, it’s best to

the cannonball will bvays overshoot by between

" 50 you'd be well served to aim a few
inches short of the enemy you wish o it
Note that you are not allowed to make a cannon
shot in such a way that it has a chance of hitting

a friendly unit or an enemy unit that s en

in close combat.

‘When you have chosen your target, place a small
coin or counter i the correct position as a
reminder of where the shot s intended to land.

FIRE!

Using your tape measure, extend a ‘shot’ line
from the cannon's barrelall the way to your

target point. Roll the artillery dice and extend.
the line away from the cannon the number of
inches shown — this is where your cannonball

strkes the ground (see diagram below).

1f you rolla misfire, something goes wrong when
the cannon fires. You'll now need to oll on the
Black Powder War Machine Misfire chart to

discover the seriousness of the situation.

Regardless of the resul rolled, the cannon does
not shoo this turn.

BOUNCE

Assuming

at the cannon did not misfire, then

hopefull the cannonball will bounce straight

cts inits path

termine how far the cannonball bounces,

e artillery dice again. If the result s a
then the cannonball does not bounce — it

thuds into the ground and comes to rest. Any

spot where the cannonball comes

to resti hit, sec below for details of how to

resolve the hit, but he is the only victim!

Assuming you don't roll a misfie, then the
cannonball bounces the distance rolled straight
forward — extend your tape measure a distance
cannonball

cqual to the roll of the dice. If the
bounces into impassable terrain that would, in

realit,stand in the way of the shor, such as a

sheer cliff it stops immediately

The bouncegocs through all
three ranks o the uni, scring

thre i

Dhe frst roll of the
artllry dice i a 2, 30 the
commonball lands 0
inche forszard. The
second ol s an 8, 10 the
camnonball bounces cight
inche!




WHO'S BEEN HIT?

The bounce of the cannonball i treated exactly
like a special kind of template, which we assume
o be about the width of the cannonball itslf,

On most occasions, any model whose base is
betuween the point where the cannonball first
strikes the ground and where it eventually comes

| However:

o land is it automatica
+ A maximum of one model per rank struck can
be hit. If the cannon is in the targer’s flank,

the targers files count as ranks.

If the cannonball bounces into a monstrous

infantry/beast/cavalry or monste, that model
suffers a hit. However, if the monster or
monstrous infantry beast/cavalry moel s not

sain, the sheer bulk of the c

cannonball of all momentum

travels no further.

1 the cannonball bounces into an obstacle (see
page 122) then that obstacle is destroyed, but

the cannonball travels no further.

o

BLACK POWDER WAR MACHINE
MISFIRE CHART

D6 | Result

1-2, Destroyed! The gun explodes with a
thunderous noise. Shards of metal and
wood fly in alldirectons, leaving a hoe in
the ground and a cloud of black acrid

smoke. The war machine is destroyed.
ke, Th |

Malfuntion. The charge fil

and the barrel must be empticd before the |
war machine can fire again. The war

the controllng player’s next turn. Either
turn the war machine model round or place:

a marker of some kind to indicat ths.

May not Shoot. A

occurred, perhaps the fise was not properly

| setorthe crewmen mishandled the loading
procedure. The war machine is unharmed
and can shoot s normal again in the

The camnonball trikesthe Wyvern, kil s ride; ut ot the
ot 2 the sho does's o through the Goblins behind.

GRAPESHOT

Instead of firing normal shot, cannon crew can
opt to fire grapeshot. They do this by loading
the gun with rusty nails, handgun bullets and

other small projectiles — effectively creating a

huge blundérbuss

Grapeie 12 Armour Rercing

The camnonball srikes he oal, desroying i, but ravelling
o firther

FIRING GRAPESHOT
To

normal rules for shooting

peshot, sclect a target according to the

‘With the target chosen, roll an artllery dice to

find out how many shots are fired. If the

artillery dice resultis a misfire, roll a D6 on the
Black Powder War Machine Misfire chart to
find out what has gone wrong

Assuming that a misfire did not occur,roll to hit
the target with a number of shots equal to the

number rolled on the artillery dice, resolving any
successful hits using the grapeshot profile

VAR MACHINES
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FIRE THROWERS

Though its designs are many and varied, a fire

thrower always consists of an airtight coppe

lined barrel and a fluid chamber il
sticky alchemical sludge
sulphurous compounds, black powder and

normally a mixture of

combustible oils.

When triggered, the fire thrower sets loose a
burst of these noxious chemicals, which
immediately set light upon conact with
incinerating anyone unfortunate enough to be

the i
caught in the blast

Unless otherwise specified, a fire thrower has
the following profile

Fir Thrower 2 5 g Arcks

STONE THROWERS

Stone throwers are destructive weapons that kob
large rocks into the air, sending them crashing
down into the enemy ranks. The largest stone

throwers can hurl a projectile big cnough to

flatten monsters or knock down city walls.
Unless otherwise specifcd,  stone thrower has
the ollowing profl

Stone Thrower 12 30) Mokl Wounck (D6)

You'll notice that a stone thrower has two
Strength values, one of which is in brackets —
dort worry about this for now.

FIRING A STONE THROWER
To fire a stone thrower,take the small round (3")
template and place it anywhere completely
within the war machine’s line of sight, outside of
the stone thrower's minimum range and within
its maximum range

The template cannot be placed over friendly
models, or enemy models from a unit that is
engaged in combat, as the crew refuse to
deliberately target their alles (although the shot
might well go wide and hit friends by mistake as
we'll discover later).

FIRING A FIRE THROWER

Place the teardrop-
narrow end touching the fire thrower barrel and
the large end aimed at any target in line of sight.
Roll the artllery dice and move the template
directly forward the number of inches indicated
— this is where the burst of flame lands. The

haped template ith its

template can overshoot a target, representing the

eren firing in too high an arc

All models underneath the template are hit
automatically. Wounds caused by a
have the Flaming Attacks special rule. A unit
suffering any casualties must take a Panic test

¢ thrower

A misfire means the weapon does not fire — roll
on the Black Powder War Machine Misfire chart
(see page 113) o

out what went wrong

1F plaoed aver ey . o WO T
middle of the template must be placed over a

single model

SCATTER
Once the templa
scatter using a scatter dice and an artillery dice.

has been placed, roll for

If a misfire is rolled on the artllery dice,
Something has gone wrong — roll on the Stone
Thrower Misfire table to discover just what that
is. Regardless of the result olled, the stone
thrower does not shoot this turn,

Assuming that you did' roll a misfire on the
artillery dice, it’'s now time to find out whether
or not your shot was on target.

IFa hitis rolled on the scattr dice, the shot has
landed on target — any creature foolsh or unlucky
enough to be nearby is going to regret it very
soon. In this case, we grore the number shown

on the artllery dice ~ the hitis all we need.




Ifan arrow i rolled, the shot has missed its
original target and scatters off elsewhere. The
full rules for scatter are given on page 9, butin
summation: move the template a distance in
inches equal to the result of the artillery dice, in
the dircetion shown on the scatter dice.

DAMAGE

Regardless of whether or not your shot landed
exactly where you intended, it time to see who's
been flattened by it

The model (if there is one) under the template’s
central hole is unlucky enough to be hit directly
by the stone thrower’s massive payload — he
takes an automatic hit at the higher of the stone
thrower's two Strengths (normally 9). 1f th
template has scattered, there’s a good chance the
centre hole will lie over two or more models
Nonetheless, only one can be hit by the higher

Strength, so select one randomly

Other models wholly or partilly beneath the
template avoid being clobbered by the main
payload, but instead are showered by bits of
Toose rock and, after the payload has landed,
fast-moving chunks of battlefild (and possibly
bits of the warrior who took the full brunt of the

shot). Such models are hit automatically at the
stone thrower’s lower Strength (normally 3).

The stone thrower’s Multiple Wounds (D6)
Strength hit
caused against the model under the template’s

special rule applies only to the high

central hole — unsaved wounds from the low
Strength hit are not muldiplied. This makes the
stone thrower very good at disposing of enemy
monsters and other resilient models as well as

dealing horrendous damage to massed ranks of

FIRING INDIRECTLY

Asa stone thrower lobs its shots in a high arc,

it can be used to attack enemies that are hidden
from its view. Such shots are inaccurate at best,
as the stone thrower’s crew essentially have to
guess where their foe lies, working from
fragmented and ofte
provided by other warriors.

unreliable information

If you wish to fire indirectly, declare that you
will do so before taking the stone thrower's
shot. An indirect shot does not require line of
sight,but is otherwise treated as a normal shot
and has the usual requirements (the target
needs to be in range and outside the minimum
range of the stone thrower).

An indircct shot is not as accurate as one where
the crew can sce their target. If an arrow is rolled
on the scatter dice, resolve the scatter as

normal. If however, you roll a Hit! on the
scatter dice, the shot docs not land on target (as
would normally be the case) but merely scatters

less — how much less depends greatly on the

skill of the crew. You'll notice the Hit! symbol
has a small arrow at the top of it — this indicates
the direction of scatter for an indirect shot — the
distance travelled is equal to the score shown
on the artllery dice minus the crew’s Ballistic

Skill characteristic (to a minimum of zero!).

Other than the aforementioned inaccuracy of

the scatter, an indirect shot from a stone

thrower is treated exactly according to the rules

given for normal shots given above

| STONE THROWER MISFIRE CHART
D6

Result

1 Destroyed! The stone throw

 take the strsin! Bits of wood and

| metal fly ll around, the stone tumbles to the ground, crushing the war ‘

| machine and throwing debrisinto the air. The war machine is destroyed.

| the stone thrower,and one ofthe crew has been caught in the firing |

mechanism

allowed. This problem can only be fixed by partially dismantling the war

the stone thrower suffes a wound, with no armour saves

Disabled. A freak occurrence disrupts the normal smooth operation of |

machine and so the stone thrower thercfore cannot fire this turn or in the |

| controling player’ nexttum. ither ue the war machine aound or — {

place a marker of some kind to indicate his.

4-6 | May not Shoot. A minor error has occurred, perhaps the stone was

dropped or part ofthe machine

2nd ca shoot 1 normal agai in the contolling player's nexttum. |

jams. The stone thrower is unharmed




BATTLEFIELD
TERRAIN

A Warhammer battle can take place anywhere, on the edge of a town, amid cursed
in the uttermost depths of a Dwarf hold, on the treacherous and frozen

of a mountain pass or even amid the upper minarets of an Elven city. The

ing a Warhammer Battle chapter explains how to set up your battlefield. Here
you will find the rules for the many types of terrain and building you can fight over.

TYPES OF TERRAIN ____

In the Warhammer world, even something as IMPASSABLE TERRAIN -

familiar as a stone wall can offer all manner of

possibilites. Granted, the wall might just be a
boundary line of some kind — but there’s a5 4 mither Foiae, o bR I

probably more to it than that. It might be the

seck entry without an immediate and probably
remains of a mighty Bretonnian castle, warded

messy death. Impassable terrain therefore covers

against the Undead. O it could be that the wall chhings o lava fields, decp lakes or chasms
was made from stolen grave markers, and unquiet (i o e o eross
spirits linger nearby. Perhaps the wall is the

hrough impassable terrain — they must go

ains of some calcified Dacmon just Waiting  aroun, Remember that units can flee through

for a magical charge to bring it back

impassable terrain, although they will have to
There are dozens upon dozens of possibiliies, e Dangerous Terran tests i they do so (s
atsjustavall. Youd b hardpresed 0 e e D L

find something more ordinary in the normal run

of things — but this is the Warhammer world, and

almost nothing here is normal

find some

Over the next few pages you'

ammer range have specific

picces in the Wa
o

apply to them, and you'll find

you have in your terrain collectior

there will be suitable rules here, or at least

inspiration for devising your own. The rules for

placing terrain pieces on your tabletop can be

found on page 142

OPEN GROUND

Open terrain is the most prevalent type of

¥~ battlefield terrain and thus the ‘default’ setting —

any terrain not specifically classed as somethi

elseis 1 be treated 15 open ground. All the rules

as presented thus far assume th

being played on open terrain — grassy fields,
parched earth,
affect the game, and we dor't
need to provide any fi

ad so on. It

er detail.




MYSTERIOUS TERRAIN

Not all terrain surrenders its secrets to a mere

I sometimes the only way to find

outits propertes is o venture inside

The effect of a picce of mysterious terrain is not
decided at the start of the battl. Tns
rolled for immediately when
(or is deployed within it). Once rolled for, the

mysterious terrain feature is no longer quite so

model enters it

enigmatic it retains that effect for the duration

of the game. If the unit whose model has
triggered the effects is moving under its own
volition, it can decide to continue its move as
normal or immediately stop, so that only the first
model to enter is inside the terrain feature. On
the other hand, if the unit i charging, fleing,
pursuing or subject to some kind of compulsory
movement, it must complete its move — good
Tuck to them!

DANGEROUS TERRA]N The Importance of
Definition

Alccays agree the ypes and

and present a very s
When a model marches, charges,flees, overruns
or pursues into or through an area of dangerous
termain, it s called upon (0 take a Dangerous

roll a D6. On

successfll negotiatesthe dangers of the terrain

pritopmn gy
Terrain test

2-6, the model gsti= o
detal a the start o he game

can quickly become & matter of
foo

and reaches its destination safe and sound. If a 1 oy e
s ol heeres the mid s mifeesd e S0
b

terrible mishap and suffers a wound with no
armour saves allowed.
A mounted warrior has many advantages over  arguments) asthe game unflds

his footslogging comrades, but does risk being

thrown from the saddle when riding at spe

A galloping horse can trip on  tree roor, hurling
the rider into a boulder, or can duck low under a
branch, but alas not quite low enough for the
rider.... As such, cavalry, monstrous cavalry and
chariors treat all terrain other than open ground.
as being dangerous terrain, as described above

A chariot that fails a Dany
suffers D6 Wounds instea

rous Terrain test
of 1

Dfinin the terain on tis b riiforssand. There are some Arcane Ruins (1)

4, and one large frsst. (5) hich has been made by pushing eo
maller frests tgether: Though here aren'sany ruls fora <ae'oe chosen 1o rea it as
« ol Mansin. The s compled by e s HHHu/ﬁwupaNe of hoding &
sarvison (7 and ), a engthof wall (9) and a Wisands Tscer (10). On the follving pages

v can fid the ruls for all of the terain mentioned e

several small forests (2, 3 &

BATILEFIELD TERRAIN '




HILLS

Hills are natural outerops of rock and earth.
Few picces of terrain are as strategically
important as a hill. From its slopes your troops
can rain missile fire down upon the foe, or form

a battleline upon its crest.
All hills use the rules given below

HILLS AND MOVEMENT

erwise stated, hills are treated as open

Unless ot
ground. Amongst other things, this means that
hills do not cause Dangerous Terrain tests in
cavalry and other mounted models.

HILLS AND SHOOTING
Models on a hill are more likely to be able to

trace a line of sight past other models on a lower

level, making hills practical vantage points for
your missile troops (sce page 10 for a reminder
of how line of sight works).

HILLS AND CLOSE COMBAT
Remember that i your unit ch
majority of the modelsin the unit began the turn

ged and the

uphillfrom the enemy unit(s) that were charged,

you receive +1 combat result

EXAMPLES OF HILLS

Hills have almost infinite variety. They can be

ifferent shapes, varied heights and composed of

ANVIL OF VAUL

The legends of Ulthuan ell that <shen the Dacmons.

first broke it the <world, the smith-god Vaul

descended from the heavens. I s said that he

led to cvery comer of the glabe, raisig stome

I from the lfving rock upon <chich he crafied.
es of great potency, which the Elves used to
defend their realms. Though the wweapons and their
cvielders have lon since gone, many of the anvils

remain. Mere proimity to an Awvil of Vau bestores

a warrior’s seapons ith incredible enchantment

Any unt within 6" of an Anvil of Vaul has
attacks and the Flaming Attacks

SCREE SLOPE

The slopes o this hill e o

ered with lose

v splinters of ock, making the going incredibly

Many approaches to Devarf holds are

Models charging, marching, flecing, pursuing

anked by uc

providing an extra

|

slope mst take a Dangerous Terrain test
TEMPLE OF SKULLS
There are many unlly sites dedicated 10 the worship

of the Chans Guds and this s but one of them. Ruin

ar may have laid it waste, have scattered its

s of

cc and tumbled its rim statues, but the g

the Dark Gads still rest upon its battered st

Iungril sccking a neo champion 1o bend 1 their
pererse amusements

At the beginning of cach player furn, any
char

ter or champion on the Temple of Skulls
can choose to embrace the favour of the Chaos

Gods. If he does, roll a D6. On a roll o

es by
D3 points. On a 1, the Chaos Gods take his soul
(o his purchearted comrades turn on him)
remove the model as a casualty with no saves of
any kind allowed.

A Clans Sorcerer and an
apie Captain fce one

another atp the Tomle of

12 one of thom call

pon the Chaos Gods for-aid?

Shulls—




FORESTS

oo ancar oot —masks A

Forests are excellent places for troops to lurk in
ambush — the choking foliage offers a great deal
of protection against missile fire.

Al forests and woods use the rules given below

FORESTS AND MOVEMENT

Ifa cavalry, monstrous cavalry or chariot model
marches, charges, overruns, flees or pursues
through a forest, it must take a Dangerous
Terrain test (page 117). Models wid
special rule that begin or end a flying move in a

the Flyer
forest must take a Dangerous Terrain test

FORESTS AND SHOOTING

A untin a forest counts as being in soft cover
(sce page 41) provided that the majority of its
models are within the forest. Similarl; if a
model in a shooting unit has to trace ts line of
fire through a forest (because it's shooting at a
target beyond the forest), then the target benefits
from soft cover. This applies

even if during the

;ame you rearranged a forest'strees around a
unit,or even removed them — just imagine the

trees are still in their original position.

This penalty does not apply if the shooting
model i drawing a line of sight out of a forest it

FORESTS AND CLOSE COMBAT

Itis diffcult to form tight ranks when fighting

fighting i a fo
steadfast (unle
hand, units of Skirmishers (and lone infantry
characters) are always Stubborn if the majority
of their models is in a forest — light troops excel
in the uneven terrain of woodland.

MYSTERIOUS FORESTS

Forests are mysterious terrain — who knows what

hellspavn lurks in there?
enters (or deploys in) the forest, roll to
determine what sort of forest it be.

As soon as a unit

D6

I¢s an ‘ordinary’ forest. Phew!
Abyssal Wood.

Blood Forest.

Fungus Forest.

Venom Thicket.

Wildwood.

"TABYSSAL WOOD

A cloud of malice les over this wood, provoking
irvational fars and dark imaginings in the minds of
thos that entr

A unit with the majority of its models within an
Abyssal Wood causes Fear.

BLOOD FOREST

Though these trees slumber fifully through the
eycles of the wworld, nearby use of magic infises them
woith blodlst...

Whenever a spell is successfully cast by (orat) a
model in a blood forest, all units wholly or
partially within it suffer D6 Strength 4 hits as

the trees go into a feeding frenzy,

When any hits have been resolved, the Blood

Forest moves 2D6" in a random direction,

moving around any intervening terrain features
by the shortest route. This does not move the
models that were in the Blood Forest, it simply
“walks' off, and leaves them behind

FUNGUS FOREST
These tres are infesed by a chromatic arvay of

mushraoms. I1s best not 10 breathe i 100 decply

Any unit at least partially within the Fungus
Forestis subject to the rules for Stupidity. Any
Goblin unit at lcast partally within the Fungus
Forest i also Stubborn.

VENOM THICKET
Poisonous creatures abound within. Provided you do
ot succumb 1o i frs, their venom can b

against the fie

Any model in a Venom Thicket has the Poisoned
Attacks special rule (applies to close combat
attacks only). However, any model moving
through a Venom Thicket must take a
Dangerous Terrain test, to represent their

attempt to fend off the venomous critters within.

'WILDWOOD
To walk bencath the tevised boughs of a Wildwood is
filly indecd, for the tres are sorathf.

Roll for any unit at least partially within the
Wildwood at the end of the Movement phase.
Ona 4+, the unit suffers D6 Strength 4 hits

Forest Gablin Spider Rider




River Trol

Not only rivei

o h

also be wed fr

opess n your balfild,
ax akes, ponds or the tidal
Plains o a flat conctlin

For example, you coud modes
the orbidde o
Bretomia, whose shores e the
rules o the Riser of Blood, o

coastl gaming board, sing she

prent rules 1 reprsent

the s

RIVERS

T A

help an army protect its flank or otherise slow

the enemy advance. Launching an assault across

ariver s no casy task, and often the fords,
bridges and other crossing points become crucial

objectives for the opposing armics.

All rivers use the rules given below

RIVERS AND MOVEMENT
The crushing weight of the water makes it
impossible to march through a iver. Movement

is otherwise unaffected.

RIVERS AND COMBAT

River make for very treacherous footin

and, as

he st place @ ranked-up unit
wants to conduct its battles. A unit at least
partially in a river can never be steadfast (unless
tubborn). Additionally, unis even

a river cannot claim rank bonus,

BRIDGES AND OTHER CROSSINGS
Most rivers have at least one place at which they

can be crossed, such as a bridge or a ford. Such

crossing points should normally be treated as

open terrain, but only if the unit a

use the crossing point i in a narrow enough
formation to fit across, otherwisc treat the entire
anit as being in the river! Whether or not a unit

is narrow enough will normally be faily clear.

MYSTERIOUS RIVERS
it might look like

As soon as a

Rivers are mysterious terrain

veater, but is it really? unit enters or

deploys in the river, roll on the following table to

determine what it has put ts collective feet i
D6
1 1¢s probably just a normal river
Donit drink the water though
2 Boiling Flood

ith incredible fiory ~
ou never leave the river

i’ best 1o ross quickly, le
arall,

Any model at least partially in the boiling flood
at the end of any turn suffers a Strength 4 hit

with no armour saves allowed. Models that are

immune to

ing Attacks do not suffer from
this effect.

NECROTIC OOZE

tench of this thick and lifeless slude can

nly
compete with is tosic virulence. Thase crossing this

¢ hold their breath

Necrotic ooze counts as dangerous terrain for all

models. Additionally, a unit that moves through
nccrotic ooz gains the Poisoned Attacks special

rule until the end of the following player turn, so

vile are the waters that cling to their blades.

R-\CINC TORRENT

ivers of the high mountains ran clear, pure

nd very suift indeed,

A raging torrent is dangerous terrain. However,
such are the invigorating effects of the icy waters
th

river earlier in the turn) have +3 Inidiative

any models that are in the river (or lef the

RIVER OF BLOOD

Wihen the rivers o the woorld turm 10 bood it is a

ign 1 ascendancy at the head

ut Khorne has rega
ofthe snholy pantheon of the Realm of Chavs. The
time of the Blood God has come!
A unit that moves or charges through a River of
Blood is counted as cavising Fear untl the end

of the following player turn, so ghastly is their

blood-slicked appe

RIVER OF LIGHT

Thisis no mere river; but

mass of Light May

When a unit enters a River of Light it is
immediately the target of a randomly chosen
Light Magic spel (see the Reference section)

The spellis automatically cast and cannot be
dispelled. If the spell has a choice of different
casting values, it is assumed to be cast at the

lower value.




MARSHLAND

A battle in @ marsh can easily end in

he mud clings to

hacked apart by the foe. Marshes are therefore
best employed as traps to suck your enemy into,
rather than bastions from which to fight

All marshland use the rules given below
MARSHLAND AND MOVEMENT

Marshland is da
other than thosc with the Skirmish special rule

erous terrain for all units,

Cavalry, monstrous cavaly and chariots that
enter marshiand fil their Dangerous Terrain
tests on a 1 or 2, rather than a 1
EXAMPLES OF
MARSHLAND

Although all marshland is dangerous, its nature

(and degree of the peril) can vary greatly

RTHBLOOD MERE

Any unit with the majority of its models within

the mere has Regeneration (6+).

“KHEMRIAN QUICKSAND

The burning deser hides a it of

arvior has been sucked 10 his
of Khemri
certain the fute

the shiffing

the

A monster, monstrous i

I that fils its dangerous terrain test
nrian Quicksand is removed as a

casualty with no saves of any kind allowed.

MIST-WREATHED SWAMP

enemy. Yot

I the majority of a unit’s models are wholly
within a mist-wreathed swamp, the unit counts

However, at the end of cach Movement phase,

Fimir lurking in the mist (the victims are

selected in the same manner as the allocation of

Desarf treasure-hunters
the T Kin

Nehebharan Sphyns!




Ocer the Hedge
Wienyoure fghsn o comb
wall or hedie,you'l
e o apply Ll mption
i omier 1 2ok ot ohich

OBSTACLES

NIRRT e

types, such as fences, walls and hedes.

All obstacles use the rules given below:

OBSTACLES AND MOVEMENT

If a cavalry, monstrous cavalry or chariot

model marches, charges, flecs, pursues or

overruns over an obstacle, or charges an

enemy on the other side of an obstacle, it must
juss i
Jir a moment and pushshe o

take a Dangerous Terrain test (see page 117),

Obstacles do not otherwise impede movemen

Ifa unit ends its move with some of its ranks or

files on different sides of the obstacle, simply

origival pusitions, and have at i

place the models appropriately on both sides of

the obstacle — the unit suffers no ill-effects.

OBSTACLES AS COVER

An obstacle offers a greater measure

protection against missil fire to models hiding

behind it. I a firer is shooting at a model that is
behind an obstacle and in base contact with i,
the target model counts as in cover (of the
approprite type), regardless of how much of it s
visible above the obstacle. We assume that the
warrior takes shelter behind the obstacle. When

ig against a unit, the majority of its models
must be behind the obstacle in order to benefit

from this additional protection.

they will lean over it as they fire

was not there

BATTLEFIELD TERRAIN

TOBSTACLES AND COMBAT

If one of your units is charging an enemy who
is touching the other side of an obstacle, the
obstacle counts as ‘defended. Measure the
charge distance to the obstacle, rather than the
enemy unit. Similarly if the charge is
successful, move your unit into contact with the

obstacle rather than the unit itself.

Essentially, we assume the enemy push forward
to fight over the obstacle — your models count
as being in base contact with the enemy behind
the obstacle, as if it was' there, and must

way as to maximise the number

charge in such

of models from both sides that can fight, using
the normal rules for charging that are presented

on page 20

To represent the formidable defensive position
offered by the obstacle, any models from a

ch unit that are in base contact with an

stacle (or are providing supporting atacks for

act) will suffer penalties
depending on the type of obstacle. This
modifier only applies when the unit charges,

not in subsequent rounds of the combat.

I the charged unit is not in contact with the
obstacl, treat it just as you would for the

purposes of movement. I there isrt room for a

a rank of charging models to it between the

obstacle and the charged unit, it is perfect

emove the obstacle whilst the

goes on (put it back again as soon
as possible).




EXAMPLES OF OBSTACLES
Here are a few cxamples of obstacles you can
B e st prove a fertile
starting point for your own imagination.

our Warhammer games — this is by no

BLAZING BARRICADE
The original blazing barricades were magical
obstacles called into exitence by High Elf mages as

they gt for survival during the il dacmonic

invasions. Though that swas noww

wsands of years

ago, the magic ha created the Hlazing barvicades
il desells seithin the ground.

Blazing barricades grant soft cover to units
behind them. Ifa unit completes a charge
against a defended blazing barricade, it

immediatcly suffers one Strength 4 hit on cach

of ts models in contact with the obstacle.

BLESSED BULWARK
It is common practice in the Empire for a Warrior
Pricst 1o bless amy swall wohich might have 1 serce in

the battle against the foul creatures of Chass. Such

enchantment lingers on long afie- it takes root, and

cven endures through the destruction of the wall
itself: Many farming felds and forress walls in the
Empire are bounded by salls constracie

of stole

fragments from the blessed bulecards, and retain a

portion of that posver

Blessed bulvwarks are obstacles that grant hard
cover to units behind them, and a -1 To Hit
modifier to charging models in base contact with
them. In addition to this, models from the
Forces of Destruction (sce the Alles chapter on
page 136) that are in base contact with the
obstacle must halve their Initiatve

FENCE

Fonces are guarled and rossted cnsirucions of eood
and lath. Though fonces are chicfly designed 1o kecp
herd animals in a particular location, determined

warvirs can also wse a foce as a rough bul
order 1o keep enemics out!

Fences are obstacles that grant soft cover to
units behind them, and a -1 To Hit mod
charging models in base contact vith them

GHOST FENCE

A Ghost

¢ is @ barrier with litle physical
substance — merely a series of poles or psts upon
which are ung accursed fetishes and totems to

<which daemonic or Undead spirits ha
ith forbidden spells. Only a brsve or

warrior crosses a ghost fonce without good

cause — or <without pocerful protecive seards

Ghost Fences are obstacles that grant soft
cover to units behind them. A unit that is
defending a Ghost Fence causes Fear in the
first round of any close combat.

WALL

Walls are

g as boundaries

betsseen fields, estates and cven bur

Though such a seall is seldom more than chest-

heigh, it make
dee

arriors sheltering in its lee from ofhe

for an incredibly effctive

ompt

ve pasition, and can save the

fatal encounters <with arrvess, crosshoro bol:
and buckshor.

Walls are obstacles that

units behind them, and a -1 To Hit modifier to

nt hard cover to

charging models in base contact with them.

BATTLEIELD TERRAIN



Thou

i AR
have left the Warhammer world strewn with
mystical relics, monuments and ruins. A battle

will ofen be fought for the control o the

defence of such a pla the awesome

power it commands.

This is essentially a catch-all catege

ry for thing

that don't fit comfortably in other sections.
Mystical Monuments
impas
movement. Part

best treated as

able terrain for the purposes

ly large or complex
Mystical Monuments might be made up of

~ubyv\'~ll\\u‘l"

r details).

EX KMPLES OF MYSTICAL
MONUM

As with the arcane mmnmm»w lows later
the sky really s the limit for Mystical

Monuments. Who knows what mighty magical

acts await discovery by your armies?

ALTAR OF KHAINE

Though his coorship s novo relegated ch e
ahillland of Naggarath, many altars co 10
the Elengad of murder remain hrngh

orld. Warriors who gt in Khain's shadeo do 0

All units within 6" of an Altar of Khaine are
subject to the rules for Frenzy — as soon as

out of range, the Frenzy is los

MYSTICAL MONUMENTS

ARCANE RUINS

The stones of fullen temples stll resomate

ith
magical energy conturies after their final celebrants
umbled 10 du

d within 6" of an arcane ruin can

up to four dice when channelling,
her than one. However, if three or more dice
come up as 6, the wizard must immediately roll
on the Miscast table

BANE STONE

Bane Stones. Some folk maintain

Whatever the truth
hungry and fresh souls e their fiod

Hits made against units within 6" of a Bane

CHARNEL PIT

Necromancers and other dark sorcerersliks, sl
wltures to carrion. By the time these foul flk hav
fin s contens, i is sure o be il
more than a ked pit,strezon with body parts

Al units within 6" of the charnel pit suffera -1
penalty to their Leadership. Undead units
within 6" of the charnel pit have the
Regeneration (6-+) special rule to represent their

the Alar of Khaine,




ELVEN WAYSTONE

There are countless Elven Waystones scatiered
throughout the worid, ancient monuments 1 the once
globe-spanning glory o the hildren of Ulthuan. Yet
these tncering edifices are more than mere markers of
@ sundered past. It i through the Waystones shat the
Etues siphon excess magical energy from the soorld.
A learned enough wizard can tap into the Waystone's
magical curvent and thus purloin s enericsfor his
oo .

Any Wizard within 6" of an Elven Waystone.
adds +1 to his channelling attemprs.

IDOL OF GORK

(OR POSSIBLY MORK)

Prior 10 a great batsle, Ores raise crude idols of their
bruish gods 5o that their deities might find
amusement in the forthcoming destuction. Many of
these idols are crafied from mud and dung, and s0
are quickly worn aseay by the clements. Some,
though, are roughly hewon from boulders o the
defaced statues o other races. These can stand against
the sweather fo centuris,allzeing Mork (o passbly
Gork) an uninterrupted grandstan.
passing conturies”carnage

ow of the

Any varriors fighting under the grim gaze of
Mork (or possibly Gork) are infused with the
greenskin gods’ lust for battle. Units that start
the turn within 6" of the Idol can re-roll a fled
charge distance rol

MAGIC CIRCLE

Ancient mamnish ruin, raisd 1o emporcer primitize
ries, magiccircles can disipate harmfil orcery and
offr prtection 1o thase nearby

Units within 6" of the Magic Circle have the
Magic Resistance (2) special rule.

SINISTER STATUE

Witlsssatchmen, st 1o sand sentinel rer scret
dhrines by an ancient and unknocon frcs, these
siider sates take xcption 10 inierlprsin st

foreaf fushion.

At the start of each player turn, roll a dice for
every unit within 6" of the Sinister Statue.

On a 4 or more, nothing happens — the statue
cither doesnt notice the unit, or recognises it s
an ally ofits forgotten master. On a 13, beams
of light bz out of ts stone eyes — the unit
suffers D6 Strength 4 his.

SORCEROUS PORTAL
A sorcersus portal is pron 1o appear where certain
contours of il and aley el the Winds of Magic
in unespected ways. Many are caged and harnessed
by ambitious sorcerers, but scood and stone cannot

casily contain raww magic

At the start of the Magic phase,
dispel dice have b
spells are cast,the sorcerous portal belches forth
energy in the form of a spell. Roll 216 on the.
table below each time to see what spell is cast

x power and

n generated, but before

24 Soulblight (Lore of Death)

5-6 Wysan’s Wildform (Lore of Beasts)
7 Plague of Rust (Lore of Metal)
89 The Speed of Light (Lore of Light)
10-12 Fireball (Lore of Fire)

The spell does not need line of sight, always

ges the closest unt (regardless of range, if
the unit s in combat and so on), is automatically
cast and cannot be dispelled. If the spell has
choice of casting values, it is assumed to be cast
at the lower value.

WYRDING WELL
It issaid that Wyrding Wells are set upon sies
here the blood of the weorld bubbles 1o the surfice
This amber liguid has magical, if wnpredictable,
propertics and i a pr

ed ingredient in many potions
and elixirs,

Providing itis not in combat, a unit within 3"
can drink from the wellat the end of its
Movement phase. Roll a D6 on the following
table to discover the outcome of the unit’s
incautious imbibing

1 Magical Poisoning. Models in the unit
cannot make any voluntary action
(including shooting, casting spells,
channelling, using magic tems and so
on) until the start of the following turn,

whilst copious vomiting ensues

24 Adments Banished, The unit immediately
recovers 2D6 wounds’ worth of models,
as described for the Lore of Life Regromoth

spell (see the Reference section).
The G
carthblood erases all fear and sensation

of Oblvion. The coursing

from the minds of the drinkers. The
unit is subject to the rules for Stupidity
and is Unbreakable for the remainder of
the game.




wwithont doub,

important pieces of errain on a battefield. They offr
substantial protection 1o thase n
antage point for model

attacks. Warriors firmly enscon

e a good

make ranged

only be driven out by a determined assaul

As with other terra

elements, players should
identify a the sart of the game all picces of
terrain for which they are going to make use of
the buildings rules given here. This is

important, as during the game these rules may

give a clear advantage to some unts.

As with any terrain pieces, a small amount of

common sense will go a I

when dealing
with buildings. Players may agree to treat some
buildings as impassable (very small ones, or

those with a strange shape, for example).

Similarly, players may want to divide very large

buildings into several parts, each of w
counts as a separate building for the purposes of
the following rules. We'll discuss that in a lttle

more detail later — for the moment, lets take a.

look at the overall rules for buildings.

BUILDINGS AND
(OVEMENT

M the most part, buildings act as impassable

rain (the rules for which were given carlier in
hat said, we do allow units to
enter buildings and ‘garrisor? them. This might
seem a bit strange, but it nice and clear in

this chapter

terms of rules. Basically, we don't want units

hrough a building as if it were not
there, and nor do we vant them ‘iting’ on op
of it Ifit’s a building and you're a unit, you're
cither garrisoning, or not in contact with it

GARRISONING A BUILDING
A unit can enter and garrison an unoccupied

building if it can move into base contact with

building during the Movement phase. Some

units simply cannot enter buildings —

members of the regiment

e just t0o big
unless differently specified, only infantry,
monstrous infantry, war beasts, monstrous
beasts and swarms can garrison a building.
Remember that war machines can also be

page 109. Units cannot garrison a building in

 turn in which they have march

don of ranked up troops

into a building is not casy

When a unit garrisons a building, you'll
normally find that there’s not enough room for
the models in or on the structure (or that

placing them in the building just looks silly).

105 perfectly acceptable to place a representative

model from the unit i, on or next to the

building to remind you that the unit is inside

standard bearers are the best for this!), and

place the rest of the unit aside from the
battlefield. The main thing you're trying to

achieve s to leave a recognisable reminder as to
the building’s occupants for both you and your

opponent as the game goes on.

ONLY ROOM FOR ONE
Each building can hold a single unit of any size
and any characters that have joined it - once

0 other units can enter the

garriso
structure unless the previous tenants have left
(or been driven out). Note that characters can
join a garrison unit by moving into base contact
with the building.




ABANDONING A BUILDING

A garrison unit can exit a building in their
Remaining Moves sub-phase, though not in the
me turn that it garrisoned the structure. Place
the unit in any desired formation, with at least
one model in its rear rank touching the building.
No model in the unit may be placed more than
twice it normal Movement distance from the

building. The unit may not move any further in
a turn that it exits a building — iY’s too busy
reordering its battle formation. This s the only
way a garrison can voluntarily leave a building
it cannot charge out of a building, for example.

A unit that is Frenzied, or is otherwise forced to
charge, still cannot do so i it i in a building — it
must instead exit the building as close as

possible to the en

my instead of charging.

BUILDINGS AND MAGIC
Buildings do not offer any additional protection
against magic missiles, spells that affect the
entire unit, that target individual models, etc
Spells that use templates and damage inflicted
by Miscasts will follow the rules given later for
templates, hitting D6 models. Wizards inside a
building may cast spells as normal following the
rules for line of sight and range given below.

BUILDINGS AND

\]m| \...,v m,_‘ can e Mn be pressed into service
a5 impromptu firebases. Most have plenty of
windows, doors or otherwise gaping holes in the
structure through which a warrior can poke a
crossbov or other such ranged weapons. Even if
there aren't any pre-existing firepoints in a
building, the garrison can normally knock their

own loopholes in the wall as needed.

A garrison unt can shoot in the S
tracing line of sight from any point on the

oting phase,

building. The forward arc of the garrison unitis
assumed to be 360 degrees (i.c. all around) so
we donit need to worry about that either. The
range for a garrisor's shooting attacks i always
measured from the closest point of the building.

FIVE PER FLOOR

When a garrison unit shoots, there are only so
many vantage points to shoot from. We normally
sume only five models can shoot e floor of
m buiding, athough you may wat 0 sgre 3
rent number with your opponent o
ame begins.

SHOOTING AT A GARRISON UNIT
Enemy models can shoot at the building’s
garrison, provided that they can trace line of
sight to the building and that it les within their
forward arc. Naturally; we assume that th
building itself provides a certain amount of
protection, so we treat the garrison as being in
hard cover — shots are otherwise resolved
normally. Note that the garrison unit is
considered to be too spread out to be affected
normally by attacks that can affect multiple
ranks, such as bolt throwers — shooting attacks
of this nature will only hit one model.

TEMPLATE WEAPONS

Weapons that use a

template, such as a stone
thrower or cannon, inflict D6 hits on any unit in

a building that is touched by the template. I a

building is hit by a stone thrower,thes
resolved at the higher
of the template lis over the building, otherwise

hits are

ieth only if the centre

the lower Strength is used instead.

For example, @ building i hit by a cannonball, The
unit inside guffers D6 Strength 10 hits. As the
cannon has the Multiple Wounds (D6) special rul,

all umsaved wounds will mtiply 10 D6,

ASSAULTING A BUILDING
The only way to take an occupied building is by
 bloody tactic of storming in with one of your
units. This s called an assault. Each occupicd
building may be assaulted by a single unit

during cach Movement phase. The assaulting

unit must declare a charge against the unit in the
building. There can be no multiple assault
charges against a building, as the assaulting unit

is imagined to surround . If multiple units are

forced to declare a charge against an cnemy-

om.m building, only one can complete the
charge — the controlling player decides which

i vill s s rolling the charge distances.

The other units automaticaly fail their charges.

An assault charge is resolved just asif the
building were the target unit. If the unit's
charge distance is equal to or greater than the
distance to the building, it i successful,
otherwise the charge is faled as normal. A unit
that is assaulting the building is not allowed to

charge another target at the same time — it must

wheel to bring as many models as possible into
contact with the building and close the door in
such a manner that it does not contact any

enemy units when the charge is completed.

Just how man;

can we it in here?

Yo wtce sht she e do
ot plac i on the mambor
of models thet con i in o
particalor building This s uie
Wlibrae - emember tha &
sarricon docs vt B o Ik
Tike i capoble offting ina
building — some of the warriors
could beina basemens, o
anding guard oviide

Empire Crosioroman




Lizardman Timple Guard

CHARGE REACTIONS
A garrison unit can only choose to Hold or
Stand and Shoot, it cannot choose to Flee! — it
would take far longer for the garrison to exit the
building than for the enemy to flow around the
sides and run the garrison down. Exven a fuiled
Terror test will not exhort a garrison to Fleel
is better to face a mind-numbing peril with
four sold walls around you! Accordingly,
garrison that fails its Terror test does ot flec as
normal, but s forced to Hold. It does, however,
count as having automatically failed its Fear test
at the start of the ensuing round of comba.

FIGHTING THE ASSAULT

An assaultisn't resolved in the same manner as a
regular combat, as the two units involved are not
in base contact with one another. Rather, we
assume that a swirling mele takes place around
the building’s door, windows and other
entryways, with the best fighters from either side
pushing their way forwards into the fray.

16 hard to maintain the impetus of a charge in

a confined area, 50 models assaulting a building

lose all ch

rging bonuses. This means, for
instance, that they do not receive the normal +1
combat result, gain no bonuses for lances and

similar weapons, and do not make Impact His.

Who Can Strike?

At the sart of the Close Combat phase, before
any blows are struck, both players choose ten
models from their unt to form the courageous
assault party that vl ightin the assault Gf the
unit numbers less than ten, ther is no choice!).
Most of the time this will mean ten identical
wartiors, or at least nine warriors and the unit
champion, vill form the assault party on each
side in the assaul, but where there are

units, this selection

characters in one o both the

‘omes very important. When it makes a
diff
which side picks his assault party first.

ence, players should roll off to determine

We is Bigger dan Dem

As we limit the number of models due to a lack
of space brought on by the cramped
surroundings of a building, it would be unfair to
allow say, ten Ogres to attack in the same space
as ten Goblins. Therefore, monstrous
infantry/cavalry/beasts models each count as
three models when selected for a assault party,
and a monster (including any riders) counts as
five models.

Allocating attacks
Blows are struck in Initiative order as normal
and, unless the player specifies otherwise, are
dirccted against any rank-and-fle models
involved in the assault. If characters, champions,
o other models that can normally be singled out
if they are in base contact are involved in the
assaul, then up to half the enemy models can
choose to attack them (as often such heroes will
be performing derring-do in the thick of
fighting, at doorways or atop stairwells)

Note that casualtis ar taken from the back’ of

g P
up and join the assault party in place of fallen
comrades, assuming there ar
to.do so. So ten models will aways get o fight,
assuming there are enough left to do so!

e cnough survivors

Challes

A single challenge may be issued and accepted
as normal, but only models chosen as part of the
two sides’ assault parties can issue, accept and
refuse challenges — you can't use the challenge to

increase the number of models fighting.

Special Attacks
For special attacks (such as stomps) and items.
that affect models in base contact, a model

ghiing in a challenge, of
course, in which case they are in contact with the
model they are fighting!

COMBAT RESOLUTION

‘The victor of an assault is calculated as for a
normal close combat, however combat result
points can only be scored by inflicting wounds
(including overkill wounds scored in 2
challenge, if there are any). Standards, ranks,
flank and rear bonuses, and so on do not apply
(the last two primarily because a unitin a
building cannot really be said o have a flank or.
rear). A musician will tll win a drawn combat,
however (he spurs his fellows on to greater.
efforts). Otherwise, the close combat result is
based purely on casualtes




Defender Loses

IF the attacker wins, the defender must take &
Break test. Note that units garrisoning
buildings are always considered steadfast.

If the defender fails the Break test, then the
garrison unit s placed outside, directly
opposite the assaulting unit, as described for a
unit abandoning a building (sce page 127). 1f
this cannot be done, place it as near as possible
to this position. It then makes ts flecing move
as normal,

The attacker cannot pursue, but can enter the
building ifits controlling player wishes (and is
of a

building). If the unit does not enter the
building it is moved directly backwards 1",

troop type that is permitted to enter the

Other outcomes

If the garrison doesrit fle the building, either
because they've held the attacker to a draw or
beaten them, or have lost the combat but passed
their Break test, then the attacker must withdraw
from the assault, and is nudged directly
backward 1.

he close combat ends, and the
attacker must launch a new assault next turn if
e wishes another attempt at driving the
garrison out.

The assaulting unit does not have to take a
Break test if the combat was lost. The warriors
in the attacking unit know full well that the
garrison cannot run them down if the combat
goes poorly and automatically retreat in good
order with no chance of a rout.

BUILDINGS AND PANIC

Units garrisoning buildings take Panic tests

normally
the building. If the test i failed, they flee as
described for units that break from combat.

measure distances to the edge of

In the same way, a unit that breaks from
combat in a building, is destroyed while
garrisoning a building, and so on. can trigger
Panic tests in friendly units as normal.

MULTIPART BUILDINGS

The rules given here assume that your building
i of a farly small size (less than 6" x 6) and
composed of a farly homogenous structure (i.c.
is made out of the same kinds of materials).
None of th
or more complicated buildings in your games,

s to say that you can't use bigger

but you'll probably want to break them down
into several sections, each to be treated as its
own building, which can be occupied and

assaulted separately.

The forified manor bl i a
large and impresive bilding
and il cetainly requive
defning bfore the gome begins
Wi'ue dcided o split o the
illoing sectins:

Using ther appearance as a
guide, the various obstaces are
reated as sall (1), fores (2)

ol the great hall (5) s
reated as another Farthermors,
e decided that a garrison in
one of the manor sctons i
allroed 1o laanch an asanls

Jight seonld requive a certain
amount o cnperasion becceen
theplayers ther’ no real.
<uay of placing the madels 10 it
might become a lile asiract
b i b great fim!




T S e
plenifulin the Warhammer world. Sometimes,

this prominence comes from the magical nature
of the place, at others, it comes from the
resonance and sanctity awoken in the hearts of
its defenders. Regardless, a battle fought over
such a building vill be a slaughter indeed.

treated as a building or as impassable terrain

A piece of arcane architecture can either be
(the doors are sealed by the defenders). Models
that are inside Arcane Architecture are

automaticall in range of s effect

EXAMPLES OF ARCANE
ARCHITECTUI

Only your imagination can um the types of
arcane architecture you will

I batte over. Perhaps
i©'s worth considering the kinds of buildings
over which your army would be cager to fight?

ACROPOLIS OF HEROES

is ancient place soas /wm long ago

perhaps it

woas even raited by the Old Ones themselves

Amongst half-buried by mass and rubble

e the statues of fallen kings and herses wohse bold

Units within 6" of the Acropolis of Heroes are
Stubborn. A unit garrisoning the Acropolis of

Heroes gets +1 to hit in close combat.

DWARF BREWHOUSE

Jr the most famous and sought after

whole of the Warhammer world
Indeed, entre armics have been knoeon 1o make

detour 10 a breswery in order to purchase (or, more

normally, acquire by force of arms) a supply of heady

e surprise, therdore, that mast

Drrf o0 gras Logths o forsy thoi brevbouses

and are careful 10 place scveral barrels of cheap, but

highly intosicating ale, beyond the weals as soon as

marching army enter

All units within 6" of a Dwarf Brewhouse have
the Immune to Psychology and Stubborn special
rules (the rich b
ingredients renders them almost totally insensate
ars). Dwarf units within 6" of th

sive of it that
they are Unbreakable, but must first pass a
Leadership test, with a -3 modifier, if they want
to move out of range of the building’s effects.

d of hops, malts and sccret

ARCANE ARCHITECTURE

GRAIL CHAPEL
Grail Chapelscan be found throughout the world.
They are built upon stes where Bretonnian Knights
have encountered the Lady of he Lake. Thongh
Grail Chapels are ofien seemingly abandumed and
ruined, the poccer of the Lady
ficusing energis of rene

permeates every stone,
J and rebirth

All units belonging to an army from the Forces
of Order (sec page 136) within 6" of a Grail
Chapel have the Regeneration (6+) special rule.
Bretonnian units within 6" of a Grail Chapel
also have the Stubborn special rule.

HAUNTED MANSION
Many an abandoned tower or mansion was once the
abode of a Necromancer, whose dark sorceries could.

only be practised in secrer. The Necromancer may be

long gone, but the paltergeits and revenants remain —

as any who enter <ol doubtless discover

A haunted mansion is normally a building of
some kind, but there’s no reason why it carft be
aruin, or a cave. At the end of the Shooting
phase, all units within 6" of the Haunted
Mansion suffers D6 Strength 1 hits to represent
the spectral strikes of the mansion’s guardians.
Due to the ghostly nature of these attacks,
armour saves carinot be taken against them. A

unit inside the haunted mansion causes Fear

NEHEKHARAN SPHYNX

Long aga, the rulers of Nehekhara bound the

irickste sirits o he deerts intogrea temple.

Legend tels that thase who entreat a Sphyns:receive

at prser — if they can quench the spirit's thirst for
epton.

trickery and d

At the start o each player turn, the player whose
turn it i can choose one of his characters within
6" of the Nehekharan Sphyns to challenge the
The challenger must
take an Initative test. Ifthe test is failed, the
Sphynx devours part of the challenge
the model suffers a wound, with no armour

spirit o a riddling conte
’s soul and

saves allowed. If the test is passed, the
challenger receives one of the following special
rules, determined randomly; for the rest of the
game: De Charge, Heroic Killing Blow
or Loremaster (Death) ~ this last one has no
benefit to non-Wizards (i.. only Wizards can
actually use the spells!) but that doesnit stop the
‘Sphynx bestowing it inappropriately:

stating C




reature

A Wizard who is within 3" of the tower at the

hen they drato near 1o

% . ic phase is assumed to ransack

g Any models bela to an army from the by of add ‘”“ ol “"“l‘

: Forces of Destriction (e th alies rules on b ll th spells from his
en lore(s)of magc for that phase. I more

rd saves if

page 136) must re-roll .
i Ciemarite Shrine than one Wizard is within 3", randomly choose

as control of the tower at the start of
m can hold tw

TOWER OF BLOOD gk
The soals o

b The unnatural stench has a profous

of fighters,

transforming them

Units within 6" of the Tower of Blood have the

Hatred special rule. Units from the Forces of

Destruction within 6 of the Tower of Blood also

have the Frenzy special rule s soon a
moves out of range, the Hatred/Frenzy is




In the Balance

Brigade’ proortions, o simply

impase a handicap on a
experienced player

CHOOSING

YOUR ARMY

So you've read through the rules, and now you're itching to start putting your
generalship to the test. It's time to build an army.

ARMY BOOKS
Each of the races or realms in Warhammer

has its own Warhammer Armies book.

In addition to being cra full of history,

information and inspiring painting guides

along with all the rules and characteristc

profiles for the army in question, cac
‘Warhammer Armies book also contains an
army list that you can use to forge your
miniatures into an army

POINTS VALUES

Every model in Warhammer has been
assigned a points va en in the
relevant army list. Points values reflect a
model’s worth within its army.

The higher a warrior's points value, the better

that warior will be — it might be stronger,

have higher leadership, wear
better armour, and o on.

A humble Empire Spearman is a fairly average
soldier, costing around § points, whilst a
mighty Dragon costs in the realm of 300,

Most warriors have a basic cost that increases

as you upgrade their equipment and ablites,
giving you a wide range of options that you

can choose to spend your points on.

By addir

together all the points costs of the
warriors you have sclected you can find out the
points value of your army. Knowing the points
value of your models is important, as it gives
you a handy way of reckoning your army’s
effectiveness. A horde of two hundred Goblins
can be just as mighty a force as a score of
heavily armoured Knights — something not
necessarily apparent from looking at the
models themselves. Most games of

Warhammer take place between armies of an

equal points value.

SIZE OF GAME
To play a
opponent will need to decide the size of
battle to fight - the larger the game you
want to play, the larger the total points
values of your armies. The total points value
determines the maximum points you can
spend on your army.

game of Warhammer, you and your

For example, you may decide to play a 3,000~

points value

3,000 points or less. Normally, this will mean

tually be a shade less than

that the armies will

3,000 points, as

quite hard to spend every
last point.

Quite what that value is will depend upon how
long you want thie game to fake. At 2,000 to
3,000 points per side you'll have enough models
for a battle,yet small enough to be over in th

space of an evening. On the other hs

d, many
ing game has been played at 1,000

mally take
a smaller warband-

r even lower. Such battles nor

cames, or ‘practice’ battles where you can

try out new units and strategics. Larger games

take proportionately longer (and take up a lot

more space) with games of 4,000 points or more
providing enough miniature carnage to occupy a

goodly portion of a day;







Older Books

s thetime ofsriing some.

principle stated wnder Basic
Rules and Advonced Rales (e
1), the sytem included

Warhammer Armics book

M

Night Goblin Waross

THE ARMY LIST

the points total agreed, players need to
pick their forces using the army list in the

relevant Warhammer Armies book, and the

system presented here.

THE GENERAL

army must always include at least one
Lord or Hero to be its Gens

Every army must have a General to lead it into
battle. The General represents you — he issues
the orders that lead to the moves, shots, spells

and attacks that your troops make

MINIMUM THREE UNITS

An army must always include at least three

units in addition to any Lords and I

An army just st an army unless it has plenty
of warriors inits ranks

UNIT CATEGORIES

Each army I

divides the forces a

several categories. In a standard game,

are limited as to how many of their points can be

spent from any particular category:
LORDS

You can spend up to 25% of your points
on Lords.

Lords are the most powerful characters in your

army, individuals possessed of fearsome martial

or magical might

HEROES
in spend up to 25% of your points on
Heroes.

Heroes are lesser characters, not as intrinsically

deadly as Lords, but sill worth a score of

ordinary warriors.

WIZARDS AND SPELL LORES

Some Lords and Heroes are Wizards, and have
access to one or more spell lores. Although you
won't generate the spells that your Wizards
know unil you start to play your game (see page
142) you do need to make & note in your army
roster of which spelllore each of your Wizards
will use. If you have a Wizard that is allowed to
choose specific spells, you must select which

spelsthey are a the time you pick your army:

CORE UNITS
You must spend a minimum of 25% of your
points on Core units.

Core units are the heart of your army, the iconic
troops who make up the bulk of every warband
and warhost. Unlike other types of unt, there is
o maximum to the proportion of your points

that you can spend on Core units.

Some Core nits do not count towards the
minimum points you must spend on Core units
(sometimes written as ‘do not count towards the
minimum number of Core units you must
include’ or variations thereof) or indeed the
minimum number of units you must include in
your army. In fact, such units dor’t count towards

ory, just the points value of the army

SPECIAL UNITS
You can spend up to 50% of your points on
Speci

pecial units are invariably elite troops, capable

battleline of lesser warriors, or

great deeds in their own right.

RARE UNITS
You can spend up to 25% of your points on
Rare units.

Rare units are the most unusual warriors in your

rmy,

nighty monsters, weird war machines and
elite soldiers of unsurpassed skill. Rare units are

often fantastically powerful, but often require a

o get the most from them.

SPECIAL CHARACTERS |

he Warhammer Army books each include

the rules for several Special Characters within

their pages. They are famous, named war

es, tales of whose

leaders and mighty mag
legendary (or nefarious) deeds have travelled
far and wide, such as the Emperor Karl

Franz, Grom, the Paunch of Misty |
Mountain, the infamous Vampire Lord Viad
von Carstein and many more besides |
Special Characters are exceptionl individuals |
but, more importantly for our army sclection |
purposes, they are unique — each can be
included in an army only once.




DUPLICATE CHOICES
An army cannot contain more than

3 Special choices of the same type and

2 Rare choices of the same type.

“To further represent the'scarce nature of Special
and Rare choices there is a imit on how many
duplicates of each troop type you can include in
your army: This is only right and proper —
whilst not every Empire army will contain the
same number of

Sreat Cannons, say, there wi
be an upper limit as to how many such
‘machinery will be available. Remember, this
limit applics only to duplicate Special or Rare
unit choices of the same type, not to the total
number of Special and Rare units overall.

For example, an Empire army with its
‘maximum allocation of 3 regiments of

Greatswords could also include  couple of
Mortars, a pair of Great Cannons and some

Pistoliers too — provided the points dor't run
out, of course,

Note that this limit applies to the basic troop
type and isn't dependent on the size of the unit
or optional wargear. If a High EIf player take
one unit of 20 Silver Helms with shields, and
one unit of 10 with shields, or one unit of 20
without shiclds, then he has still taken two units
of Silver Helms — the difference in unit size or

equipment does not matter.

ARMY SELECTION SUMMARY

e

RARE Up to 25%

%
L(;RI;Si—‘t Up to25%
HEROES !vamm
CORE || 25% or more
SPECIAL | Up o 50%
|
!

POINTS LIMIT

Two Units For One Choice

Some units are lsted as takm[, up a single

05 Spawn can be
taken as a single Kurn‘hmu As implied, this

choice, for example 1-

means that t
choice. So a Warriors of Chaos army of 2,000
points could contain between 1 and 4 Chaos

Spawn. Ifit included 1 or 2, th
as a single Rare choice; if it included 3 or 4 they

two units count only as one

ey would count

would count as two Rare choices.

GRAND ARMY

In a grand army, you can include up to

6 duplicate Special choices and 4 duplicate
Rare choices.

I choosing an army of 3,000 points or more

we consider this to be a ‘grand’ army; with
enough patronage, cash or muscle to get a larger
supply of scarce units: up to 6 duplicate Special
choices, and up to 4 duplicate Rare choices.

For example, if the Empire army we discussed
carlir was increased in size from 2,000 points to
3,000 points, it could then include as many as 6
regiments of Greatwords in addition to is other
Specal choices

No limit
No limit

No limit

Upto2 (4 ifa Grand A

_.—Q

You must always include at least three non-character units, plus one Lord or Hero to be your General

DUPLICATE CHOICES

Up o3 (6 if a Grand Army
of 3,000 points or more)

High Elf Noble

my
,000 points or more.)



Wiite Lion Standard Bearer

Warhammer is normally a clash between two
upon their chosen battlefield, but this doesn’t mean (hﬂ
several players' armi

any number of players to join the battle. Games. m\olnng alcs mll oﬁen triger all

sort of bizarre al

inces, depending on the armies available to the

‘wish to invent a narrative to explain the reasons behind the ullmncc or simply
decide not to worry about it and get stuck in the game. It's entirely up to you.

To forge your aliances, split the players into two

teams. The teams don't need to have the same
number of players, but if you're playing a game
that uses points values (see page 132) s best to
give alittle thought to the reltive sizes of the

players’ collections when assigning teams, so that

you can be happy that the balance of the game is
as you wish it to be. The players can now pick
their armies and begin to play,

For cxample, fiv players (ncluding the humble

author) decide to play a multi-player game, with

5,000 points per side. Phil collects Ogres,

Alessio has Skaven, Jervis ha

arm; Jeremy has Ores & Goblins and I collec
Wood Eles.

We want to create a story to explain how this

battle come about and decide that the Tomb

ALLIANCE AND ALIGNMEN

all armies make natural allies — the
ummer world’s history of blood and battle

(to say nothing of deep-held grudges,
rampaging nihilists and incompatible

worldviews) ensures that some army

combinations will make for stronger alliances
than others. To work out how harmonious an
alliance between two or more different armies is
likely to be, we first nced to discuss the
alignmen
the age-old di

Warhammer world's armics
ion between Order and

Destruction.

THE FORCES OF ORDER

The armies of the Forces of Order are
considered to have the same broad goals as one
another (though the details may be different).
Essentall, they are builders, not destroyers.
The Forces of Order want prosperity and peace
for their peoples, to build (or rebuild) their

Kings army represents the Undead warriors of
an ancient barrow-king that was buried at the
home of the
Wood Elves. Coveting the warpstone artefact
tha
barrow-king, the Skaven have bribed an Orc,

edge of the forest of Athel Loren

according to legend, was buried with the

tribe and hired an Ogre mercenary band to sack
the burial grounds. However, the Skaven have

not counted on the hostile reaction that their

presence so close to Athel Loren would

inevitably cause in the Wood EIf inhabitants.

Based on our narrative and the size of cach
layer's armies, we therefore agree that 2,000
ints of Skaven, 2,000 poins of Ores &

Goblins and 1,000 points of Ogres will be on

one side. On the other side there will be an
unlikely aliance of 2,500 points of Tomb Kings
and 2,500 points of Wood Elves.

realms. Tt should be borne in mind, however,
that ‘peace’is a relative term. The Forces of
Order are not 2 united front, and spend much of
their time pursuing border wars and settling
matters of diplomatic insult with one another as
they do battling the Forces of Destruction.
Nonetheless, when dire times are loose upon the

world, the Forces of Order inevitably set aside

their differences to fend off the larger threat.

The Forces of Ords

are: the High Elves,

the Dwarfs, the Wood Elves, the
Empire, Bretonnia and the Lizardmen.




THE FORCES OF DESTRUCTION

The Forces of Destruction seck only to topple
civilisation, to shatter the shining cities of the
High Elves, burn the towns of the Empire and
despoil the Dyvarf holds. Where the Forces of
Destruction march, they leave only carnage and
sorrow in their wake. This should not be taken
to mean that the Forces of Destruction are any
more a unified alliance than the Forces of Order:

They are just as likely to battle amongst
themselves as with a common foe, whether in
appeasement of an unholy god, to further some
despicable scheme or simply because their
boiling blood lusts for constant batle.

The Forces of Destruction are: the Skaven,
the Warriors of Chaos, the Beastmen,
the Daemons of Chaos, the Dark Elves,
the Vampire Counts and the

Ores & Gol

TRUSTED ALLIES _

Uniits from different armies, but which share the
same alignment (3. either Order or Destruction
non-aligned units are always treated as being
lics, as detaled later) are considered
0 be ‘trusted allies when they fight in an alliance.

suspicious

They are batling towards the same goal (or one
0 smilar as makes no difference) and this
common cause is lkely reinforced by centuries-

old caths and the weight of a shared history

Trusted Alles units are treated as ‘friendly units”
from all points of view. However, if a rule only
affects a specific race, it will not affect friendly
units of another race.

This means that, to give some ecamples, Trusted
Allies units:

- Can use an allied General’s Inspiring Presence
special rule

- Can bejoined by allied characters.

- Clause Panic tests i alles when they are
destroyed, flee through allies, and o n.

- Are counted as being riendly’ wnitsfrom the
poin of vieww of targeting spels abiliies and so
on. E.g They can be targeted by asgment spells,
bt ot hex, direct damage or magic misile

spells and 0 on.

NON-ALIGNED FORCES “But in my Army Book
Al the realms and races we have discussed so i Says...”
Allances imoariably riger

rales questions, mastly 1o do
ith o the rules from one

far have been fairly casy to categorise

Politicking and backstabbing aside, each race
presents a united front — d
cither in civilsation's def

i armies march

destruction. There are, howeve
races whose alignment is not so easly judged.
Ogres, for cxample, are famous (or perhaps ?
notorious) sell-swords and mercenaries, happy to
fight for any master provided that the gold and
grub keeps flowing in equal measure.

Elscwhere, the Tomb Kings are less a united
race than a seris of ancient kingdoms, each
acting to the dictas of its ruler. Such armies CAN Ui i all means find.
march to war in service to the goals of either anather wcay
Order or Destruction.

The Non-aligned Forces are: the Ogre
Kingdoms and the Tomb

Bound by Blood
d allies can use an allied battle standard’s

Hold Your Ground! special rule, but only if they
are from the same racc/realm as the allied battle
standard (in other words, chosen from the same
Armies book). For example, a Dwarf unit could
not use an allied High Elf army’s battle
standard, but could use an allied Dwarf army’s
battle standard.

MAGIC |
If the alliance contains only Trusted or
Suspicious Alies, power and dispel dice
generated by the Winds of Magic canbe |
split between the allied armies as the
controling players wish, but this must be

done before any spellcasting is attempted.

Dice generated by channelling must only be |
used by the channelling Wizard's arm; as

must any dice gencrated by magic i
special ablities and so on.

Goblin Wlf Rider




Dark Elf Sandard Bearer

ALLIED ARMIES

SUSPICIOUS ALLIES

Ve om e syl ores e i Bnpiiom Hhcik et

considered to be suspicious alles — one can Allies, except that they
never entirely rely upon them. That's not to say
- Cannot e an alled General's Inpiring 4

cither party necessarily has any reason not to
e H Preence special ale

trust the other  they just can't quite bring
themselves to do so. This i true even in an
Camnot s an allied batle standand's Hold Your

alliance between two such armies — it's quite
L Ground! special rule

easy to imagine two Tomb Ki
fight agai
taking his eye off of the other cven in the midst

uniting to
t an invader, with c:

h never quite
- Characters cannot join units of Suspicious Alle

of battle.
DESPERATE ALLIES
()r‘tu}‘miiﬁﬁ,] it oo T i ot o e, et L

from the Forces of Order always treat units from "
the Forces of Destruction as being desperate ontatale oG s Inpiring
allies, and vice versa reence special rule

Units in your army treat despe Canno s an allied battle standard's Hold Your

enemy units that cannot be chas Ground! special rule

targeted with spells. The only time that

desperate allis count a friendly is if  spell or Cannat be joined by alled haracer
other effect causes damage to frendly units
In this case the desperate allics will be damaged - Have 0 take Dangerous Tervain tess shen
as wel, just ike fiendly units would lcing through alle
4 | = e at counted as rindly’ it from the point
MAGIC ofview of argeing spels.
1f the aliance contains one or more desperate

Do not cause Panic tests in alle

allies, the power and di
the Winds of Ma

as possible between the various allied armies.

1 dice generated by
i must be split s equally

1 the dice cannot be split equall, roll off to

allocate any spare dice. Dice generated by
channelling must only be used by the

ard’s army, as must any dice

channelling W

rated by magic items, special abilities

and so on. Note that Wizards are not

permitted to dispel an enemy spell that

targets only desperate allis.

FRAGILE ALLIANCES

Some races, specifically Skaven and Dark Elves,  All relationsin a fragile allance start out

are so untrustworthy that no

their own kin  normally, according to the various alignments.

can trust them for long. Worse, their However, each player in a fragile alliance must

manipulative presence tends to sour relations roll a D6 at the start of his turn — on a roll of 1~

between other allied parties. An alliance that 3, all of that player’ alliances immediately

includes Skaven or Dark Elves is automatically  become one step worse for the rest o the game

a fragile allance (unless they're already desperate alis).




GRAND ALLIANCE

The allies rules can be used for battles of all A grand alliance uses all the normal ally rules
scales, from skirmishes ofa few hundred points  presented earler in this section. In addition,

to slaughters many thousands of points in size. each side nominates one of their Generals o be
To help lend a suitably epic scale to these larger  their supreme commander  the head honcho by
games, any alliance that contains at least three  whose will the assembled warriors fight and die

armies, each of at least 2,000 points or more, is  upon the field of combat. Such is the sup
considered to be a grand alliance under the commander’s force of personality and voi
shrewd command of a particularly charismatic o command, his Inspiring Presence range is
mighty hero. doubled for the course of the battle!
o~
3

ALIGNMENT SUMMARY
Forces of Order [ Forces of Destruc

High Elves Warriors of Chaos

-
=8

Dvarfs Beastmen

Tomb Kings

Wood Elves Dacmons of Chaos

|
i
|
Bretonnia | Ores & Goblins |
Lizards \ Dark E {
| Skaven
S — - - .
SEEEESU N
| spicious | Desperate
Can use allied General's Inspiring Presence | v i‘\u, %\0 | i

Can use allied batle stand:

e T
o Grond_| e

Cause Panic tests in allies

| Are treated as friendly units for the purposes of spells | Yes
- — - -

|| Have to take Dangerous Terrain tests when | No l

|
\

flecing through allies

e S IR

S—

are chosen from the same Armies book




FIGHTING A
§= WARHAMMER
®BATTLE

So you've read the rules, assembled your glorious army and are even now champing
at the bit to unleash a smiting upon your opponent! That being the case, it's time to
set up and play a Warhammer battle.

met by chance or purpose, must OF course, not all battles are the same — quite

now battle for supremacy! Who knows wha the opposite in fct — so we vary certain details,

brought them to this bloody t and how the winner is

ground? Whether they f s allows us to reflect the

vengeance, justice or the act of slau

begin, and only the climination of the fo

fall of night wil bring it to an end.

e ndles. Ulimatey




represent pitched battles, where the
of roughly the same size and the situation
particular advantage. Tl

gives neither side
are cach designed o give both sides a
ch

special rules

ou can choose which

There are two ways tha
pitched battle to use. The firstis to pick
randomly, by rolling on the Pitched Bare able

shown below

D6 Pitched Bartle

Battleline (page 144)

Dawn Attack (page 145

Battle for the Pass (page 146)

Blood and Glory (page 148)

n s =

Meeting ment (page 149)

6 The Watchtower (page 150)

nce of winning, and have few, if any, scenario

The sccond method i to discuss the matter with
your opponcnt and agree which battle you both

amount
dupina

want o fight. This gives the maximu

of choice and ensures that you don
scenario that neither of you wants to

into the following
will normally be two armies of equal points

value, chosen using the system
The Battlefield, Deployment,

G ctory Conditions
al Rules. This format

cenarios — not just the




Impromptu Terrain

Don't orry abost win tancdin

g as evan hon e

gt Wee ll e s
oo v asa

o boks and et 0 reprens

ruined cartl,

you hove 10 bale e

THE BATTLEFIELD
With your armies selected, the next
you will need to do is to set up a suitable
battlefield using the wargames terrain in
your collection.

Place at least D6+4 pieces of terrain upon the
battleield, choosing the picces from your terrain
collection (selecting which of the rules on pages
116-131 you will use to represent each picce)

Alternatively make at least D6+4 rolls on the
Random Terrain Chart to determine what kind
of terrain your army wil ight over

7 RANDOM TERRA]N CHART

Result
Settlement of Order 7
D3 buildings, D3 sets of

obstacles, plus one roll on the 8

Steadfist Sanctum part of the

Random Terrain chart.

Steadfast Sanctum
Roll a further Dé;

1~ Grail Chapel

2~ Acropolis of Heroes

3~ Wizard’s Tower

D Tecmi 9

Sinister Structure 10
Roll a further Dé;

1 - Altar of Khaine

2~ Charnel Pit

3~ Bane Stone

4~ Haunted Mansion

5~ Idol of Gork

6 Tower of Blood

Hill 11
Roll a further D6
1,2 or 3 — ‘Ordinary’ Hill

4~ Temple of Skulls
5 — Scree Slope
6~ Anvil of Vaul

S

Building

A watchtower, mansion or
other similar ‘ordinary’
building.

2

FIGHTING A WARHANMER BATILE

sult
\humons Forest

Obstacles

Three 6" sections of one of
the following obstacles

roll & D6;

1~ Fence

2 Wall

3 - Blazing Barricade

4~ Blessed Bulwark

§ - Ghost Fence

6~ Rollagain

Mysterious River

Magical Mystery
Roll  further Dé

1 - Sinister Statue
Arcane Ruins

3~ Nehekharan Sphynx
4 — Sorcerous Portal

5 — Wyrding Well

6~ Magic Circle

Marsh

Rolla further D3:

1 - Earthblood Mere
2~ Khemrian Quicksand
3 - Mist-wreathed Swamp

Encampment of
Destruction
D3 buildings, D3 sets of

|
|
obstacles, plus one roll on
the Sinister Structure part
of the chart

Once you've determined the pieces of terrain
your game will use, roll off with your opponent.

Starting with the player who scored the highest,

the players then alternate placing terrain pieces

(or group of terrain picces) until all the terrain

battlefield.

has been placed on

he.
first picce of terrain that should be placed. If you
e 2 vatchtower to
nt building or
oll again for a different pitched battle.

DEPLOYMENT

ies chosen and the terrain set
i i’s now time to deploy. Typically, a

pitched battle will have two demav...em

zones marked out on map, as

istnsotons g5reening hory e s TS

be deployed. Before you deploy any of your

Wi

Note that the Watchtower scenario speci

ol this scenario and do not

hand, you'll need to use a diffe

rds, remember to generate their spells,

as deseribed in the Reference section.

ALTERNATING UNITS
Where a batle calls upon you to alternate

deployment of nits, roll off to see who sets up.

the first unit, and then take it in turns to deploy
a single unit in your deployment area. All an
army’s war machines are set up at the same time
(taking just one of the player’s ‘turns’) but can
be placed at separate locations in their
deployment zone. All characters must be
deployed last, again taking up just one turn, but
may be set up in separate locations or units in
their deployment zone. When using this method
the players rol off to see who gets the first turn,
but the player that finished deploying his army
firstis allowed to.add +1 to hs dice roll

RESERVES

Some battles call for ui

s to enter p\m as
reserves. These units use the rules
reinforcements given on page 27. T \m following
additional caveats also apply

* Units that are not normally allowed to move
(certain altars or war machines spring to
mind) are placed touching the table edge.

* Characters can choose to ither enter the battle
on their own or as part of a unit they are
allowed to join. If the battle uses dice to
determine when and where reserves enter,state
if the character i joining 2 unit before making
any rols If so, make a single roll for both.




FIRST TURN

“To find out which player takes the first turn,
follow the instructions in the scenario.
Different battles use different methods to
determine which player takes the first turn.
Some instruct you to roll off with your
opponent, others depend on which player
set up first.

GAME LENGTH

Most pitched battles run for six game turns, at
the end of which the winner of the batle is
determined using the Victory Conditions.
Some scenarios use altérnate methods to
determine the game length ~ where this is the
case it will be clearly outlined in the scenario.

If should go without saying that if one player
concedes the battle, the game ends and victory
goes to his opponent. At this point the only
gentlemanly thing to do s offer him a rematch!

VICTORY CONDlTIONS
h its

sce own Victory Conditions
by which »lmn can judge who has won.

VICTORY POINTS

Many pitched battles use victory points as
convenient shorthand for calculating the winner
)fa battle. In order to win you must either wipe
the opposing army out completely; o score at
least twice as

many victory points as your
opponent — any other result is a draw

Victory points are, first and foremost, awarded
for destroying enemy units, but other pivotal
actions, such as slaying the enemy General, or

capturing their standards are also assigned

Victory point values, to represent their effect on
the batdl’s outcome. Essentially anything that
enheartens your army o demoralises your
opponent’s curs s worth victory points. At the
end of the game, you are awarded victory points
for the following achievements

Dead or Fled

Each cnemy unit that has been destroyed or has
fled the table is worth a number of victory points
equal to the number of points it cost to include
the unit in the army;

For example, a wnit that st your opponent 351
poinis 1o field weould be worth 351 victry poins 1o
Jou carn more poins for destroying
pocerfil hits then you do for weaker ones.

you. This means.

The King is Dead
If the enemy General is slain or has fled the
table, you score an additional 100 victory points.

For example, a General that cot your cpponens 234
points s scorth a ttal of 334 wicory pints 1oy if
e s dead o fled (234 vitory poini or his poinis
st and. 100 for being the enemy General)

Seized Standards

You score an additional 25 victory points for
every enemy standard bearer that was removed
due to the

ast Stand rule (see page 94), or was
shin in close combat (remember this can only
happen once

e rest of his unit, except the
champion, are dead). If the enemy Batdle
Standard Bearer is slain under these

circumstances, his death instead scores an

additional 100 victory points.

For example, a Baitle Standard Bearer that cost your
appoment 95 paints s worth a totalof 195 victory

poins 10 you nder thes circumstances (95 victory

points for his points cast, and 100 or being the enemy
Batte Standard Bearer). Note that f a standard
bearer of any kind is killed by a shouing attack, spell
or anything else ouside o close combat these exir

ictory poins are not scored (the enem i assumed 1o

whisk their prized b

.ay before your troops
can get abld of ).

Underdog Challenge

8¢
If one of your unit champions slays an enemy

racter in a challenge, you score an additional
50 victory points in recognition of his decds.

For example, if one of your champions slays an enemy
charactesworth 92 victory
vitory points (92 for the charactr’spoinis cst and
50 for the Underdeg Challenge)

SCENARIO SPECIAL RULES
Some scenarios use unique special rules that
confer extra abilities, restrictions or effects
onto your games. We group all such
elements into the Scenario Special Rules
section, where they can be fully explained.

points, you score 14,

Building a Better
Battlefield

Waieso an s
stingup the A,m,m togethe

sating Similarly, you might cont

o group similar terrin psce

agether o create a narratice for
la

idings and salls sy wt place

e thesell o define the edes o

roadesays o fld boundoric? On
perhaps arrangeyour il in such a

ha your armics il e

fih ally or mountain
it 4 o e bl

ook hae ben set p sith uch @

o means the oly aptons. Th

posibilties are endle
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BATTLELINE

In the Warhammer world, disputes are settled upon the bloody field of battle. An
abortive raid by an unruly warlord, a dispute over a piece of territory, or any
number of a perceived slights can lead to two nations going to war. The conflict will
be settled in a battle between the rival armies, with the spoils going to the victor,
and death and dishonour to the loser.

THE ARMIES

Each player chooses his force using the army list

from a Warhammer Armies book, o an equal
points value agreed before the game.

THE BATTLEFIELD
b

Set up terrain as dest

DEPLOYMENT

Roll

ibed on page 142

o sce which player picks the half of the
e they will deploy in. The opponent will
he other half FIRST TURN

Roll off after deployment to see which player

deploy i

Players then fake it in turn to place units on the  takes the first turn. The player he
table, using the alternating units method of deploying his army first adds +1 to his roll
deployment deseribed on page 142. Units may

be placed anywhere in their deployment zone GAME LENGTH

that is more than 12" from the centre line. The batdle willlas for six game turns, or until a

time limit agreed by the players is reached,

whichever comes first

VICTORY CONDITIONS

Use victory points to determine the winner of

the battle, as described on

SCENARIO SPECIAL RULES
None.

| 2
i
\/

Placing Tiron

Side A Deployment Zone




DAWN ATTACK

When two armies first encounter each other they will usually make camp and wait
until the next day before taking to the field of battle. As the first rays of light sweep
the horizon the two sides will march forth, advancing through the gloom towards
the battle positions their generals have decided upon. Sometimes units will become
confused and lost, forcing their commander to modify his plan of battle.

THE ARMIES Once the first player has deployed, his opponent

Each player chooses his force using the army list  must do likewise, roling for each unit as

from a Warhammer Armies book, to an equal  described above.

FIRST TURN
THE BATTLEFIELD After deployment, the player t
Set up terrain as described on page 142 rolls a dice. On a roll of 6 he can choose who
has the first turn. On a roll of 1-5 the player that
DEPLOYMENT st up frst chooses who has the first turn.
Roll offtosce which player picks the halfof the
table
in the other half.

points value agreed before the game.

st up second

they will deploy in. The opponent will deploy

The player that won the roll off must deploy his
rst. Before deploying cach unit, roll

fer to the Deployment table to sec

where the unit must deploy  this represenss them. GAME LENGTH

roggily making their way to the batleficldin the  The battl will last for six game turns, or until a

darkness just before dawn breaks. Units with the  time limit agreed by the players is reached, 4

Scouts special rule do not roll on the table, and  whichever comes first. d

deploy using their own special rules after normal 7

ieployment is complete. Characters may ciher ~ VICTORY CONDITIONS

Jeploy on their own, rolling on the table like any  Use victory points to determine the winner of o

other unit, or deploy as part of a unit they are the battle, as described on page 143

allowed to join (state that the character will join

the unit before rollng to see where the unitand  SCENARIO SPECIAL RULES

haracter will deploy). None Wond Eif Highborn

Deployment Table S Side A 3.5: Centre. The enire

| 1 Lot Flank. The Rigk: Flaok SiERICeotre Lafs Flaakl s e
e o e e

18 g 18 o

Choose. The entire
= S unit must be placed in
the player's half

12" | anywhere more than 12

18" & from the cenre line
~—
el

\ within 15" of the arroe ([ Side B Side B Centre

Side B
| table edge on the Left Flank Right Flank

| plers g . =




THE ARMIES

THE BATTLEFIELD

Set up terrs

s described on p

worth keeping in mind when
le will be fou
 a narrow pas

DEPLOYMENT

of the table they want to deploy in. The

of the table rather than

that is more than 12" from the centre

Players take

table, usin

deployment described on pag

BATTLE FOR THE PASS

Many of the kingdoms of the Warhammer world are separated by towering mountain
ranges that can only be crossed at the occasional mountain pass. These narrow

defills are of vital strategic importance, and present a defender with the perfect
location to confront an invading army

Each player chooses his force using the army
list from a Warhammer Armies book, to an

1 points value agreed before the game

Roll off to sce which player picks the half

opponent deploys in the other half. Note

e s fought

the deployment

may be placed anywhere in their half

in turn to place units on the
the alternating unit method of

FIRST TURN

Roll off after deployment to s

receives the first turn. The player that finished

deploying his army first adds +1 to his roll.

GAME LENGTH

The battle will last for six game turns, or until a

time limit agreed by the players is reache

VICTORY CONDITIONS

Use victory points to determine the winner of

the battle, as described on page 143

SCENARIO SPECIAL RULES

Bottlencck

fought in a narrow pass
liffs. Becaus:

f this, the

Following the normal rules, flecing units can

way through the impassable terrain

ppear.from the table (or die trying!)

Ethereals and Flyers, must stop 1" away from

the long table edge

DolNeeda
| Mountain Pass? |
| Our map shores

long table edges,

on the ba
1abl’s edge illserve P







Skleton Sta

| Table Size

BLOOD AND GLORY

The battles fought in the Warhammer world are bloody affairs. Eventually, worn
down by destruction, one of the battlelines will break and flee, leaving their

opponents in control of the field.

THE ARMIES

Each player chooses his force using

he army
list from a Warhammer Armies book, to an

cqual points value agreed before th

THE BATTLEFIELD

Set up terrain as described on page 142

DEPLOYMENT

Roll off to see which player chooses the half of

the table they will deploy in. The opponent

will deploy in the other half. Players then take

itin turns to place units on the table, using

the alternating units method of deployment

described on page 142.

Units may be placed anywhere in their half of

the table that is more than 9" from the centre

line, and more than 9" away from either

narrow table edge

FIRST TURN
Roll off after deployment to see which player
reccives the first turn. The player that finished

deployis

his army first adds +1 to his roll.

GAME LENGTH

The game ends at the end of the 6th

turn or as soon as an army breaks. An a

immediately breaks when its Fortitude is equal
10 or less than its Breaking Point (see below)

VICTORY CONDITIONS

The first army to break the

nemy wins the

battle (see above). If neither army has broken

of the game, or if both were to

Itancously, use victory point

determine the winner (sce page 143).

SCENARIO SPECIAL RULES
Breaking Point: An army’s breaking point

i equal to one for every thou oints in

fractions up. So, an
army of up to 1,000 points has a

point of one, an army worth 1,001 to

points has a breaking point of two, etc

Fortitude: Any army’s fort

the current number o

ade is equa

indards in the army
battle standard), plus two for

units and units that are
only temporarily off-table sill count

2,000 point army (breaking
s andard, and

of six

Minimum Standards

ictory conditions wsed in

Uhis scenario mean that

ing
immediately as the game
tarts, For esample, in a
000 point batle 5o

ill need the gone:

and
Least one standard 1o
wid instantly breaking




It is not uncommon for two armies to come across each other an
deploy straight from column of march. More often than not, the fighting sta
while elements of the army are still marching towards the battlefield. In such a
battle there is little time for careful consideration or planning.

THE ARMIES

Each player chooses his force using the army
list from a Warhammer Armies book, to an
cqual points value agreed before the game

THE BATTLEFIELD

Set up terrain as described on page 142

DEPLOYMENT

In this scenario the table is divided into two
halves from corner to corner, as shown on the
deployment map. The players roll off and the
winner chooses the two opposite corners to
be used and which half of the table cach
player will deploy in.

The player that won the roll-off must dqv\m

their entire army first. Before deploy

army, roll a dice for each separate unit,
including each individual character and war
machine. On a roll of 1 the unit must be held
back as reserves (see the special rules for
Reserves on the right). After all Units have
been rolled for, those that are yor reserves can

be deployed in their side’s deployment zone,

MEETING ENGAGEMENT

imediately
rts

Once the first player had deployed, his
opponent does likewise, in exactly the same

FIRST TURN

Afier deployment, the player that set up second
rolls a dice. On a roll of 6 they can choose who

has the first turn. On a roll of 1-5 the player that
set up first chooses who has the first turn.

GAME LENGTH

The battle willlast for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first.

VICTORY CONDITIONS

Use victory points to det

rmine the winner of

the battl

SCENARIO SPECIAL RULES
Reserves
Reserves are not deployed at the start of the ¢

as described on page 143.

batle. Instead they can enter play on any turn
of their player’s choosing, using the

reinforcements rules described on page 27

Random Factor

i O the ther
4, should your

s ,ﬂ ; B
| et o iy mre

anywhere that is more than 6" away from the

They may enter at any point on the long table

edge of their deployment zone

Stavenslve

Who is the Best
General?
There is endless debare

Side A Deployment Zone




“No tower can stand
without the courage
of men to fortify it

- G Bors Todbrisger

THE WATCHTOWER

A wise warlord will proteet his territory by building watchtowers at strategic
f

locations. These fo

fied towers will have a small garrison, whose duty is to watch
out for enemy incursions into their ruler’s territory. Th

re expected to hold out

he
long enough for the rest of the army to arrive and bring the enemy to battle.

THE ARMIES

Each player chooses his force using the army list
from a Wa

points value agreed before the game

THE BATTLEFIELD

Set up the watchtower as described below, and.

mer Armies book, t0 an equal

then set up any remaining terrain using the
142, The machiores
counts as the first of the D6-+4 terrain picces

method described
that must be set up.

The Watchtower
A buikding mustbe setup at the centre o th table
Any building model can be used, but a Warhammer

Watchtower s ideal. If you dor' have a building

erterrain feature of your choice.

DEPLOYMENT

Roll off to sce who controls the wa

the start of the battle. The
the tower may deploy a sing r\. Core infantry
unit of no more than 20 models in th

llowed to

they wish to do so. The unit is not

voluntarily leave the tower until after the first

game turn of the battle has been completed.

The opposing player then picks the halfof the table

they will deploy in. Players then take it i turn t0

o artng with the player that
docsitcontol the watchiowe,using th altenating
units method of deployment described on page 142.
Uniis may be placed anywhere i their haf thatis
more than 12 from the centre ine

FIRST TURN

The player that does not control the watchtower
receives the first turn,

GAME LENGTH

the end of each game turn, starting

mber thedice i, 1 theacore i 10 o
more, then the battle ends immediately. If the
total is less than 10 then the battle continues for

at least one more game turn.

VICTORY CONDITIONS
At the end of the battle, the side that controls the
watchtower i the winner. The watchtower s
controlled by the unitinside or,if it i unoccupied,

closest it that i not flecing. In the unlikely
event that ncither player can claim to control the
watchtower, use victory paints to determine the

winner of the battle, as described on page 143

SCENARIO SPECIAL RULES

None

Side A Deployment Zone

12/

&

12’

Side B Deployment Zone
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WAR UNENDING

This once was a world of purity and splendour. An ice-clad jewel in the heavens, slowly
nurtured into a paradise by beings older than Time.

To look upon this world was to witness the hopes of that unknowable race made real.
Lush vistas of dense jungle swathed the lands, winged lizards swooped lazily through the
multicoloured mists. White-crested mountains soared through gossamer clouds to graze the
heavens, their uncharted depths shot through with thick veins of precious metal. Oceans blue

lemy s thrived across the
globe, their reptilian deni;
For a while, the world knew harmony.

Then came Chaos.

The Great Cataclysm shook the firmament with such force its echoes still pervade, and always will.
All semblance of tranquility was blasted away in an instant. A screaming gale of raw magic
enveloped the lands and the beasts that dwelt within. It remade them into forms disturbing

and unclean, shaping them like clay in the hands of a demented artist.

Where once was beauty there is now a vision of insanity. The crumbling faces of ancient kings,
hewn from granite cliffs in acons past, speak backwards untruths devised purely to riddle a
‘man to madness. Endless forests of gnarled and sentient trees grab and strangle those that

stray too close, their eaves hung with throttled corpses. Towering citadels of bone and sinew
burst upwards from the ground at the command of cackling mages. The parched lands crack
and split to reveal mass graves, moaning faces, hissing lava. Monstrous terrors prowl the
wilderness in search of fresh meat. Nowhere is safe.

Upon this precarious foundation are built the sprawling nations of the world.
“The kingdoms of Mankind are triumphs of hope over constant adversity, their busd
f iti ing in si i And yet there can be no peace.
The corrupting taint of Chaos yields discord as a field yields crops, and there are always
warlords willing to reap its bloody harvest.

Ever onwards come the barbaric and murderous tribes of the wilds, flowing together into an
immense horde that blackens the lands. The electric promise of conquest crackles in the air.
Hell-spawned fiends boil out from the night, desperate to enslave and destroy. Roaring
behemoths lumber out of their lairs, evil warlocks summon searing conflagrations of raw
magic that turn entire battalions to ash.

ing to meet them are armies beyond counting, their enchanted banners streaming in the
The rising sun turns red a hundred thousand spearpoints. Its rays burnish the armour of
commanders hungry for conflict. And yet Man does not stand alone in his war against the
darkness. The proud warhosts of the elder races stride out from their ancient realms,
resplendent and majestic. Each warrior is the equal of a dozen lesser mortals, and yet none
expeet to see the dawn.

Under storm-wracked skies these surging legions clash. Battlelines slam into each other with
the force of tidal waves. The muted roar of warfare resounds from the uncaring peaks.

The gods of strife shall feast upon this day, and every day hence, until the end of time.







AN AGE OF WAR

“This is a dark age, a bloody age, in a world seetl h conflict. Breathe
in the stench of constant bloodshed. Listen to ﬂle agonised screams of the
dying and the harsh cries of the triumphant. These conflu.(s have raged
for thousands of year: ery nation and race is locked in a struggle for
supremacy. And yet, victory can still be wrested from the fires of battl

Itis the time of Emperor Karl Franz 1, Prince of Altdorf and celebrated leader of the Old World.

The armies of the world muster once again for the war to end all wars. In the sprawling cites of the

is thronged with soldiery amassing for the new crusade. Every

Empire of Man, every cobbled st
tavern is host to recruitment sergeants pressing the Soldier's Schilling upon those who would never
axes and plate mail. No

dare enlist whilst sober. Every smithy is bent to the production of sword
L war efort, for thisis  war that will decide

stone is left unturned in the furtherance of the my
the fate of the world

Across the bradth o the Empire, ivers are pled by rmoured barges whose crenllion bl
inst the Goblins and.

pes

with volley guns and great cannon,
4 columns of brightly-uniformed sae troops wind and flow

Beastmen that infest the banks. Mi

15 of imminent battle. Genius engineers

along the forest roads, eyes shifting left and right for s

\g machinerics of destruction; wizards st in preparation for

creste ever more bizarre and devast
arcane feats of searing potency. Warrior Pricsts pray for the direct intervention oftheir gods, thei

5 ate of measures.

e time has come for the most desp
he rule of Karl Franz, as tempered by

th, for 4

weapons alight with
The magnificent armics of the Empire stand united by
battle as the magical warhammer at his side. Thanks to the Emperor’ statecraft, the proud warhosts
of the Elves and the Dvwarfs put aside their ancient rivalries and fight side by side against the
ot by gold but by the best

common foe. Armies of Ogres and Halfings, thir allegiance boug
uartermasters and chefs the Emperor can provide, line up alongside the veteran soldiery of the

Empire I, some value  vitory feast even more than honour and glory and the embatted

Empire has no short
o a8 o s well King st ke g w0 and bl e before i, s
deficld

his appearance upon the bat

wits are as sharp as the talons of his griffon steed, Deathclaw,

is a portent of hard-won but imminent victory. Whispers fill the alleyways, the temples and
Karl F ht that will drive back the darkness? Is the Emperor, lord amongst men, the

Sigmar of a new age

THE EMPIRE BELEAGUERED
For all the hope that Karl Franz embodics,there remains a world of menace and despair that spreads
around and throughout th civilised realms. Within the decp woods of the OId World dwell creatures
n's nightmare: Cockatrice, Jabberslythe, Chaos

iz the |

huge and fi
‘Spawn, Chimer, Ghorgon, a
ants to build new fortresses and temples, scant le

yet unnamed. Whilst industrious men swarm like

ucs avay the warherds of the Beastmen tear down
d trample each edifice into the dirt
In the dank corners of the Old World, vampires practice dark rites i twistcd, macabre castles,
their hissng incantations raising whole armics of rotting cadavers from the peaty carth. Spectral
forms descend upon sickly moonbeams into far-flung villages, thei touch granting lunacy or
shrivelling their victims to dust. Hooded Wraiths and cannibal Crypt Ghouls stalk isolated hamlets
and plague sites, craving the warmth of the living. In the land of the necromancers, death is no

escape from the tides of war.
From the vales of Bretonnia in the west come crusading knights by the thousand, lances and voices
aised, their dukedoms left threadbare to ensure their weapons of war are as true

s with colour and splendour as skyborne cavalry soar to battle upon &
bin tribes skulk out from the valleys,

even the proud kingdom of Bretonnia s infested — countless
the gnashing, thrashing beasts of the cave-world following in their wake.




re-bellied
mountains, united by an unquenchable thirst for battle and mayhem. Spider kings with chitinous legs

Across the world, howling tribes of brutal Ores pour down from the foothills o

as thick as tree trunks stalk out from the forest, gnarled Squig-beasts tow creaking artillery towers to

the front line, inebriated Giants stumble from the bu
fight. Amongs the g
when battle i joined, breaking apart and reforming into stomping, roaring gods of war, snapped.

ing remains of Dwarf brewerics, spoiling for a
inned anarchy come heaving wooden effigies that crackle with power

ropes and broken corpses trailing in their wake.

A WORLD EMBATTLED
A tiver sparkles in the il
hoof High y
waves but fron

lleys of far-off Ulthuan — no normal river this, but a great gittering

Ives, clad in blue and purest white. The evening light glints not from the crests of

e blades and helms of their glorious phalanxes. They go to war once more, for the
sc avay;  score of Black Dra

ir tattered wings eclipse the sun. Their acidic flames

time of reckoning is at hand. Barcly a lea ons are stirred from their

torpid sleep by the cunning Dark Elves. T}
turn a hundred High EIf warriors to ash with every breath
In

march forth in grim silence as they take the f

he crumbling subterranean empire of the Dyarfh, stout throngs of Clansmen and Longbeards

ht to the hated Goblins and the verminous Skaven.
dyte flesh, b
reasuries are raided

Battle s joined, a thousand masterpicces of Duarven weaponeraft cut deep into trog

the villinous hordes are without number. The perl becomes sale

for the most ancient of magical weapons, experimental war engines unearthed, runes of desperation

truck. Ancestor gods grumble their commands, and new heroe:
sl
south, lvin

nger sights are to be seen in the lands even further afield. In the bone-strewn deserts of the

rolcano-gods belch forth armies of elemental flame at the behest of silk-clad sorcerers

Undead kings command their monuments and statues to shake off the sands and lurch into |
dunes melting underfoot as they advance before an endless army of sun-bleached skeletons. In the

Dark Lands, the blacksmiths of Chaos emerge from their citadels. Amongs them come lava-spewing

solems and vast winged bulls branded with the mark of the Father of Darkness

From the northern wastes come albino gi

nts clad in icicles and hoarfrost, ripping up pine trees in

their hunt for the blood of man. A monstrous host of Trolls shambles southward, their vomit-stained

King bellowing his horrible intent. Armies of blubber-clad Og

aside whole ranks of lesser warriors with club, fist and gut, making veteran soldiers seem no more

than infants by comparison

ful forests pull up ots and shamble to war,their advance as inevitable as
the onset of winter. The boughs of centurics-old trce spiris shiver with rage as the Elves of the wood

fart into battle art. A mile from the

on, cach of their arrows finding a throat, an eye,

Flven towers that stand sentinel upon the coast, an armada of Norscan raiders crosses the Sea of
Claws,intent on bringing war to the rich and temperate lands of Karl Franz’s Empire. A flect of

Imperial gallcons moves o intercept their course, and batle i joined in the midst of a thunderstorm,

THE ARMIES OF UNREASON
And yet in the far north the darkness grows ever thicker, the terrors it conceals hatching out from the
il like dacmonic wasps from a hidden nest. In the Shadowlands, shimmering, hell-clad mansions

laver and moan as they writhe across the land, spilling out daemonkin in

at spurts like blood

from a mortal wound. Astromancers channel lightning from the thunderheads above, acting as living

erest of the world, mutant warriors
to reach the Eternal Battle and
above, the gods wage war amongst themselves,

induits to blast apart the gatchouses of their prey. Upon the

Jlamber across landscapes of distorted, gibbering skulls,

arn the favour of their gods. Even in the cloud:

Armics of fesh, bone, cla; oak, gold, sand and magic; llsrive to conquer and despoil

Against this panoply of disaster the forces of order fight harder than ever before. All the manifold

vents of a long and bloody history have led to this crucial point. The races of the world stand upon

the brink. Wl the empires of Karl Fran and his allies overcome the evils that threaten to consume
them? I this the dawn of a new age of progress and conquest, or the threshold of catastrophe?
Only one thing is sure. Ditrich vom D

the Crimaon Londof Sylosgis

There will be war!




ANCIENT
HISTORY

The world was an ice-locked and desolate place until the coming of the
beings known as the Old Ones. They melded and wrought the substance of
the planet until they had fashioned a utopia, which they populated wirh new
races of their own creation. Then came the Great Cataclysm, and d

history of the world was changed forever.

THE TIME OF DRAGONS

hefore the race of Men forged their empire. Epochs ago, the
p

The history of the world begins lor

oths, chasm-dwelling M

world was populated by gigantic beasts — lightning-clad Sh

segmented Leviathans, and cven sranger creatures. The race of Dragons were a5

intelligent and articulate, though ultimately the rising temperature of the w i deove e

ir number into torpid slumber. Far from unthinking, many of these clder creatures had their own

domains and ambitions, and frequently warred amongst each other for ascendancy. The ground shook

to the clash of titanic monsters and, for a time, they ruled the lands of the world.

Then came the OId Ones, a mysterious and near-omnipotent race who plied the depths of space in

silvered ships and star-spheres just as men would one day ply the oceans. They looked upon

. By their reckoning, this world would play an

world from above, and they found it to be ¢
important part in the destiny of the universe. So it was that they took to stecring the planet’s path

« continents ofthe world, fshioning then in
allowed

toward the warming light of the sun, and reshaped

accordance with ancient prophecies and patterns. The Old Ones also created portals
them to travel vast distances and move at will from this realm to the next

They knew not that, with these acts, they were cultivating their own demise.

CHILDREN OF THE GODS

Amongst the many skills of the Old Ones was the a

to shape whole new lifeforms, creating new

beings that brimmed with potential from the most imperfect of materials. It was the Old Ones who

ht into being the races that now dominate the world.

The first of these were the Slann. The Slann's toad-like and corpulent bodics belied a mental
power that could shatter mountains, scorch the skies, or fold reality in upon itself. The first Staan
were mere servants to the Old Ones, but nonetheless they were mentally advanced beyond the
e and all, the Slann of the

wildest dreams of those who would serve them in turn. Gifted savan

first spawning were immensely powerful mages, able to blast apart the monstrous denizens of the

asually belched word of power. It was

prehistoric world with the twitch of a webbed finge

they who interpreted the will of the Old Ones and committed their instructions onto sacred

These plaques, crystalised from pure thought, would form the blucprints of the world to come.
The Slan in turn were served by the Lizardmen. First amongst the Lizardmen were the S

he birthing pools bencath the Slansts temples. The

reptilian warriors spawned in their million i
¢ and resilient; perfectly obedient warrior beasts with selfless bravery

‘Saurus were physically stron

and an innate understanding of combat. Whilst giant construction-lizards and saurian beasts of

burden laboured to build great pyramidal temple-citis, the Saurus brought order to the primeval
world with jagged clubs and jade-toothed blades. Seen from
serpents, but in truth each was a winding column of Saurus,
every azure scale an individual warrior going forth into the world to enact the OId Ones’ wll

As the Lizardmeris labours nearcd completion, the paradise the Old Ones had fashioned was
ttering network of nodes and conduits that stretched

ar-ships above, the world seemed

infested by slow-moving and gig

crowned with a geomantic web of power —a
he Slann to traverse it or shape i at their whim. And shape i they did.

across the planet, allown
The creator-gods smiled upon that which their minions had wrought, but they were still not satsfied




THE NEW RACES

From this crucible of civilisation, yet more races and species were broug!

into being. None truly
know why the Old Ones populated their paradise with such a diverse array of sentient creatures.
Perhaps the Old Ones raised up the yous

aces from the primordial jungles in defence of their new
realm. Their motives will forever remain shrouded and unclear, for the Old Ones are no more.

First amongst the new races were the Elves. Exceptionally dextrous and
iven the island c

Had an affnity for the magical energies welded by the OId Ones, but sadly, they did not prove as
resistant to the corrupti as the Old Ones had hoped.

ntinent of Ulthuan, which they tamed with arroy

effects of m

Affer the Elves came the D

raft masterpicces imbued with supern

and built their clegant civilsaion upon ¢

s e oneites o G wonkd. The sl

burrowed deep into the mountains, carving out magnificent subterranean halls and palaces.

From the wilderness came the greenskinned Ores and Goblins, their insidious spores perhaps

unwittingly introduced to the world upon the st

vessels of the Old Ones. Later came the race of
Men; adaptable and prolific, so vital and ingenious they would be abl
environment. Lastly were perhaps

most unfinished of all the Old Ones’ creations; the somerwhat
races of the Halflings and the Ogres

radically different in size and strength, but similarly
fond of food, and resistant to the baleful lure of the m:

cal world.

The creation of the new races was not the only great work embarked upon by the Old Ones. They
had raised stellar gateways to a dimension of pure spirit, known as the Realm of Chaos, at either pole
f the world. By passing through this realm the Old Ones could tr
artbeat. Their boundless ambition had

vel immense distances in a
b terrible cost. Whatever entities dwelt in that dimension

resented the intrusion of the Old Ones, and slowly formed plans for an intrusion of their own.

Withthis porcer the;

tap into the nercork of

o Mage-Pricss are till
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“They were 35 varied
15 thought itell,
sosring and clawing.

{
% el
|

B8 e i implosion

tatier — known s warpstone — span int the sk Thus s moon.

triumphnt cascade

ipeie | With a tremendous feat of arcane might, the Slann M
drowned everything : . i : "" frane ok &
it the fbric of the mateial
& Given ife by the nightmares ampant ac
by the Old Ones and

lands. The mayhem they wro

their Slann viziers. Thoug! aemonic incursion,

me to the world.

their civilisation was brought to its knees. Chaos b

in the space of a few d.

CHAOS EMBODIED

he OId Ones disappeared. No-one knows whether they fled or were

es of order and life, and the Dacmon:

sils s great chunks of warps
unharmed by these burning meteors were tainted as a thin
it touched. The forests of the
hideous forms of lfe sprang

that reflected their crude




subconcious minds. So it was that the Beastmen were born, the first Skaven crawled out from their
vermin-infested marshes, and the monsters of the world were brought into being.
In the steaming jungles of Lustria, the Lizardmen did not give up. Resolute, they took the fight
t0 the daemonic legions using every one of the formidable weapons at their disposal. Gargantuan
reptiles crashed into titans of living brass, feathered lizard-kings breathed lightning into the foctid

ranks of the unclean, and phalanses of Saurus fought against bellowing Dacmon behemoths. The
surviving Slann Mage-Pricsts worked earth-shaking magics and turned their homeland from a
paradise into a hell, a verdant fortress of endless greenery teeming with deadly lifeforms that sank
their fangs and tendrils into any who were not native to that land. The long war between the
Lizardmen and the Daemons had only just begun, for though many temple-cities were lost in the

first few days, others stood, tenuous redoubs of reason in a boiling ocean of abomination.

A SAVIOUR COMETH

Across the jewelled ocean in the far-off island continent of Ulthuan, the race of the Elves were also
caught in a struggle to save themselves from the ravages of the daemonic incursion. They suffered
terrible losses with each and every engagement, for their weapons were designed for hunting, not

warfare. The doom of the Elves was nigh

It was during this time of blood and slaughter that Aenarion strode out of the wastes. Tall lithe
nd breadth of the world
Seeing the desperation of his people, Acnarion took up the mantle of defender of Ulthuan, and as
battle raged outside Aenarion p
nightmarish dacmonic horde. He implored the Elven pantheon for strength, and was met with

and strong, he was a pecrless warrior who had battled across the length

d fervently a the Shrinc of Asuryan for the strength to oppose the

silence. He burned offerings in the sacred flames, but no answer came

Finally,in despair, Acnarion threw himsclf into the incandescent flames. Though agony wracked

his body, Aenarion survived the ordeal, proving his purity beyond doubt. More importantly, he had
become imbued with the raw might of Asuryan the Creator. An oath upon his lips, Aenarion took up
his spear and strode out of the Shrine. He fought his way thre

the rampaging Dacmonic horde

and slew the Daemon King at its head with a single devastating thrust.
Over time, Acnarion gathered a massive army of Elves to his side. Clad in a st of inviolable
armour wrought within the legendary Anvil of Vaul, Aenarion was like unto a god of war. The Elven

thirst for vengeance proved deadlicr than any blade. With his new army flew hundreds of Dragons,

alles of the Elves since the dawn of that race. The skies themselves came alive with their number,

and the Dacmons were driven back in disarray before their wrath.

Though Acnarion undeniably saved his ace from annibiltion, even the armics of Ulthuan could

Dy
was slain, and their children lost.

THE PRICE

Wracked with grief, Aenarion vowed to slay the Dacmons once and for all, no matter the cost. He
summoned his steed,the grea dragon Indraugai,and flew o the abled Blighted sl at the north of
Ulthuan. Against the counsel of his friend, the archmage Caledor, Aenarion sought to draw the
Sword of Khaine from its great black altar a the heart of the island. This was unspeakable foly, for
the weapon was not ntended for mortal hands, and to draw it was to damn oneself forever

ht for all eternity; for Dacmons cannot truly be killed by mortal weaponry. The war against the

sons raged on, eventually reaching the heartlands of Avelorn. Aenarion's consort, the Everqueen,

In his rage, Acnarion cared not. He became all but invincible, scattering the Chaos armies before
him. All feared his power, be they mortal or immortal. Aenarion had become not only the avatar of
Asuryan, but also a conduit for the bloodlust and fury of Khaine, the Bloody-Handed God.

The price of this new power was high indeed. By scizing the Sword of Khaine, Aenarion had

ondemned his lincage and that of his people to an inescapable curse that would plague them until
the end of time. S it was that the sced of corruption was introduced into the High EIf race

Years later, King Acnarion rescued the mysterious seeress Morathi from a coven of Chaos
worshippers and took her as his sccond wife. She bore him a son, which he named Malekith.
Meanwhile, rumours began to circulate of darkness and cruelty within Aenarion's court. Unrest
fermented, and many decried Acnarion's merciless perseution of all who defied him, but soon after
Ulthuan was threatened by another dacmonic invasion. War had come to Ulth

Though the Lizarcdmen
counterattacked the Daemonic
Igons it anemitig o
the preer-of Chas

Morathi, knoeon in later
centurics as the Hag Sorceres,
s considersd 0 b the oot of
much of the el that grarced at

Pl e
acros the conarie.




s of hope?”

~ Dhe Lamentof
Bl Shanaar

THE VORTEX COMPLETE
‘The greatest mage of that era, Caledor
Dragontamer, believed that there was only one way
to truly defeat the Daemon armies. He devise
grand plan to drsin the swiring gales of magic that
raged out from the maclsirom at the top of the

world, to channel these etheric forces into a great
spiral of cncrgies and funnel them back into the
Realm of Chaos. It was an audacious and desperate
ploy and ifit filed, every living thing in the world
would pay with s lfe. Such was Ulthuar’s plight
thatis ruling council feltthey had no choice.
Caledor and his archmage acolytes repaired and
expanded the ancient spiral network of standing
stones that had stood upon the island continent of
Ulthuan since the dawn of the first days,
magniffing the flow of energy around Ulthuan a

hundredfold until it was visible even to those.

surrounded by innumerable armies of the
, Caledor
Dragontamer inished his great work. Incredibly

the archmage's final ritual was successful. The
resultant cosmic vortex drenw the roiling essence of
Chaos from the world like poison from a wound,

slowly at
hurricane of energy raged across the skies.

st, but with gathering speed until a

REDEMPTION

During the closing stages of the battle, the mages of Ulthuan faded awiy one by one, their lives forfeit to

ensure the vortex's completion. Meamwhile, Aenarion and his faithful dragon Indraugnir were locked in
battle against the four towering Greater Dacmons of Chaos sent to destroy him. It was a battle that no

mortal should have been able to survive, for each of the Dacmons was the

magical fires cascaded from Aenarion's blessed shield. Spinning upon his heel, Aenarion turned to face
the many-limbed Keeper of Secrets that loomed above, but the ithe monstrosity was faster till. It caught
Aenarion up in a great claw and crushed his ribs ike glass, though the Elven god-king plunged his

sword into the Dacmoris heart in return. Next to die was the Great Unclean One, its suppurating f
Acnarion was the raging, gore-clad Bloodthirster,

scared by Indraugnir’s white-hot flame. Last to f
though with a st swing of ts hell-forged axe it dealt Indraugnir a blow that would prove ftal.

Battered and bleeding, Acnarion climbed upon the wounded Indraugnir one las time and
commanded him to fly back to the Blighted Isle — a journey that proved too much for the noble

Aenarion's

eat shudder and died upon the beaches of that dread island.
ust the cursed sword back into its altar

drake. Indraugnir

st act was a pilgrimage to the Altar of Khaine, where he t
in the hope that the age of bloodshed would finally come to an end. His body was never found.
With the completion of Caledor Dragontamer's vortes, the fll powers that sustained the Daemon

hosts were drained from the world. In distant Lustria, the constant onslaught the Lizardmen had
endured ceased altogether as the Dacmon armies faded from sight. The Dwarfs of the mountains,
resigned to a last stand in the face of ‘odds, found nothing but s in the
ek s el The b the ol become e Eenpreof Moaa cluced iyl M8
like talismans, barely daring to belicve that the terror had come to an end. The world took a new
breath and found
heroes, Ulthuan had brought stability and hope t the world — for a time at last.

the air to be wholesome and clean. With the sacrifice of its greatest sons and
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dlad in gleaming
batle armour and disciplined;
f Elven spearmen,

round shuddered t e charg

ears later, in an act of perfidy so base it choes throughout fime, Malekith attempted to take the
Phoenix Crown by force. After accusing Bel Shanaar of covert Chaos wors]
resultant confsion, Malekith ambushed the Phoenix King within the Shrine of Asuryan and cut him
down without mercy. Like his father before him, Malekith plunged into the fires of the shrine, cager for
jected Malekith, burning him terribly

A blackened and twisted echo of his former self, Malekith fled back to his home province of

and poisoning him in the

Asuryar's blessing. But the sacred flames of Asuryan

Nagarythe, his followers in tow. There he stoked the embers of resentment i those who had listened
0 his malicious rhetoric  including those hidden cults so favoured by his mother, Morathi. Such was
his political skill that soon a yawning schism looked st to divide the Elf race forever: Civil war
erupted across Ulthuan and brother turned upon brother. The EIf race was irrevocably split into two
factions, the High Elves of the Phoenix Throne, and the Dark Elves of Nagarythe. Malekith, now the
bearer of the legendary Circle of Iron and master of the ways of magic, was sealed within a great suit
of spiked armour and hailed as the Witch King by his deviant court. Mounted upon a giant Black
Dragon warped by forbidden powers, Malekith won many victories, but he was eventually defeated in
battle by the new Phoenix King, Caledor 11, at the storm-wracked battle of Maledor. Malckith fled
the fild for the reaches of Nagarythe, more determined than ever to bring Ulthuan to its knees.

A RACE DIVIDED
The struggle between the Phoenix Court and the followers of Malekith was soon to be realised on @
a time the Elves have ever since called The Sundering. Brooding in his defeat and

terrible scale

‘mad with jealousy, Malekith plotted the ultimate punishment for those who had stolen his birthright
Caledor

d at the culmination of a

Mialekith committed the unthinkable — he destabilised the cosmic vortex bult

Dragontamer. Evil pacts had been made in the court of Nagarythe,
moonlit ritual, Malekith unleashed the Dacmonic legions upon Ulthuan. Across the brooding skies
the laughter of dark gods could be heard, for Chaos had come once more unto the world.

No comer of Ulthuan was untouched by the resultant disaster. The backlash of magical power caused a
fed Nagarythe. Much of northern Ulthuan disappeared under the waves, and
Dark Elves and

their daemonic alles were ultimately driven off by the ghosts of those who had given their ives to

inoc was lost as malefic ent

s devastated the lands. Though

complete Caledor's vortex, the damage was done. Malekith's betrayal had brought untold destruction.
At the behest of their master the Witch King

harnessed great sections of the splintering co

renegade wizard princes from the courts of Saphery

s jagged clifis. They steered these new ‘Black

Arks’ northwards to the new Dark EIf kingdom of Naggaroth. From these floating fortresses
Malekith's
With this great act of malice Malekit

ollowers would plague the world in centries o come

e race of Elves forever,

the High Elves and
their evil kin the Dark Elves have been locked in bitter and merciless battle ever since.

THE WAR OF THE BEARD

The strife caused by Malckith's treachery was not imited to Ulthuan, for the

Witch King was
devious indeed. Despite the tribulations of their homelands, trade had flourished between the Elven
settlers and Dwarf holds across the Old World, for each of the races were master craftsmen in their

own way. One fell day, Dwarf trading ¢

avans were attacked by Dark Elves posing as their cousins
from Ulthuan, and their precious cargo stolen. Outraged by this unprovoked attack, the Dwarfs
protested, sending ambassadors to King Caledor I to demand recompense. The haughty Elves of
the Phoenix Court, aggrieved by what they saw as baseless accusations, sent the Dwarf ambassadors

back to their holds — though not before they had shaved the envoys' faces clean as newborns; a

ble insult o an adult Dwarf. Now it was a matter of honour. There could be only one outcome.
“Thus began the War of the Beard, or the War of Veny
ever-escalating conflict asted for almost four
fleet, the Dywarf empire proved practically impregnable, and their warriors never gave up even when
facing certain death. The war culminated with the Fourteenth Siege of Tor Alessi and the death of
Caledor I at the hands of King Gotrek Starbreaker, who took the Phoenix Crown from his foe’s
corpse as recompense for the Elves’ insolence. Soon after, the armies of Ulthuan were forced to
retreat to defend their homelands against yet another Dark Elf invasion. The Phocnix Crown has
remained in the vaults of the Dyvarf hold of Everpeak cver since.

ance as the Dwarfs prefer to callit. The

uries. Though King Caledor sent almost his entire
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RISE OF THE UNDEAD

“Tivo and  half thousand years before the birth of the Empire, there existed a human civlis

ach grandeur that its rulers saw even the sun as their servant. Nehckhara it was called, the jewel of
the deserts; the sun shone on their every deed, and all the world was laid before them like an orchard
of exofic fruit ready to be plucked. Yet their fantastical realm was driven to the brink of destruction
by the megalomania of its kings and priests, most infamous of all Nagash, the Great Sorcerer, whose
necromantic rituals poisoned the lands of Nehekhara and condemned its people to a living death.

AN ETERNAL DYNASTY

Rising from the sands of the far south, Nehekhara was a land of magnificent architecture and noble
dynastis. Its warrior Kings led their golden armies against the barbarian tribes and greenskin armics
that threatened their realms, crushing all before them in displays of martial brilliance until their
dominions stretched from the reptilc-infested Southlands to the densc forests of the north

Settra, the first Priest King of the mighty city of Khemri, was like unto a god in human form. Tall,
handsome and proud beyond measure, it was he who conquered the other kings of Nehekhara and
united the lands under one throne. It was not long before his name was feared across half the globe.

Yet Settra was aggrieved that his time upon the throne would one day end, for Death was one

nemy he did not know how to conquer: Determined to rule for eterity, Sttra ordered his priests to
find a way for him to live forever. So it was that the infamous Mortuary Cult was born.

For decades the priest of Khemri lsboured with rituals and incantations, sending members of their
order to the four corners of the world to rescarch spell of binding and preservation. They unlocked many
forbidden secrets, dramatically extending ther own ifespans in the process, but true immortli
beyond
Jast. On his death bed, the Liche Priests promised Setra that onc he had pased info the realm of the
dead they could restore his essence to lf, clad forever in imperishable gold. Reassured, Settra allowed

i power Setra eventually succumbed to old age, full of raging pride and indignation to the

himselFto die, and a great pyramid was built to house his corpse. For centurics the Liche Priests tended
the magical flames in his tomb, nurturing his spiit with human sacrifice. Allthe while their power grew
over Nehekhara. Ultimately it was one of their number who proved the downfll of their civlisaion.

IN THE CLUTCHES OF NAGASH

The turning point in Nehekharan socicty came centuries later, when a cabal of Dark EIf mages and
sorceresses were shipwrecked and their corpse-pale bodies found upon the sun-baked shores of
Nehekhara. Recovered by the agents of the incumbent High Pricst of Khemri, Nagash, they were
tortured until they agreed to teach the sccrets of Dark Magic. Nagash, alrcady an expert in the
mysteies of the Mortuary Cults, proved a more than apt pupil. He reinvigorated himself, prolonging
his fading youth and that of his acolytes with an elixir distlled from the blood of virgins.

As the Liche Priests’ lifespans stretched out across the centuries they began to shun the sunlight,
perfecting their necromancy in the dark chambers of their temples. Nagash put his people to work
building immense pyramids and obelisks, including the dread Black Pyramid, a magical edifice so

a himself. Nehekhara became  realm of death, over which Nagash
 his minions ruled as bloodthirsty gods. Nagash slowly tightened his stranglehold upon

Nehekhara, raising corpses with his necromantic rituals and amassing whole armies of iving dead

THE BATTLE FOR NEHEKHARA
Nagash's reign of horror could not continue indefinitely. Fearing Nagash’s otherworldy powers, the
Pricst Kings from the lesser cites of Nehekhara formed a great confederation against the lord of
Khemsi and his undying armies. Under azure skies the two forces met in battle — the golden hosts of
the Pricst Kings, bolstered by living statues and gigantic sand-borne war-constructs, fought against
hordes of animated corpses bound to Nagash's will. The batle raged back and forth. Exery new
moon gazed balefully down upon a fresh crop of atrocitis, for Nagash was without mercy.

After nearly a century of warfare, Nagash's rule over Khemri was finally broken by a combined
assault from the armies of the Priest Kings. Facing utter defeat, the Exil One was forced to flee
north. There he founded a new lir in the warpstone-rich mountain known as Cripple Peak.




Whilst the Priest Kings of Nehekhara cleansed the Black Pyramid of Nagash's minions, th

Queen of Lahmia secretly stole Nagash’s most esoeric tomes from his sanctum. With the knowledge
held within, she distilled her own version of Nagash's elxir; imperfect but powerful enough to confer
a bloodthirsty immortality of a sort. So it was that the first vamy

s were born into the world.
Nagash became ever more monstrous and evilas he fed upon the plentiful warpstone of Cripple
Peak. Bolstered by the vampiric coven of the Lahmian Queen

once more upon Nehekhara. However, the
new ruler, King Alcadizzar
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Through sheer force his way into the

throne room at the heart of Nagashizzar, and cut off the Great Necromancer's hand at the climax of
the ritual. With a torturcd wail Nagash melted away, his great spell boiling out of control and
across the lands. The immediate threat was ended, and Alcadizzar finally went to his rest.
But the dead do not sleep easily in Nehekh

2. The en agash’s ritual had prematurely
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SIGMAR ASCENDANT

Nehekhara was not the only realm of Man to make its mark upon the world. Over the past three
thousand years, a new and vital force for order has risen —a

ncers, Warrior Priests and noblemen. This nation s known as the Empire, and

tion of humanity's finest soldi

En

Battle Wizar

he barbarian king Sigma, lives forever as a god of men.

A NEW ALLIANCE
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pirt in the hearts of men. Before long the two races had became allis.

of the men of that time as a fierce and barbaric race

ed records of the Duarf peopl

clad in furs and simple armour, their weather-beaten skin decorated witl

point the men of the OId World were lttle more than a disparate coalition of wbes \ cked i batle

ribe, whose birth splisrter
ed for

win-tailed comet, Any who looked upon him could se that Sigmar was




THE FORGING OF THE HELDENHAMMER
The Ores and Goblins were not without their own heroes, however; chieftains and warlords
possessed of murderous cunning as well s brate strength. In one instance the Ores captured no less
a potentate than Kurgan Tronbeard, High King of the Dwarfs, as he and his houschold made their
way through the Grey Mountains. This was the land of the Unberogens,
fell upon the Orc army with great fury, decimating them a
King Kurgan marked his gratitude by presenting Sigmar with a runic warhammer named
‘Ghal Maraz. With this gift, and a solemn warrior’s handshake, the two leaders became friends. The
alliance between men and Dwarfs was set fast

er the next few years the bond between the two rac
charges of the human cavalry and the unbound ferocity of their barbarian footsoldiers were in stark
contrast to the methodical advance of the warrior Dwarfs,

nd Sigmar and his men

burning their corpses upon a great pyre.

became ever stronger. The lightning

utin conjunction the two forces were
more formidable than ever before. Knowledge flowed from the Dwarf realms into th
new battle doctrines were perfected and secrets of the forge brou

ribes of men:

o light. Soon the human tribes
were armed with tru steel and burnishe alloy,their axes as bright as the gleam in ther eyes.

Upon the death of his futher, Sigmar became chieftain of the Unberogen tribe. He proved to be a

visionary leader as well 2 a warrior of exceptional valour and strength. Sigmar united the twelve
greater ribes of men, driving the greenskins from the lands and earing the epithet Heldenhammer,

which means Hammer of the Goblins. So it was that the seeds of the Empire were sown.

THE BATTLE OF BLACK FIRE PASS
When the realms of the Dwarfs looked once more to be overwhelmed, King Kurgan sent the
noble Runesmith Alaric the Mad as a m

alled upon Sigmar once more. A great tide
)£ Orcs and Goblins were marching upon Kurgar's ancestral home, an army ten imes th size of
any that had gone before. Their winged beasts of war darkened the skies, the cave-creatures they
had bound to their service lumbered through the valleys. Sigmar's armies united with those of the
High King at Black Fire Pass, the only point at which the enormous greenskin horde could hope
o cross the Black Mou

fraction of their number against the coalition of men

ins. Funneled into the pass, the Ores and Goblins could only bring a

d Dwarfs

The battle lasted for what scemed like an age as wave upon wave of greenskin invaders charged and
broke upon the shicld walls, an unrelenting sca of bades and batlelust that eroded the forces of
ny were the heroes of that

Sigmar and King Kurgan until the tde of the
Jay; Marbad of the Endals, Ulfdar the Beserker and Queen Freya of the Asoborns not least amongst
their number. Then, just as the ar
battelines fell back in disarray. Bl

puting horde, slaughtering the flecing grensh

e hung by a thread. M

ies of Dwarfs and men looked fit to break, the last of the Orc

died but unboved, Sigmar led a last great charg:

e through the

and crushing them without mercy
The day had been won, and the Dwarf realm saved from slavery and death

THE AGE OF SIGMAR

In the wake of the battle, the two monarchs swore an oath of eternal fealty that has been honoured

gified a magnificent crown by

) this day. Sigmar was exalted as the first Emperor of Mar

King Kurgan himself, whilst the Master Runesmith Alaric he Mac bigan he o basi of

reating the twelve swords known as Runefangs — one for each of the tribal chicftains of the

Fmperor's new realm. Sigmar’s coronation marked the beginning of the Imperial calendar and the
first day of the Empire as we know it today. His kingship was just and true, and the realm of Man

flourished as never before.

Records of Sigmar’ reign are scant, for the Dwarf historians of that time turned their attentions to

{he rebuilding of their own cmpire. All that i really known is that Sigmar eventually put aside his
rown and journeyed eastward, perhaps to rejoin his old friend Kurgan Ironbeard, perhaps to slay the
Goblin kings and Ore warlords of the crags and mountains.

If Sigmar ever arrived at his destination, history does not tell. He passed into legend, becoming a
figure of worship for his people. Temples and shrines were built to his memory and the Cult of
Sijgmar grew to venerate him as the Empire’s founder. Within a generation Sigmar was openly
worshipped as a god, and the fith that revered him became the most powerful in the land.

S0 it was that the hero of Black Fire Pass

ook his place in the pantheon of the Empire.
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THE EMPIRE ENDURES

sters and threats, both

Since the time of Sigmar, the Empire has endured a dizzying number of di

from without and from within. It has held fast against the ravages of anarchy and plague, the rise of
the treacherous Skaven under-cmpire, countless greenskin invasions, the terifying curse of undeath
and, perhaps most daunting of all, the dread incursions of Chaos.

As the

turies rolled past, many Emperors came and went,elected in good faith by the consensus
of the Counts that ruled
true to Sigmar's vision, for he believed the land was too large for a single man to govern. As each

ach of the twelve provinces. In this way the nobility of the Empire stayed

Emperor died (or was forcibly deposed, or,in one case, transformed into a newt!) another took the
throne in his place, chosen from the twelve Elector Counts of the provinces. Some Emperors were
just and fair, some proved to be vain tyrants who cared more for the state of their own fingernails

than the plight of their people. None, however, were more roundly despised than Boris Goldgather

THE SKAVEN WARS

During the cripplingly incompetent reign of Emperor Boris, the lar

was bled white by punitive
taxes in order for the Imperial court to live in debauched luxury. Its armies neglected, the Empire
the Black Plague of 1111
aven to spread like wildfire upon the

was in no state to weather

greatest catastrophe to befal the Empire

This horrific disease had been

pecifically concocted by the §
winds. By the time it had run its course, full three quarters of the Empirc's citizens lay dead,
including Boris Goldgather himself. The Skaven, boiling out of their labyrinths in the wake of the
pandemic, systematically razed and enslaved the leaderless settlements in the Empire. All was

t lost unil the Elector Count Mandred of Middenheim mustered a tattered but determined
crusade, rallying the surviving troops of the Empire against the Skaven tide. The Skaven were driven

tho

back, only to be caught between the vengeful Empire armies and a vast horde of undead resurrected
land. The ratmen fled back

into their warrens, slowly fading back into the realm of myth, whilst the Empire, united under

Necromancer Vanhal from the plague victims that carpeted

Mandred Skavenslayer, sct about the long and not altogether unpleasa

A MOST UNCIVIL WAR

peror Mandred met an ignominious end at the hands of a Skaven assassin, the Elector

t task of repopulation.

could not agree upon a worthy successor, leading to the infamously turbulent Time of Three
rnicine fighting. At the Battle of Ravening.

Emperors. Even the clergy of the realm collapsed into inte
Beach, cight hundred Sigmarite Warrior Pricsts descended upon the sea-priests of the Grand Temple
an. The resultant battle saw the sands stained red with blood as warhammer clashed against

trident and the heavens shook with the wrath of the faithful. The final straw came when the hs

o attend

lipped infant Magrita of Marienburg was clected Empress,and the Cult of Sigmar efuse

her coronation. With the nation fractured and divided, the Empire became casy prey to the enemies

gathering in the shadows.

THE GREAT WAR AGAINST CHAOS
Of al the invasions and conflics to befall the Empire, one alone is known as the Great War — a war

which looked set to herald the end of the civilised world

The Great War against Chaos centred around a vast incursion in which the warlord Asavar Kul led
atitanic host of Chaos Warriors, Da
north. Tn the winter of 2302 Kul's host fought its way across the River Lynsk and penctrated decp
into the snowy wastes of Kislev. The ice-clad city of Praag was the first to feel the wrath of Kul and
his innumerable battalions. Through sheer ferocity and determination the forces of Chaos sacked the
walled and crenellated city, while Kul' sorcerous cabals unleashed gales of magic so strong that the
cowering citizens were melded with the walls of their own refuges. Soon Praag resembled something

mons, monsters and Beastmen from the frozen realms of the.

from the fever dreams of a dying lunatic. It has been a city of the damned ever since.

Moving south, the horde sacked several more fortresses and Dwarf keeps on its way to the capital
city of Kislev itself. There began a bitte siege which took a horrendous toll upon the city's defenders.
Bloody though it was, the siege bought the Empire time enough to muster its armies and retaliate




The Chaos incursion was eventually halted and repelled by a grand alliance of Dyarfs, Elves and
Men, united by the legendary hero Magnus the Pious of Nuln.
Afier the Great War, Magnus was crowned as the new Emperor,
implored the Elven Archmage Teclis to teach the scholars of the Empire how to manipulate and
control the Winds of Magic that they might better resist the dacmonie threat that lurks at the edge of
the world. Teclis agreed to this lengthy task, for he knew that should Mankind fall to Chaos, the
Elves would suffer in due course. So it was that the arts of magic were learned within the Empire
ds of the Colleges of Magic have taken their place
alongside the Warrior Priests and Knightly Orders as the foremost defenders of Sigmar's realm.

THE AGE OF KARL FRANZ

The incumbent Emperor is Karl Franz, Prince of Altdorf and Count of Reikland, the current capital
state of the Empire. When Karl Franz was elected, the Empire was enjoying a rare period of
prosperity and stability; but the Emperor is not an idle man. Since takis
himself an extremely capable general, readying his armies for war and
Norse raiders that plague the coasts of the Empire but counterattackin
During the Battle of Nordland Fjord, when a vast fleet of Norscan wolfships invaded the Empire
across the Sea of Claws, Karl Fran appeared to abandon the armies of Nordland to the predations of

tarting the succession. He

Armed with arcane knowledge, the Battle Wi

the Chaos-worshipping invaders storming through the shallows onto dry land. Mere hours later he
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enchantment that froze over the entire bay, preventing any
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he Empire to engage the Norscan warbands one by one

A man of action, Karl Franz is not afraid to take the

0 the enemy. When Castle Vorghaus was

besieged by the massed tribes of Goblins that infested the forests all about, the Empire garrison

reenskins’ piiful attempts to breach their walls. Their laughter died when six
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out of the woods,
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to intercept them

with great gobbets of webbing and scuttled over
the high valls of the castle with case. Just as al
scemed lost, Karl Franz plunged from the skies
upon Deathclaw, below him a bodyguard of
Demigryph-riding knights. The avian beasts tore
into the arachnid monstrosities with beak and
claw; and the Goblin tribes were soon routed.
Karl Franz has also established himself as an
uiiparall
Minotaurs stormed through the western reaches

ed statesman, When a frenzied horde of

of Wissenland, flattening everything on their way
towards the sylvan realm of Athel Loren, the

Elves of the woods diverted the path of the River
Weiss s0 that the blood-mad monsters were
forced to turn back into the Empirc. Karl F

i et the Viod
EIf court, and such was the passion and |

conviction of his speeches that the King of the

Woods himself agreed to fight at Karl Franz's side
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THE EMPIRE

'he Empire of Man is the greatest nation of the Old World, spunnm,g the
continent from the southern Border Princes to snow-clad in the
north. Over two millennia of bloodshed have passed since the onmmg of the
Empire’s founder, Sigmar. Yet thanks to the discipline and determination of
its armies, the Empire has grown strong; a realm of progress and civilisati
amidst a sea of savagery.

AN EMPIRE UNDER SIEGE

Though it is undeniably the mightiest of ll human realms, the Empire is in constant turmoil, beset on
all sides by the savage and the unholy: Just as in the time of its founding, it must defend its borders
against the predations of the Orc and Goblin tribes, the Skaven Under-empire, the repugnant, goat-
headed Beastmen, the restles dead of Sylvania and Nehekhara, and the armies of the Chaos Gods.
Against allthese focs and more the Empire must endure, for though the stolid Dwarves and haughty
Elves are loath to admit it without the stability and martial prowess of the realms of man, the civljsed

races of the world would soon fall

THE LANDS OF MEN
Though the Empire might outwardly present itself as a single country unified under the throne
of the Emperor, the truth is far more complex. The cities of the Empire arc undoubtedly the
jewels in the nation's crown, where the pinnacle of human achievement is clear for all to sce.
Glorious palaces arc surrounded by temples, the gilded minarets of arcane universitis, and the
flag-swathed keeps of military institutions founded at the dawn of the nation. But fo the most
part the Empire is a land of superstition and fiith adrift in an endless sea of forest. So dense is
that forest that a man can travel beneath its canopy for weeks and not see a glimmer of sunlight.
Nonetheless, the Empire is a truly vast nation, and all the more powerful for it. Each province
has its own forces, war machines and distinctive iconography. Just as the Elector Counts that
rule over cach province have their own favoured strategies, tactics and eccentricitics, the armies
of the Empire are as diverse as the lands from which they hail. The capital state of Reikland is
famous for ts regiments of clte Greatswords, armoured in gold-trimmed stecl and adorned with
the feathers of Griffons, whereas the parochial province of Stirland is famed for its huntsmen,
their uniforms rag-tag and filthy but their aim perfected over years of patrolling the beast-
haunted wilderness they call home. So it is that when the armies of the Empire muster for battle
they appear as a ot of colour and variety, their soldiery arrayed in the full panoply of war,

magnificent in scope and intent on bringing victory to the realm of man.

EMPEROR KARL FRANZ OF ALTDORF
Since the time of Sigmar, some of the Empire’s rulers have turned out to be wise and just,a
corrupt or tainted by madness. Thankfuly, the current incumbent is of the former varie

Over the course of his reign, Emperor Karl Franz has proven to be an incredibly astute leader Soon
after his coronation, his advisors oresaw an invasion of Chaos Warriors from the north. Karl Franz led
the Imperial armics decp into the Shadowlands in a deiberate attempt to destabilise the gathering tibes
there. Though many battalions of Empire soldiers died in the running battes that took place upon the
tundra, they stymied the Chaos invasion before it had even begun. When the Elves of Ulthuan brought

news of a Dark EIffleet heading towards the coast of Nordland, Karl Franz was readly to meet them
upon the beaches and, with the help of their High Elfallis at the Battle of Redford, the Empire troops
fought so hard that nota single Dark EIf made it onto dry land. Karl Fran even managed to harness the

madness of Count Marius Leitdorf infamous for waging wars against forests, swarms of bees and half-
imagined fishmen. Under Karl Franz’s guidance, Leitdorf proved to be  valiant f unpredictable warrior
before meeting his nd at the clows of a hulking Orc chiefiain. Karl Franz avenged the Count with a
blow from Ghal Maraz, lter climing he was no more than a vessel of Sigmar's wrath at the time. To
what extent Karl Franz meant this as a metaphor has been the subject of much debate.
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THE GRAND MUSTERS OF THE EMPIRE

Though the armies of the Empirc harbour a dizzying profusion of warriors and specialists of
different stipes, the heart of every army is the mass of uniformed infantry at its centre. Each
province keeps a vast body of sate troops active and ready for war, professional soldicrs drilled in the
bloody craft of battle. Thousands of resolute Spearmen march alongside grim Halberdiers and
skilled Swordsmen, each warrior clad in his regiment’s distinct colours and adorned with feathers,
skulls, parchments or protective charms. These regiments and their detachments are highly trained in
the fluid execution of complex battlficld manouevres. Accompanying these infantry blocks upon the
field of battle are teams of Handgunners, Archers and Crosshowmen, each able to bullseye an Orc at
a hundred paces. The foorsoldiery is further complemented by plate-clad Greatswords, veteran
soldiers that wield personalised zvweihanders, and mounted cavalrymen known as Pistolirs and
Outriders, specialiss in black powder weaponry and the art of hit-and-run attacks.

THE INGENIOUS MACHINES

“The various insitutions of the Empire have flourished under Karl Frans's rule, and the Imperial School
of Engineers is no exception. Experts in the craft of war, the Engineers continue to devise ever more
deadly and elaborately named machineries of destruction. From their soot-blackened halls come the
Helblaster Volley Guns and Helstorm Rocket Batteries to complement the more traditional Great
Cannons and Mortars produced by the Gunnery School of Nuln. The eccentric Engineers who create
such marvels happily go to war o sce their effects fist hand, often armed with the latest and most
experimental devices: repeater handguns, grenade launching blunderblusses, Herstel-Wenckler pigeon
bombs, and clockwork cavalry. Every year new mechanical experiments clank and stomp out of the
School’ strange and frightening laboratories, some exploding almost a soon as they are deployed, some
feld tested to great effect. The malfunctions and disasters o the Engineers fraternity are usually
overlooked by the Imperial court — even the Greater Altdorf Sootstorm of 2502 was quickly forgotten
after the first good downpour. After al, their machineries of war are often powerful enough to flatten an
entire enemy flank, and Karl Franz is well aware that desperate times call for drasti solutions.




THE KNIGHTLY ORDERS

The Knightly Orders of the Empire are another powerful tool in Karl Franz’s miltary arsenal. Each
Order has a proud heritage and history; and many of them are fierce rivals, but all are fierly devoted
o the Crown. It i the Knightly Orders who provide the heavy cavalry of the Empire, tal and proud
warriors all, rider and mount alike armoured in the finest lacquered steel. When war calls, the Grand
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AN ARMY UNITED
A wise scholar once noted that the Empire of Man thrives because of ts differences, not in spite of
them. This has proven to be especially true upon the field of war. Should an invading army man;
to weather the fusillades of black powder weaponry; coruscating magic and storm of artillery fir that
precede cach clash of battllines, it will find itself trapped and outflanked by disciplined and well-

drilled infantry regiments. Should the spears and blades of the state troops not destroy
outright, the Knightly Orders will launch their charges,

the foe
nishing with lance what was started with
crosshow bolt and lead shot. In the skies above ride the captains and princelings of the Empire upon
their fantastical beasts, hunting down and slaying the leaders of the enemy army;, and all the while
doomsaying Flagellants

dly to ensure the opposition is utterly destroyed. The
Smpire are as deadly as they are diverse, and with the wit and will of the finest generals
behind them, there is no manner of threat that they cannot overcome
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BRETONNIA

Bretonnia is the land of chivalry and honour. Its knights are the most valiant
cavalrymen in the Old World, watched over by a mysterious goddess known
only as the Lady. In times of war, each of the noble lords of the realm
summons his retinue of thousands of loyal knights — a truly majestic sight in
their shining armour and proud heraldic liveries. The charge of the cavalry
of Bretonnia is an avalanche of steel that drives everything before it with
lance, hoof and blessed blade.

RISE OF THE BRETONNI

Over fifeen centuries ago, the divided tribes of the Bretonni occupied the erritory thatlies between the
Grey Mountains and the Great Occan. The land was wild and the tribesmen constantly fought for
survival against marauding hordes of evil creatures. Roving armies of grecnskins, Beastmen and other foul
fends besicged the Bretonni i their wooden forts, laying waste and pillaging every settlement they found.
But out of these desperate times arose a legend — Gilles, the valorous Lord of Bastonne, a man of
unmatched might and bravery. He was a giant of a man, with long flowing hair and piercing, wise
eyes. Though he was implacable and ruthless against his people’s foes, Gilles was kind and generous
to the weak and the innocent. He vowed that the Bretonni would take back what was rightfully thirs,
or die trying, and rode out of his besieged town at the head of his tribe’s horsemen. Clad in armour of
Jeather and chain, and wilding spear, sword and axe, they plunged into the greenskin ranks like a
thunderbolt, scattering all before them. Inspired by Gilles shining exampl, the Lords Thierulf of

Lyonesse and Landuin of Mousillon also led their men out to cleanse the lands.

The brave lords soon joined their forces into one single mighty army and embarked on a great

crusade to id the lands of the Bretonni from the evis that plagued it. Preparing for the next day's
battle against an immense Orc horde, Gilles and his Companions took their rest near a lake on the

edge of the enchanted Forest of Chilons. Upon its hazy shores, a fey vision appeared before them.

THE FAITHFUL REWARDED
As Gilles rested, a woman of incomparable beauty and mystery emerged from the mists covering the
Jake. She approached the Companions, moving over the waters without once stirring them. In her
delicate hands she bore an ornate golden grail brimming with holy pover

Gilles and his Companions knelt in pious humility and, recognising the Lady as a divine
messenger, they offered their swords to her service. In return, she blessed the men by allowing them
to drink from the Grail. Infused with supernatural energies, Gilles and his Companions were forever
Jifted above the level of mortal warriors. Their armour became resplendent and impenetrable, their

blades and lances suffused with destructive power. Though they had knclt as barbaric horsemen, they

UNIFICATION AND CONQUEST
Led by such indomitable champions, the armics of the Bretonni conquered all, ighting their way
across the land and liberating every region from the foul creatures that beset them. Many wyrms,
giants and other rampaging monsters were sain, and multitudes of Chaos-worshipping fiends,
brutish greenskins and foul ratmen fell under the avenging blades of Gilles and his knights. More
and more lords, illed with new fiith and thankful for the help received, came forward with their
knights to swell the ranks of Gilles® host. The llustrious decds performed by Gilles and his
‘Companions in the twelve major battes of this sacred war of unification became legend, forming the
basis of the Bretonnian Code of Chivalry for centuries to come. The knights of Bretonnia are famous
throughout the land notjust for being superb mounted warriors, but also for the strit laws and
® Jirtues of their Code, which puts honour, humility and courage above all

Eventually the land was free from evil. Those dark creatures not destroyed by Gilles' crusade were

forced to hide underground, or in the heart of wild, untamed forests. Thus was the Kingdom of
£-Bretonnia formed, united by Gilles and defended by his brave knights.
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Sadly, Gilles was taken from his people, struck down by a cowardly war engine fashioned by the
vengeful greenskins. Legend has it that his mortally wounded body was taken by the Fay
Enchantress, the first of the Handmaidens of the Lady; to @ holy island in the mist-shrouded lake
where the goddess first emerged. Gills le Breton, Uniter of Bretonnia and Champion of the Lady of
the Lake, had passed into legend. Amongst the faithful it is said that on day he will return, and in

ts most desperate hour of nced he will ride again to the salvation of Bretonnia.

ON THE ROSE OF BRETONNIA AND ITS THORNS
Since these glorious times of unification, the history of Bretonnia has been one of constant
struggle and war. War against the enemies without — greedy aggressors who violate the sanctity of
the Land of the Lady, intent on plunder or conquest. War against the enemy within — the debased
children of the Dark Gods who slay and burn in the name of their evil patrons. But the most
bitter of all wars are those where knight fights against knight, duke against duke. Fostered by
mistrust, vain pride, betrayal, lust and, above all, greed, this internecine strife has been the curse
of Bretonnia more than any other cnemy. Only the rule of a strong monarch can stop the
bickering amongs the duke, sl thi quarel and divet he powerful energy of 2 united

I enemy. When this happens, the nation’s knightly armics ride out on

her within the borders of the realm or to far-off lands.

“Throughout the centuries, vast hosts of knights have crossed the mountains into the Empire,
Estalia, Tilea, the Border Princes and the Badlands, o have embarked upon great galleons that have
carried the warriors and their steeds into faraway lands — Norsca, Araby, Albion and even the

Dead. There,in the burning heat of the Nehekharan desert, gallant knights

have dom battl with the Undying Legion of the Tomb Kings, glorious formations of horsemen

crashing through endless regiments of skeleal soldiers until the crusaders’ bright liveries were
entiely obscured by powdered bone and the dust of ages. Entire Orc and Goblin tribes have been
slaughtered by the crusading Bretonnians without mercy,the force of galloping horse and heavy lance
more than enough to slay the enemy clite before the rank and file is driven into the sea. Monumental
Bretonnian fortresses have been builtin thesc forcign lands i order to control remote provinces in
the name of the King, but even the devout knights of Bretonnia cannot be everywhere at once.




History has proved again and again the truth of the ancient Bretonnian adage “The realm and the
King are one”. Truly the lands have withered and suffered under the rule of corrupt or weak rul
‘onc only has to look as flr as the cursed city of Mousillon to e the truth of this — but has thrived when
led by a strong King who enjoyed the favour of the Lady of the Lake. A shining example of such a
man, one whose virtues rival those of Gilles le Breton himself, i the current ruler of Bretonnia

King Louen Leoncoeur, Duke of Couronne and Knight of the Grail. Under his enlightened but firm
guidance, Bretonnia is once again a power in the OId World,its armies of knights as far-reaching
and implacable as they have ever been.

THE PAGEANTRY OF WAR
The greater mass of each Duke's army s comprised of Krights of the Realm. Org:
feudal hierarchy

i e i with thie ity heraic devices. Alongade thee

prov horsmen ride rashand badstrong young noblemen age 0 prove themschves worhy of

sccoming a full-fledged Knight of the Realm. All Bretonnian knights are mounted on the fasest of THE GREEN
chargers, animals of heroic proportions; intelligent, fiery and strong. Some say that n their veins runs  KNJGHT.
the blood of the Elven steeds that were left behind by the retreating High Elves in ages past. The

Whon e e of Qunls s
Bretonnians protect their horses with a heavy padded leather caparison — as effective as the metal -

barding used by other races, but considerably lighter. The weapon of choice f

a knight is the heavy
wooden lance with which these warriors spend much of their ime training in the joust. So skilful are
these knighs that they can hit a target the size of a d

s bracelet while charging at full . Indeed,

B s ot o e ik Thi igho of Brosvaos igheia e

dee-
anks of the enemy like the weapon for which
they are named, capable of breaking apart even the legendary b

haped lance formations that enable them to pierce the

lines of the Dwars.
The Bretonrian cavaley is unstoppable upon the open feld,but it is also invariably in control of the

Kics above. Formations of knights mounted upon Pegasi and Hippogriffs will challenge and engage
the skyborne lords of the enemy force before diving down to impale the rank and file o the foe.
The dukes and barons can also call upon the Men-at-arms that normally garrison their cast
ven the shabby peasants that il heir fields,

ch men are employed where the terrain is not suitable for horses, or used as

and

n who smell so pungent that their odour is a weapon

n its own right. S

expendable fodder to pin an enemy long enough for the knights to deliver a decisive charge Pt 0 gnder
a ik of the acin ok e
THE FAVOUR OF THE LADY e

Whilst a Bretonnian knight fights in a noble and pious manner he is rewarded by the protection of
the Lady of the Lake. Imbued with this divine ene
feflect shot and baleful curse,

. he is almost invincible. His armour will

s lance will picrce through steel and bone, and his charge will smash

wsunder the tightest pike block or most solid shicld wall, e e
a as the begins its advance, the Bretonnian army remains where it has T, e

wrrayed itself for batle. The m,rhm ismount, thrust their swords into the ground and kneel before

them in slent prayer. The morning mist coalesces into the image of a lady of great beauty and terrible  Orerkaf Te heraldic devies of

power. From the resplendent chalice she carries, a lambent golden light flows over the fithful, ur clebraed Breonnian

infusing them with her supernatural power. The knights rise renewed in their ancient pact, strong i Lt o cn

with faith in her blessing, invulnerable in their virtue and duty. They mount their noble steeds, lower
their visors and gallop towards the
full charge.

gaining speed and unstoppable impetus as they spur into

The favour of the Lady s not only manifest in visions and arcane wards, but also in the form of the
magnificent Knights of the Grail. They are her champions, the few pious warriors who succeed in
their personal Quest for the Grail and are allowed to drink from the chalice as a reward, becoming

the pinnacle of chivalry in the mortal world. Grail Knights are always few in number but, as proven
by Gills in centuries pas

h of these supreme warriors is able to slay hordes of lesser creatures

B e i S Vi bewing i o
fiom the remains of legendary warriors and the draconic beasts they vanquished. Stranger stll,there 4= ;/7'; bueon i1 e
ur legends offey sprits appearing from forests, lakes and other natural places o aid the Bretonnians g 287, "7 ¢ “

otherworldly guardians, ghostly bowmen from ages past, the souls of long-lost knights, and even el DAL N
the translucent spirits of the land itself. Truly it is said that Bretonnia is a land alive with chivalry [ronson.
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DWARFS

“The Dwarfs are a venerable and proud race, born from a long distinguished
line of warrior thanes and vengeful kings. Craftsmen beyond compare, they
dwell in great subterranean fortresses far from the light of the sun. The
traditionalist Dwarfs have much in common with their stony kingdoms, for
every one of their number is as stubborn and unyielding as rock.

THE GLORY OF PAST DAYS

Since time immemorial the Dwarf empire has been centred upon the Worlds Edge Mountains.
Marking the easternmost boundary of the Old World, this vast and forbidding mountain range is
scoured by blizzards and ice storms of such force that their knife-sharp hailstones can flay a mar's
skin from his flesh. This bothers the Dwarfs not at all, for their domain is almost entircly

underground. Besides, as any Dwarf would be keen to tel you, such trifling concerns as weather are

of lttle issue to a race as tough as the Sons of Grungni.
>

cers in al the world. At the height of their,
empire, their massive underground strongholds spread from the far north to the deserts of the distant
south - a great bulwark of vaults, keeps and fortresses that held the savage hordes at bay. To this day
their underground palaces and chasm-halls, though hidden from the world at large, are true wonders
of architecture. The cavernous holds of Karaz-a-Karak are the most breathtakin
entrance hall is large enough to swallow the Grand Temple of Sigmar in Altdorf with case

“Tragically, the glory days of the Dwarf race are long gone, for during the Time of Woes a series
of cataclysmic earthquakes and volcanic cruptions crippled not only the fortresses and keeps of the
old civilisation but also the extensive Underway that linked them to each other, allowing casy
passage and communication between the holds. The ancestral enemies of the Dwarf race have
taken every opportunity to capitalise upon this misfortune, constantly fighting to tear down and
destroy what s left of the Dwarf empire. So it is that the last remnants of the Dwarf civilisation are
perpetually locked in battle against Orcs, Goblins, Trolls, Skaven, Dragons, Dacmons and the.
other monstrous terrors that make the mountains of the Old World their home.

SONS OF THE ANCESTOR GODS

Tt s no small wonder that Dwarfs are at home in the tunnels that honeycomb the Old World. They
have no fear of darkness or of confined spaces; they are short and broad, allowing them to fight at
full effect even in the most claustrophobic mine o labyrinth, and their cyesight is piercingly sharp
even in the gloom of the hall that yawn bencath the earth. Built with a rugged girth and stout
muscular limbs, Dwarfs are possessed of near-endless stamina. An army of Dwarfs can march along
the hazardous reaches of the Undervway for days without food or sleep, subsisting merely on
nourishing Dwvarf ale and fierce pride in their own relentless nature.

All Dwarfs respect age, wealth and skill, practicing rites and traditions honed to perfection over
thousands of years. After all, a mere century-old whelp can hardly be depended on to know his
reverse beam assemblies, or truly understand the esoteric lore of counter-batery fire. Instead the
Dwarfs look to their clan's elders in all matters, all of whom are great leaders and proven warriors.
Each of the lords of the Dwarfs is possesscd of deep wisdom, an incredible skill-at-arms, a true and
abiding charisma, plus the abiliy to drink several barrels of premium-strength ale before his stories
wander into dubious territory and his eyes begin to look in different dircctions

Though they would never admit i, Dvarfs have several vices and flaws. All Dwarfs love smoking
pipeweed and drinking strong alcohol in the company of their peers until they are rosy of cheek and
ruddy of nose. They are also fond of a good grumble, especially when aimed at those younger than
themselves. Because of their healthy respect for their elders and betters, Dwarfs often count the
measure of their kin by the length and splendour of their beard. The oldest of their number have
massive white manes, beards and moustaches, usually bound into metal-tipped plaits or claborate.
braids. In many of the more war-torn holds, a long and heavily bladed beard is considered a weapon
inits own right, suffcient to slce open a Goblir's throat with a contempruous toss of the head.







THE DWARF HOLDS
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THE ARTISANS OF WAR

OF all the races of the world, it s the Dwarfs who excel most at the creation of artefacts. Each of the
great holds is essentially an armoured nétwork built around deep seams of rare and precious metals
or even a vein of the price
s of the Dwarfs, who decorate their finest creations with a king’s ransom of jewels and

metal known to the Dwarfs as gromril. Rare gems and diamonds are

gendary riches of these Dwarf holds are the main reason why they are constantly
defended against the avaricious armies that surround them. The Duarfs expertly extract the purest of

aterials from the belly of the world, disilling and alloying them, working and reworking,
hammering and polishing their precious bounty in multi-chambered forge chasms uniil it meets their
exacting requirements. Only then do the Dwarfs begin the lengthy and laborious task of creating a
new work of art, for their proud socity will setle for nothing less. Enormous metal pistons and

THE GREATBOOK
OF GRUDGES

No one holds a grudge ui

like  Duorf. Al Decrf ake

bellows wheeze and hiss in counterpoint to the consant ring of hundreds of hammers; vast cogs

clank and plumes of fire roar, each forge-alcove illuminated by the flames of the furnace and the

cherry red glow of mastcrpicces in the making. Every tore, handgun or cannon is wrought to the

highest of standards and painstakingly maintained over the passage of the centuries

The pinnacle of Dwarf skillis reserved for the forging of weapons of war. The heroes of their serioudy, and o beide the
realm carry at their sdes perfectly balanced hammers and ever-sharp aes bound with magical runes  ally tha dishmours a pact or
of strength and destruction. In recent years the Dwarfs have reverently taken the legendary weapons  7ene apon thci promic

of the Ancestor Gods from their treasure vaults, each capable of felling a Giant with a single blow

Respectful of metal and stonc, Dwarfs look down upon those who use perishable materials such as

wood and clay — in Khazalid, their native tongue, the word for ‘man-made'is the sam

stheword  Book of Grades, and he dbt

for shoddy'. The Elves of Ulthuan maintain that it i the Dwarf love for things of beauty that is their <! ventualy e snled i

best an obsession that blinds them to reason, and at worst a dangerous avaricc. o, even 1 s sevurn
encrasons i do

gravest weakn

The Dwarfs counter that the Elves are merely jealous of their masterful skills and those who have.

scen the runic we

ppons of the Diwarfs in action will maintain that they are quite right

The Dwarfs are not magical by nature, and they cannot channel arcane power throug

bodies and souls in the manner of Elves or men. If anything, the Dwarfs have an innate OATHS AND VOWS
For a Desarf im0 beak a
v s atevible misled in

resistance against such forces, and the stuff of Chaos finds lttle purchase upon them. However,
when it comes to the binding of magic into the weapons of war, the Duwarfs have no equal. Theirs

is a runic lore, a library of potent sigls that, when properly wrought,

insform an axe from a
simple weapon into an artefact of electrifying potency. Depending on the skill of the artisan who
forges

Drcarfscity, These s commit

—_——
THE LORE OF THE RUNESMITHS }

a simple sword c

can bear a rune th

|| The greatest ofthese Runesmithsare known as Runclrds, highly respeced
sages, masters of the forge and keepers of the lore. Once magic is properly tamed
and bound, the Runclords say it becomes  useful weapor

be enchanted to cleave through bedrock,

ind a suit of gromil plate duake

kes its wearer’s skin literally as tough as stone. i ot of e Sl et
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able to slay those
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enemies that simple metal cannot touch. Their claims are proven beyond doubt
by the mighty Anvils of Doom that the eldest Runclords take to battle, upon
which are forged supreme runes that can call down destruction upon the foc.
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THE TOOLS OF DESTRUCTION
Though all Dyarfs are expert crafismen, it is those of the Engineers Guild that are the most gifted.
weaponsiths, Over recent times they have become infamous for their runaway successes. To truly
understand wh, one must first understand the dilemma facing the Dwarf race.

Dwarfs value tradition and protocol, and have a deep-seated mistrust of anything new and
unproven. After all, what good is a weapon if it can le

dly,
every decade the Dwarf empire dwindles a ltle more, and more beleaguered holds fall o the evil
armies that roam the mountain passes. Such is the Diwarf race’s plight that the luxuries of
circumspection and caution are often put aside in favour of more drastic solutions.

Truth be told, despite the misgivings of the more traditional engineers, the modern experimental
approach has led to some serious advancements in Dwarf military science. From the Engincers Guild
has sprung not only the blackpowder weapon, painstakingly perfected in the form of Dvarf
handguns and rune-enscribed cannons, but also advancements on traditional ballstic weapons. These
include double-sprung metal crossbows, mechanical bolt-launching artillery pieces, cantilevered stone  THE LOVE OF ALE
throwers and even stranger and more potent machineries of war. It was the Engincers Guild that Many have said hat the
pioneered the Gyrocopter a vital tool in the communications network of the surviving holds, the
¥l
Organ Gun, possessed
contrapti
steam-powered war engines forged in the likeness of Dyvarf Ancestor Gods, and the hissing, furnace-

wiclder down at a critical moment

ne Cannon, inspired by the fire-breathing beasts of the high peaks, and the multi-barrelled

est

the firepovwer of a small battery of cannons in its own right. The

s to have been unveiled by roguc Engineers include war zeppelins bristing with guns,

hearted beasts beloved of the Engincers of Karak Hirn. The older Dwarf like to grumble into their
beards that these are merely the indulgent creations of foolhardy younglings with ideas too big for
their boots, but just maybe these new machinerics of war are precisely what the Dwarfs need to halt

decline of their race and restore their ancestral lands to their rightful glory

THE THRONGS OF THE DWARF EMPIRE

Duvarf society s divided into many clans, cach of whom have proud traditions and customs as well as

the

legendary breso potent enough
10 knock out @ Rhine

distinet heraldry and insignia. Though many of the clans have long-standing rivlrics, thesc can

usually be put aside for the good of all, as the crumbling Dwarf empire i assailed on all sides.

Duvarf warriors of al stripes generally prefer to fightin the manner of their ancestors — both boots
firmly planted upon the ground, chest puffed out, master-crafted weapon in hand and the interlocking
shields of their brothers-in-arms stretching away to cither side. This goes doubly for the veterans of
the Dwarf armies; the Longbeards of the main batte line, the Hammerers that act as the King’s
bodyguard, and the Ironbreakers that fight cach day to keep the tunnels clear of Goblin and Skaven
infestation. Clad in the heavicst of armour,the elite infantry of the Dwarfs can stand resolute in the
face of appalling odds. There is no invading force in the world that has not broke itself upon a Dwarf
shield wal ke a wave crashing against a ciff scatered and driven back by an unyiclding bulwark of

metal, muscle and warlike temper. A~

GRUDGE WAR
The last few hundred years have scen the Dwarfs waging campaigns upon on a dozen fronts. Each

[he current High King,
Thorgrim Grudgebearer, is obsessed with obstinately settling one ancient grudge after another. Borne

T all you out,
Magaus, son of

entry in the Book of Grudges s there to be settled, usually in blood. The

cgain. son of
to war upon the ancient Throne of Power, Thorgrim leads his glorious armies to battle, thousands of Murbad! Gather

booted fiet stomping resolutely along the winding passes and roads of the Old World in scarch of

vengeance. In the last few moons alone, Thorgrim and the throngs of Karaz-a-Karak have avenged

the Massacre of Ratspike Phain, taken their due of a thousand Imperial crowns from the tra:

hests of the famous Ogre paymaster Bloodyguts, and beaten the undead minions of the Strigoi &
vampire Velethrex back into the grave in payment for past wrongs. S
Dwarfs have long memories and no word for forgiveness, and for this reason it is quite common ¢

hence todsy!”

for a throng to fall upon a settlement centries afer the offending event. Though  grudge may be
something as small as a monetary debt or long-postponed drinking contest, more often than not the
stony-faced armves of the Duwarfs seek cold revenge for evil deeds perpetrated by the long-dead

Thrandil Barleard,
suing ok debt

ancestors of their hapless victims.




HIGH ELVES

Haughty and proud, the High Elves are steeped in ancient magics, and
their martial skills are unsurpassed. For thousands of years they have ruled
over the vast island continent of Ulthuan, sometimes vying for power
against each other, but always uniting as one if their realm is invaded. Such
is their prowess that no single enemy has ever truly defeated them. Beyond
their borders their elegant fleets rule the high seas, carrying the armies of
Ulthuan to every corner of the world.

MASTERS OF MAGIC

When the Old Ones came to the world, they first created the Slann and the Lizardmen as
custodians of their new domain. The next race they raised up were the Elves, the descendents of
whom call themselves the Asur, but who are known to man as the High Elves. Confident in their
own superiority, the High Elves consider themselves to be the rightful inheritors of the world
now that the Ol Ones are no more. At best, the High Elves view the younger races with
condescension, and at worst with outright contempt.

Perhaps because of their hubris, the history of the Elves is one of near constant war. At first,
however, the Elves were mystics and scholars rather than warriors. Of all the races introduced to the
world, the Elves had the greatest afinity for the primal energy known as Magic. The Old Ones
created a kingdom for the Elves, raising the ile of Ulthuan up from the ocean floor. It was in this
Verdant realm that the Elves first learned the art of manipulating magic from the OId Ones, and

here, millennia later they rule stil

THE COST OF VICTORY

The thousands of years since Ulthuan was created have not been kind to the Elves. The first
catastrophe to srike them was the collapse of the vast portals built by the OId Ones. As the gates
collapsed, the Old mwmm,m — none knew why or where they went — and the world was
inundated by magical cncrgy and the raw stuff of chaos. Unnatural creatures sprang into existence as
SFon et il of the OM O wers sty besc o ll s by
fiends and daemonic entites.

Tt was the Elves that rose to this almost overwhelming challenge. As the tide of Chaos crashed
upon the shores of Ulthuan, and the other inhabitants of the Warhammer world cowered in what
makeshift shelters they could find, the Elves stood alone. Led by the first and mightiest of the
Phoenix Kings, Acnarion, and protected by the magical spells of their mighty mages, the Elves were
able o first halt and then turn back the original incursion of Chaos.

t was a victory bought with blood and sacrifice, and though they knew it not,this was to be the
greatest achievement of the EIf race. But it was a victory that was tainted, for in order to achieve it
Aenarion chose to wield the Sword of Khaine, bringing the curse of madness upon himself and his
descendents. Furthermore, their great victory fed the vanity and ego of the Elves, who since then have

considered themselves pre-cminent amongst al of the races of the world.

NDLESS WAR
The history of the High Elves since that time has been one of almost constant battle and warfare.
Only three of the Phoenix Kings that have ruled the High Elves have died peaccfully; the rest have
fallen in battle, killed themselves in despair,or been the victim of an assassin's blade. Many of the
wars the High Elves have fought have been valiant and noble, for they have always been the
mightiest opponent of the Chaos powers, but almost as many have been brought about by pride and
arrogance. Most insidious of these were the civil wars that gave birth to the Dark EIf kingdom, an.
ongoing struggle that has raged for thousands of years and consumed countless legions across history:

These wars have forged  race very different to the mystics and scholars known to the Old Ones.
Although the High Elves are sill the supreme exponents of the magical arts, their armies have
become the most professional and disciplined ofal in this new age of war
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THE GLITTERING HOSTS
Al High Elves are taught how to use weapons from an early age it is said they learn how to shoot 2
bow before they can read, and how to wicld a sword before they can write. The skills they learn in
their youth mean that the High Elves are expert warriors by the time they reach maturiy. This
multitude of deadly fighters —an cntire race honed for war — form the backbone of Ulthuar's armies.
Equipped with finely wrought armour, armed with bow or spear and shield, the glitering hosts of

Ulthuan are possessed of a preternatural deadliness that makes the men of the Old World look fike
clumsy and barbaric apes in comparison

Yt for all their prowess, these citizen soldiers are but the rank and file of a High EIf army
Complementing them are an array of clite formations whose martial skill i truly exceptional. While
other races may boast ng.\m that are physically superior in terms of raw strength, there are none
that can match the dextrous clegance and lightning-fast reactions of the High Elves. A High EIf
arion e attuned to hi blace that h can decapiate  chrging Orc witha sigle wellphced
blow, stepping aside with a disdainful sneer to let the corpse tumble past, his razor-sharp weapon
clean and readied before the brute’s headless corpse has even fallen to the ground.

Most numerous of these elte troops are the famous Silver Helms, the noble Elven knights who
fight in the vanguard of every High EIf army. The sight of sunlight gleaming from their lances and
highly-polished armour brings hope where all scemed lost. Faster sil are the graceful Reaver cavalry.
that guard the shores of Ellyrion, riding on bonded Elven steeds as swift and capricious as the
Jightest zephyr. The heaviest of Elven cavalry are the famed Dragon Princes of Caledor, descendants
of those who rode drakes to battle in ages past, their magical armour ensuring they can gallop.
through a raging firestorm without so much as singeing a perfectly arched eyebrow




Riding alongside these cavalry formations are charioteers from Tiranoc and Chrace, the ltter
drawn not by Elven steeds but by the ferocious white lions that prowl the mountains of that mystical
realm. Beast-taming is a respected art in Ulthuan, for the
cratures of that island; lon,eagle, and drake are loya allie,and they bear the Asur to war gdly

s have a natural bond with the noble

e cavalry and charioteers of the High EIf kingdoms are matched both in valour and skill by
their elte infantry. The ever-silent Phoenix Guard, granted visions by Asuryan himself, cach know
the manner of their own demise and yet defend the Elven lords with their lives. The supremely
skilled Swordmasters of Hocth strike as swit as lightning, even with the two-handed swords with
which they endlessly hone their martial form, and the White Lions of Chrace, every bit as ferocious
as their namesakes, wield elegantly curved axes that can hew necks as easily as the birches of their
homelands. Above each High EIf warhost soars a flight of huge, majestic Dragons that have

saclysm. Itis said that in recent

accompanied the High Elves to war since the time of the Great
years even elder drakes have been roused from their slumbers by the clamour of war:
High Elf armies are led to battle by the greatest heroes of the age. The general of a High Elf army

will have studied the art of war from infincy, commiting to memory the essays and treatiscs laid down

by the greatest High EIf commanders that came before him. These works, written by the ikes of
Caledor the First and Bel-Korhadris, mean that a High EIf general can call on a store of military

wisdom undreamt of by lessr tacticians. Furthermore, the military acumen of each commander will

be bolstered by the spell lore and magical abilites of the finest Mages. Exen the youngest Dragon

g
Mage can summon a storm of pyrotechnics, for the High Elves are true masters of magic

It this combination of exceptionally skilled troops, expert leadership and consummate sorcery

that make a High EIf army such a deadly force. With these finely honed warhosts the High Elves

impose their will upon all corners of the world, be they on land or sea, for their flets are unmatched
i speed and power. Conccited and proud, supremely confident and skilled in all the manifold arts of
war, the High

know it is their destiny to shape the fate of the world, and woe betide any that stand in their way.

s have no compunction about using unstoppable force to achieve their ends. They

DRAGONS

The great drakes of the Dragonspine
|| Mountains are the fihfl and long-srving
{ alies of the High Elves. Most High EIf

| armies include at least one of the

ancient

| beasts, who will even allow High EIf heroes
or mages to ride into battle upon their
backs. Dragons are massive, serpentine

creatures of enormous strength, capable of
tearing any foc o picces with their
formidable claws and fangs, and able to
immolate entire regiments of troops with a

| blast of thei fiery breath.
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Iihilmar s a rare metal found

only i one place on Ulthuan.
The name means ‘sky sikver’,
for the metal s said 10 be s
light as the sky and lustrous as
polished silver. The High
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The Dark El\cs are the cruellest of all mortal races. They are beings whose
embittered souls only hatred, malice and spite, for the pits of their
black hearts are blnmer.l to all other sensations. Only by inflicting pain can a
Dark EIf experience something akin to joy. The armies of desolate
Naggaroth revel in the misery they wreak as they murder their foes and
plunder the lands. The Dark Elves would rule all the world, or else see it
burnt to ashes.

THE MALICIOUS AND THE PERVERSE

Dark Elves are bitter, vicious killrs that detest all the creatures of the world, including others of their
kind. In the debased courts of Naggaroth only the strongest and most ruthless survive for long. The
Druchii, as they call themselves,arc disdainul, spieful degenerates and murderers who delight n the
despair they spread across the world. To a Dark EIF, there is no sound sweter than the agonised
screams of their fos, no draught sweeter than the blood of innocents laced with the tang of terror;
and no sight more treasured than the death throes of their cnemies.

In battle, the Dark Elves are aggressive warriors that mercilessly cut dunvlhurupmuum with
viciously sharp weapons. They move through the charnel reaches of the battlcfield with a skill and
fluid grace that lesser mortals coul umumu to match. At these times the Dark Elves are most
empowered by their hatred, and they shout their praises to twisted gods as they vent their malice.

The Dark Elves are a selish, arrogant people who believe that all other mortals exist merely to be
exploited, enslaved and abused in order to fulfil the Druchifs every whim. It s in the nature of the
Druchii to be treacherous and scheming at all imes, for honour is an alien concept in the land of
Naggaroth. From thei forbidding ctadel thy sl out acros the word, oing 0 war in vast riding

hosts that plunder enemy nations tcher whole cities. When the armies of the Dark Elves set

forth they do so for thejoy of illing, fo the suffring they can inflic on lesser beings and for the

chance to spill the blood of the weak. Ultimately though, they do so for power, for the spoils of war
are the Dark Elves’ greatest source of wealth — a town or ity found populated only by corpses is a
aure sign of the Druchif’s passing. As the Dark Elves return o their desolate realm, they leave a trail

of woe in their wake, eradicating peace and prosperity and replacing it with terror and death

THE DOMINION OF THE WITCH KING
The history and fate of the Dark Elves is inextricably linked with that of Malekith, the dreaded
Witch King of Naggaroth and undisputed ruler of the Druchi. Malekith was once a revered hero
amongst the Elven people, the son of the first Phoenix King himself and heir apparcnt to the throne.
of Ulthuan, Following Aenarioris disappearance during the coming of Chaos, Malekith was passed
over to rule his people in favour of another, 2nd  doep eesentment fescred i hisheae. Over the
yearsthat folowed, tht spark of hatred grew into a scaring inferno, eventually leading to the
ar that would become known as the Sundering. That war st rages to this day
rom the Elven homelands of Ulthuan, the Witch
g Elves an swore o ke back his rightfl kingeom, For ive
hone yeus Maleith,  Fatsome sareorand powerilsoceres, b waged wa sgaas the
a5, spilling enough Elven blood to stain red the Sea of Malice. Riding to war upon his
ragon Seraphon, Malekith has brought woe to allthe races in the world, but to the High
all. For in Druchil society there is no foe more despised than the High Elves; hated
cousins viewed by the Dark Elves as cffctc weaklings. Though their society is riven with intrigue and
treachery, when the Witch King’s warhosts sct sil for Ulthuan the Dark Elves are truly united in
purpose. During their long war against the High Elves, the Druchii slaughter neither for riches nor
for fame, but out of pure, unadulterated hatred, centuries of bloodshed lending strength to the thrust
of each jagged sword. Only when every last High EIfs slain and Malekith claims his birthright
upon the Phoenix Throne will the Witch King’s eternal need for vengeance be slaked.







NAGGAROTH
The Dark Elces rule over the
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THE BLACK HOST OF NAGGAROTH
At the head of each Dark Elf army stands one of the Dreadlords, ruthless warriors who have waged
war upon a hundred battlefields and who kill with the practiced easc of centuries of combat. Each
Dreadlord has left a mountain of corpses behind him in his ascension to power, yet their penchant for
carnage never truly fades. Drcadlords command the armies of Naggaroth through fear and terror,
and great hosts of disciplined Dark EIf Warriors march to obey their master’s will. With bladed
<pears and cunningly-wrought repeater crossbows the Dark Elves’ victims are sain, the sound of
swords clashing and steel biting flesh drowned out by the screams of the dying. Wholesale butchery
ensues as the infamous Cold One Knights crash into the fray,the lethal skill of Malekith's shock
cavalrymen matched only by the ferocity of their stinking reptilian mounts. Merciless Dark Riders
gallop forth on cruel-tempered steeds as black as midnight, running down those that attempt to flee
with shouts of callous joy

Amongst the serried ranks of Dark Elves are those that have devoted themselves to a ifesime of
bloodshed. Beautiful but m

niacal Witch Elves enter a frenied orgy of violence as they hurl

and lash out with furious abandon in the name of Khaine, God of

themselves upon thei eneric
Y

der. In cold contrast are the Exccutioners of Har Ganeth, they who spill blood in the name of
their fell god with practiced cfficicncy, every blow  killing strike aimed to sever head from ne

THE CRUEL AMASSED

The Dark Elves do not fight with silvered steel alone, for Malekith's dark sisterhood of Sorceresses,
steeped in forbidden magical lore, wield the raw power of Chaos itself. A Sorceress can blast the meat
from her foe's bones or summon forth daemonic spirits to devour the souls of her enemies. Using
stranger sorceries sill, Malekith has learned to imbue armoured steel giants with the souls of kilers,

Many are killed on the ltar of
the btdeield self; b thers
e executed in temples and.
hrings, sain i the crcllest
cays by e Brides o Khaine

ereating fell embodiments of Khaine that carve through the ranks of those born of flesh and blood.
The Dark Elves trap and enslave not only the lesser races, but also all manner of unnatural beasts.
The Druchii are adept at bending almost any creature to their domincering will, and they have
harnessed the creatures of th
skis on bat-ike wings, enormous War Hydras and Chimeras are driven into batdle by the bladed

Jand, air and sca for their wars. Leonine Manticores soar through the
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bow against the agents of disorder and ruin. The sentinels of ancient sites

across the Old World, d\e Elves of Athel Loren fight a never-ending battle
of vengeance against the lesser races that trespass upon their lands and the
ever-spreading corruption of Chaos.

In their prime, the High Elves maintained many colonies and outposts throughout the known
world. Nowhere was this more true than within the bounds of Elthin Arvan, the Old World - yet
it was not to last. When disaster befel the folk of Ulthuan, when the treachery and betrayal of
Malekith the Accursed besct their ancestral lands with fury and war, the High Elves had litde
choice but to abandon their holdings across the sea and return home, lest by defending both
realms they would ultimately save neither. et not al the Elves who had settled in the OId World
were prepared to abandon it. Most notable of all those who remained behind were the Ef

colonies that dwelt ncar the forest realm of Athel Loren, those who renounced alltis to the
Phoenix King and struck out in the cause of independence. So did the forest of Athel Loren
ultimately become a realm unto itself, and the Wood Elves a power in their own right

THE KINGDOM OF ATHEL LOREN
Athel Loren is not as other forests. Is ancient trees long ago found vigour and voice, and they
learned to hate the lesser beings who swarmed about the forest’s eaves, gnawing at their verdant
majesty with axe and flame. Few intruders survive unbidden within Athel Loren's bounds, for its
tree-spirts' vigince s matched only by thei itense onthing for interlopers.

 the Wood Elves were not consumed by the vengeful spirits of Athel Loren is one of the
peculiar accidents of history. The alliance between Elvenkind and living forest was born out of a
shared peril, for at that time the Dwarfs of the Grey Mountains pressed hard upon the forest's
borders, felling trees to feed hungry furnaces and slaying Elves as payment for past grudges. The
Elves of that region were few and the Diarfs many oty theongh sabising Ve ces il
the Elves and tree-spiits hope to survive for long.

A STRANGE ALLIANCE
ful night a tremendous battle raged by the flickering light of the logg
Outnumbered now by the combined forcs of the Elves and the thorn-limbed forest pirits
ealm, the Dwarfs fought with desperation. Elven arrows whistled from the
shadowed shelter of the trees, finding marks in Dwarfen throats and eyes, their aim precise
enough to seck the gaps in armour even in that ruddy twiligh. Lithe EIf warriors fltted through
the trees like ghosts, running sure-footedly through the upper branches before launching
themselves at the Dwarfen battle lines below: Landing cat-like, the Elves braced their feet upon
Dwarfen shicld and helm, stabbing their long blades through eyeslit and corslet before vaulting
away before their foes could react. Time and again, the Dwarfs charged into the woods, hoping to
catch the Elves before they could reach safety. The woods that had parted before the Elves closed
 around the Dwarfs, binding the intcrlopers with vine and root, bludgeoning them with bough
and branch. When daven came, only shattered Diwarfen shields and patches of scorched ground
ained to show that a battle had ever taken place. For weeks thereafter,in the deep holds of the
ey Mountains, Diwarf sentries looked westwards for some sign of pioneering armies that would
never return. In Athel Lores ¢ a d an alliance that would
forever endure. So it was that the Wood Elves were born from the fires of b
From that day forth, the fates of the Elves and those of Athel Loren were intertwined. What
e pervasive. With every
assing generation, the Wood Elves become in character more akin to th
wrathful and vigorous during the summer months, torpid and somnolent with the onset of winter:
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S0 too have they taken on the trec-spirits’ capriciousness and distrustful nature. One can never be
entirely sure how a Wood EIf wil react, for his thoughts and reasoning, bound as they are to the
forest’s peculiar consciousness, arc unknowable to an outsider. Where once they lived for the joy of
exploration, the Elves became extremely hostile to the outside world, leaving the borders of their
realm only to wreak bloody retribution upon those who have earned their displeasure or to defend
ancient groves in the Empire, Bretonnia and lands even further afild, places to which Athel Loren's
blessing of sentience has been brought. As fime marches on, these groves are ever more assailed and

plundered, and so the Wood Elves become ever more vengeful. Their desire for slitude has been
sacrificed to ensure the sanctity of their race, and indeed the world at large.

Soitis that the great forest of Athel Loren is now not merely the Wood Elves’ dwelling place. Itis
their aly,their protector and their ward, and the Elves are bound toit, body and soul. Those
outsiders foolish enough to st foot within Athel Loren risk not only the wrath of the trees, but also
the predations of the keen-eyed Elves who watch every path and stand guard over every glade.

A REALM APART
The aloof Wood Elves are isolationist in the extreme, caring naught for the affars and travails of
other realms and races. Their concern is solely for Athel Loren, for it survival and protection and
for that of ts splintered offshoots across the face of the world. Truly, the Wood Elves would feel litle
sadness if the Empire of man burned, so long as their cherished woodlands endured. Yet this is not to
say that the Wood Elves entirely shun dealings with the outer world. Through the otherworldly
waters of the Crystal Mere, prophetesses and scryers sift the strands of future fate, seeking significant
signs or portents of the next threat.

but merely whittled to weakness o redirected upon a
different path — one that does not lead to Athel Lorerrs borders. It s fortunate that it i so, for the.
‘Wood Elves are not so numerous as nK other Elven }K(,‘-u\ and couldill-afford blood-soaked and

carefully chosen for maximum
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* upon its rampage. Lure a Beastmen warherd onto the defences of an Empire town and its deep-

7 rooted hateed of Man will drive all other goals beforei. It s fir to say that the Wood Elves have
litle in the way of alles, but rather a wide array of enemies of varying degrees, who they use as
wespors agains:one another 3 need dictes

ent years the signs of destruction have been many; for the malefic powers of Chaos are on the
rise. The atavistic Beastmen multiply across the Old World and beyond, spawned from the dank
hearts of Chaos-tainted woodlands. From the north come tribes of warlike men and hosts of
daemonic terrors, intent on conquering and consuming the world of Man. Aricl the Mage Queen of
Athel Loren, understands full well that inactivity in the face of evil ultimately leads to defeat, for once
the realms of Man have falln, the domains of the Elves will be next. For this reason the armies of
the Wood Elves march abroad in numbers greater than ever before, waging their covert wars against
those in the sway of the Ruinous Powers wherever they may be found.

THE DEEPWOOD HOST
Unlike the drilled and trained citizen soldiers raised by their Dark Elf and High EIf cousins, the
Wood Elves have little in the way of formal military: Instead, an army of Athel Loren is an alliance of
kinbands and clans, summoned by the warhorns of the hunt. Each individual warrior brings martial
skills of bow and blade honed in the dangerous cnvirons of Athel Loren, skils that combine with the
Elves’ inherent grace and speed to create warriors as deadly as any to be found the world over.
When called to war, a Wood Elf army can travel great distance in the space of a single night, for
there are mystical pathways that bind Athel Loren to the many forests of the world. The Wood Elves
can tread these paths, appearing without warning many hundreds of lagues distant, easily
circumventing defences, vanguards and patrols. So do the Deepwood Hosts of Athel Loren avoid
drawn-out confrontation by means of stealth and illusion. Where other armies fight extended
campaigns to reach their foe, the Wood Elves strike a the heart of the enemy with the very first blow
‘As the army advances, phalanses of Eternal Guard, veteran warriors whose wits are as sharp as
their glinting two-headed spears, tread closc about the lords and princes that command the host.
Unflinching and unyielding, they are sworn to defend their lords even in the face of certain death,




On the flanks, Glade Riders and Wild Riders spur their steeds onwards, ever alert for a gap in the
enemy formation. They gallop swifly forwards, darting between the foe’s spears and swords to wreak
havoc on the flanks and rear of the enemy battle ine. Elsewhere, tattooed Wardancers strike decp
into the enemy ranks before leaping away; every thrust and parry an act of worship to the trickster

zod Loce, every fluid movement ancther step in the shadow-dance that binds and destroys.

Warhawk riders swoop and soar overhead, diving down to assail enemy war machines before
ch

eturning to the skies clad in the blood of their prey. There can be no refuge when fighting the Wood

5, for no secret path or refuige can be hidden from the sight of the Waywatchers. Better a clean
ath on the open plain than to be hunted down like vermin. Perhaps most famous of all are the

hers of Athel Loren, the Glade Guard, whose deadly aim has become legend the world over

Yet the Wood Elves do not fight alone. The pact that binds the Wood Elves to defend Athel Loren
About and around the favoured of the forest flt
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woken from slumber by the supplications of Elven Treesingers. Their footfalls make the ground
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Such is the Wood EIf army at war, a force of nature roused to terrible dest

mortal enemy can hope to triumph, as merciless and unforgiving s the deepwinter frost.
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WARRIORS
OF CHAOS

From the frozen wastes of the far north come the Warriors of Chaos,
muselebound killers with hearts of iron and souls as black as coal. Armed and
armoured with hell-forged steel, these servants of the Ruinous Powers possess
inhuman strength granted to them by their unholy patrons.

THE MEN OF THE NORTH
The devotees of Chaos are the most intimidating of all mortal warriors. The songs and legends of
the world describe them as nigh-unstoppable, for one who has seen the Northmen fight will carry

the sight to his grave. The northern tribes are forged of hardy stock, born into an arctic wilderness

where mercy and compassion are replaced by harsh violence and unforgiving justice. Their natural

metle is further tempered by a liféime of battle. A Northman's if i a constant stru
survival, not only against the freczing blizzards and electric storms of that realm, but also the dire
creatures that roam the tundra in search of human prey

Itis when the men of the north give themselves over wholly o the Dark Gods that they
become true Warriors of Chaos. These are men that have left the comforts and concerns of a
normal lfe behind forever,selling their humanity to the Ruinous Powers in exchange for the raw
strength to dominate and destroy. They have no family other than those that fight at their side, no
Tove save that they reserve for their blades. A Chaos Warrior is no longer truly human — he is

instead a living weapon; given body and soul to the gory business of laughter

THE SHADOWLANDS

The repugnant domain known s the Realm of Chaos was brought into being acons ago, a

time of the Great Cataclysm. To this day it spreads outward across the northern hemisphere,
poisoning great swathes of frozen continent with the stuff of raw change. Is corruption s evident
in those wholive in it shadow; a benighted region called the Shadowlands. Whilst physical
mutation is a rare and often fatal stigma in the civilised south, it is very common in the tribes of
the north, and considered a gift from the gods themselve:

The tribes that ive in the Shadowlands are numerous beyond counting. They differ greatly in
customs and traditions, and even in appearance — the Norscans are fair-haired and tall, with long
hair and bristling beards, whereas the vicious Kurgan horse-tribes that border the Realm of
Chaos are swarthy and robust. These tribes range from groups of a few hundred nomads to
hordes of barbarians that rival the nations of the OId World with their number

Regardless of tribal affiliations, the menfolk of the North are invariably thick-sct and muscular
Their craggy faces are covered with a mass of facial hair and their unruly manes are shaven into
topknots or even stranger designs. A Northmar’s skin is leather-tough and weatherbeaten from
years of battling through ice blizzards and sailing storm-wracked oceans, and he guards himself
against the deadly cold with furs cut from the backs of wolves, bears and even deadlier creatures.
Tt i the Chaos Warriors of these tribes who are the most splendidly attired of al, for they goto
battle clad from head to foot in plate mail armour forged in the fires of hell.

Regardless of station, each Northman is possessed of a ferocious battlelust. This is not because
of some terrible blight of the soul, but rather a result of the harsh landscape in which the
Northmen live. The land is as hard and barren as stone, forcing the tribes to roam far and wide
in scarch of the spoils of war. Each summer the wolfships of the Northmen setsail and whole
tribes of Marauders pillage the coastlands of the world.

In comparison to the dreaded Chaos incursions, the constant raids of Chaos warbands are but
an ominous prelude. Each incursion is an apocalyptic time of battle where hundreds of tribes
march to war and the Warriors of Chaos pour down from the crest of the world.
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ach incursion is brought about by a legendary champion known as the Everchosen, a warrior of

kill who has fought his way t the very pinnacl of his martial socie and who wields

1 and daemonic origin. The Everchosen alone has the force of personality

needed to unite the constantly warring tribes into one great host that blackens the lands with its

I\ number. He is the crux on which the history of the world filts, the manifestation of grim prophecies,

and a his command march not oy uncounted ranks of mortal warriors but dacmons, beasts and

‘\ creatures of raw magic bound to his will

e plesing When a Chaos incursion comes pouring out of the waste,the world rembles, In s wke comes

o'l mes s ot g o i e s e e
o S Wﬁ\,r haos sl not jus those n it thral seeks to conquer the world

anarchy and misrule. Itis as if
Pt ¢ Dorss fl[ e tcammed men ofthe world fear above al that with every ncursion,the nd of the world comes a
TS} little closer, and that the Warriors of Chaos will ultimately be the doom of all.




THE EYE OF THE GODS THE SIEGE OF THE
Though the rarified societies of the south consider the Dark Gods to be creatures of legend and fable GREAT BASTION
created to scare the gullible into obedience, the Northmen know that these deities are immediate and  Dwringthe year 1310, a seics
real, taking a direct hand in the struggles and triumphs of their fvoured supplicants. For this reason el casedpur o
the barbarian tribes of the Shadowlands do not fear death. Theirs is a warrior society that prizes glory  agam 4 sy ot

ed by the tribes of the e i e

el deites worship

above all lse, and not without good reason. The
‘Shadowlands eternally thirst for the strongest of emotions, for these give them substance and power  batte-lungry Kurgan ribes
in the otherworld of the Realm of Chaos. There is no more potent a draught than that offered up by #iat oamed ti stegpes flanded

the swirling tides of battl, for in times of war, Mankind’s emotions are rich and pleniful. For this

reason the gods reward the warrior, the commander and the batle
pleas of lesser men. To attain greatness on the feld of batle s to draw the gaze of the Ruinous vt suomains
Powers themselves, o they find the trials and struggles of mortal men entertining and

. mage, turning their backs on the {27 T

aifying in o shore up the Great

the extreme, especially when their puppets unwittingly engincer their own downfall. To ensure they their o clay

have a constant source of adulation and worship, the Chaos Gods bestow strange but potent dodie e e
Manmats gored an

‘mutations and dacmonic gifs upon those that please them; gifis that often manifest directly QUFNE oy, rimends o1

the course of a hard-fought battle Ogres, and inthe ses abe
Daemon Pr

THE PATH TO GLORY be

Cathayans ulimaely

T excelin the eyes of the gods s to climb a steep and treacherous path indeed. With truly great

the ivcasion, b

victories come peculiar rewards — those who cast down the enemes of their patron gods manfest i

supernatural powers and lethal strength. Eventuall; should they somehow survive the constant uody 2k 1 i e

rigours of a lifetime of battle, they may attain unimaginable power and perhaps even immortality ofthe oriens.

Flowever, the path ofthe Chaos Warrior is a road fraught with peril, for o fail the Ruinous Powers is

to condemn oneself to a gruesome end.

Oncea warrior hs proven himsel,perhaps in some grea quest o the slaing of a champion of
rival deity he may catch the eye of the Chaos Gods. Such a supplicant will transcend the struggles of

his peers to become a Chaos Warrior, the ver

cmbodiment of the merciless kiler ance
is o longer to his tribe, but directly to t
Ruinous Powers themselves

Should he continue to excel in the pursuit of his

patron gods’ my;

may be fortunate enough to become one of the
Chosen — those Chaos Warriors whose bodies

ripple and swell with power or coruscate with raw

magic. The Chosen form warrior bands of the
truly favoured, cutting down the foe with

ontemptuous sweeps of their heavy ornate blades
Alternatively a Chaos Warrior ma
Koot e et

an break a battleline with case. More likely he

apon the battlefield, for few survive long enough

o earn such high favour

A warrior who proves strong enough to excel in

the barbaric world of the north may find himself

changing sill further. From his body hatch new

and deadly mutations, from multicoloured skin to

vorpal clays and snapping tentacles, from wreaths

ofliving flame to extra eyes that peer into the souls

of men. The strongest of these favoured ones goon |

to become Champions of Chaos, towering warrior-

princes who never tire or weaken, relentless in their

quest to hunt down and destroy the heroes of those

armies that oppose them.
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THE FATES OF THE FAITHFUL
Those who are found wanting in the service of their gods begin to manifest such displeasure in their
.y are like unto those of beasts, and their bodies

ions of man and monster bursting out from the remnants of once-

physical forms. Their mil mm

become vie of aspect, grote
el Chaosarmap. Thogh thy once esjoed  oston of pre-<aoence, therflure o sppease

their thirsting deities has proved costly indeed. All that remains for such an unfortunate is to hurl

oneself headlong into the fray, hoping to cleanse the stain of defeat with the hot blood of those who
defy the ruinous hoss.

Ifa warrior earns too many mutations from his careless patrons, or displeases his masters greatly, he

may find his flesh running like was, bulging and reforming into one of the heaving,
monstrosities known to the scholars of the Empire as Chaos Spawn. Amongst e el of labbes
sinuous tentacles and plates of horn can offen be seen the staring, crazed eyes of what was once a.

hither and yon in search of an end to its sorry tale. The fate of a Spawn is to

proud warrior, lckin

writhe and scream in pain as it flails its way towards the blissful oblivion of death in battle. The men of

the north do not shun these peculiar and horrific beasts; rather they treat them as a natural part of the

m to battle so they may find their final rest.

Very occasionally, however, a warrior will prove mighty enough to survive the indelicate caress of

the gods. By wreaking ever greater feats of slaughter, these favoured killers eventually become Chaos

ir own legends in the blood and flesh of

Lords, mutated but all the he
pations. The greatest Chaos Lords may ultimately be rewarded vith a daemonic apotheosis,

becoming something akin to a g tis that the Dacmon Princes of Chaos are born, ascending to

fight at the side of their beloved masters for the re

1 cternity of war and
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THE HORDES OF CHAOS

In the cold reaches of the north the tribes gather,

short and violent lfe marked by th

snited by the promise of conquest. When the
war horns sound, barbaric Marauder tribes

stride through the snows alongside armour-clad

Chaos Warriors and silent, brooding Chosen.
Tron-clad
the landscape, crushing or carving ap
din their path. Ahead of

the endless ranks ride the cavalry of the Chaos

hariots plough a bloody furrow across

foolish enough to stand in
horde — omately-armoured Chaos Knights
flanked by sava
hot blood of th

ibal horsemen painted in the

iemy. With them come the
Warhounds of Chaos, slavering beasts that
hunger for living meat

A truly powerful Chaos Lord will have even

ger and more powerful creatures striding to

war under his banner; monstrous beings drawn

by the promise of carnage, compelled by ancient

debs or simply lusting after the lure of greater

glory. From the icebound wastes of Troll Country

and the darkest valleys come stinking predators

lows and bulges with barely

regrowing and regenerating

nutations with every fresh
wound. From the cast come Ogres drawn by the
promise of battle, roaring in the crude tongue of
their race and hefting heavy metal clubs, the most
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THE RUINOUS POWERS

At the heart of darkness are the Powers of Chaos, moving to a ceaseless dance of death in the
souls of the weak. First one leads and then another in the pavane of evil, a stately measure
played out to the beating of human hearts. The shrieks of the damned are its joyous melody.
Still the gods dance, and their bellows of triumph shake the world...

The Chaos Gods are unknowable deiies who play with the lives and dreams of men as if they were no more than insignificant toys
10 be cherished or discarded at a whim. Barbaric and primal, these gods stand in stark contrast to the civilised deities of the south.
They are made real becase they are unwittingly created in the minds of mortals. The four greatest of these are the m 4

reflections of mankind’s most powerful emotions, loosely summarised as rage, hope, despair and pleasure.

KHORNE, THE BLOOD GOD

Khorne, the most powerful of all the Chaos gods, is the embodiment of
absolute and murderous violence, Relishing the shedding of blood above
all, he brings the doom of everything and everyone in his reach. Itis
Khorne that drives the armics of Chaos to war, Khorne that glimmers in

the eyes of the kille, and Khorne to whom the champion shous his
wordless battlecry when the red mist is upon him. Etcrnally enraged,
Khorne’s moods swinging from simmering anger to cpoch-cnding fury,
and his bellows of wrath can be heard across the void between worlds.
aded giant

Khorne s often depicted as a grotesquely muscled, hound-
rmou of alen design. He sits brooding upon a great

in baroque
brass throne, his enormous two-handed sword at his side — a blade capable
of splitting skies and sundering realties. The throne in turn sits atop a
towering mountain of blood-slicked skulls, the heaped remains of those
who have died in Khorne’s name. There can never be enough skull laid at

Khorne's feet, for though cach one feeds his glory, Khorne's thirt for

blood is unquenchable and infinite

YN

TZEENTCH, THE GREAT DECEIVER
Tzeentch, also known as the Changer of the Ways,is flux embodied. He
e spheres of
ot st

nd faces, and total mastery over

agic, intrigue, destiny and subterfuge. From his cry
heart of the multiverse he spins an infinite web of deceit and confusion,

delighting in distorting the lives of those he catches with his hollow

promises. Tzeentch has a strong claim over all those who worship Chaos,

for without the power of transformation, a warrior cannot ascend to

s, and the living cannot die

greatness; the gods cannot bestow their g
Taeentch often manifests as a cloud of magical light that coalesces into a

gangly and shimmer-skinned giant. His skin writhes with reflected faces

that mock and leer at the onlooker in knowing contempt, cach echoing in a

twisting babel tongue the words that spiral from his mouths. His head sits

puckered and growling in his chest, and his great horns rise from his
shoulders rather than his brow. Around him writhe serpents of iquid

for Tzeentch s the master of the arcane, and ultimately all mages

their powers to his art
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NURGLE. THE FATHER OF PLAGUES

An ancient and well-established god, Nurgle has a claim to all material

things, for nothing is truly immune to the touch of decay. The dark
counterpart to primitive deiies of creation and fertility, Nurgle is an

wuncular and jovial god, often called Grandfather by his acolytes. His

carthy joviality sits at odds with his

uesome appearance, for he appears

as 2 massively bloated, obese juggernaut of flesh that festers with boils,

and suppurating sores. His skin is split and torn, and indescribably

s bulge and spill to hang around his frame like r

i drapes
e s the Lord of Discase, Nurgle cherishes al I, from wailing

infant to bubonic pox. He has a generous spirt, bestowing his latest plagucs
of mortal men with abandon, for within his great rusted

is enough for all. His followers, inured to pain by the

discases that ravage their swollen frames, rejoice to see the great works of

heir master unfold. For what use s it o rail against the onset of entropy; as

implacable and inevitable as the passage of time itse

OBV YN

SLAANESH, THE PRINCE OF EXCESS
Slaanesh is the lord of luxuriance in all things. The youngest of the
greater Chaos Gods, he is the patron of mu

c, art and passion, but aso of
sadism, perversion and cruelty. Above all, Szanesh loves to see vrtue fll
o vice. He is the

embodiment of indulgence and greedy desire in allits
forms, and his name is whispered in a thousand hidden cults and covens
across the world. OF all the Chaos Gods it s Slaanesh who enjoys the
worship of the Elven cults,for the heightened sensibilities and passions of
he Elven race make them easy prey to Slanesh's seductive wiles

Divinely beautiful and int

atingly alluring, the hermaphroditic

Slaanesh exudes a palpable and irresistible charm that causes all who see

him to fall utterly in his thrall. He appears most frequently as a slender

and radiant colossus, male on one sid le on the other, and he
teases the souls of mortals from their bodies, laughing mockingly as they

with hapless

ing into his lustrous black eyes.
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DAEMONS
OF CHAOS

There is a tear in reality at the top of the world, a pulsing wound that grows
larger and more livid with every passing year. From this dread portal spill
great hosts of Daemons, the stuff of nightmares given form, each fiendish
warrior hell-bent on transforming the entire world into a Realm of Chaos.

THE RUINOUS AND THE VILE

The Dacmons of Chaos are a forc of destruction in the world like no other. Dacmons are not true.
creatures at all, but rather the strongest of concepts and emotions given terrible form. Itis impossible
o truly kill a Daemon, for they are forever tied to the otherworld known as the Realm of Chaos
Even utterly destroying their physical form mercly banishes them back to their own domain, where
they plot their revenge for a hundred years and a day. It i feasible to slay the material manifestation
of a dacmon with faith and true steel, but eventually that same Daemon wil claw its way back to the
real world, and it will have vengeance in mind when it docs so.

Dacmons are born of the stuff of Chaos. The further they travel from the source of their powers,
the weaker their connection to the material plane becomes. It s primarily this fact that has prevented
the unholy hosts from conquering all the countries and territories of the world, for to compare a
Dacmon to a normal man is to compare a poisonous serpent to a mayfly. Though Dacmons occupy
physical vessels that are usually humanoid in nature,this is only because of the limited imaginations
of the mortals that have given the Dacmons lfe. Afier all the Daemons of Chaos exist only a5
reflction of mortal hopes, fears and lusts. They appear as archetypes given form, vile caricatures and

grossly exaggerated parodics of the concepts they represent

THE REALM OF THE DAEMON
The land of the Dacmons is surreal and sickening, its shifting planes and dimensions as fickle as 2
madman's oath. The Realm of Chaos is so alien, so thoroughly unknowable, that a mortal mind could
ot even come close to comprehending it. Where it spils out into reality and fuses iself with familiar
concepts such as fime and space, there exist hideous landscapes that hint at the roiling chaos that lies
beyond. Rivers of blood and filth gush upwards, the skies rain blades of bone, and the land boils with
ugly leering faces. Such a realm is the Umbra Chaotica, the bleeding edge of the Dacmons’ domain.
Yet this land is not one that can be marked on a conventional map. Every year the Realm of Chaos
waxes and wanes, growing to continent-swallowing proportions when the powers of Chaos unite.
Such events are mercifully rare, though Elven scholars have noted with trepidation that the
incursions of Chaos are becoming more and more frequent as the years pass by. With every year more
Dacmons cross the boundary into the material plane, and more dacmonic hosts make the journey into
the heartlands of their prey. The lords of the Dacmon realms smack their twisted lips and chomp.
their fanged-flled mouths at the prospect of one day bringing the world to ts knces, imposing not
only a new order but completely changing the nature of existence undil it reflects nothing but

boundless horror, madness and confusion.

BLADES OF THE BLOOD GOD
The Dacmons of Khorne have searing hot, drum-taut skin coloured in the vibrant hues of gore. Be
they slick crimson or livid purple arteial red or cltted black, each of these terrible creatures lives

for the act of slaughter. They are the embodiments of rage and fury. Every drop of blood spilt, be it

fiom the veins of friend or foc, cmpowers Lord Khorne upon his throne of brass.
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Khorne's footsoldicrs, known as Bloodletters, are cunning and strong. Their bodies are tense curves of
whipcord muscle. Their long prehensil tongues flicker and wind, sarching for the taste of blood. When,
they get close to their prey they stab and slash with their long hellbades at the vital organs of their
victims, the better to enjoy the taste of death first-hand. Other Daemons of Khorne are far less subtle,
brass-clad engines of wanton destruction that scream bloodcurdling warcries to thir divine master as
they barrel into the ranks of the foe. The daemonic champions of Khorne ride to war on
Flesh Hounds or hulking, brass-bodied Juggernauts, snorting Daemon-beasts tht leave fire in thei
wake as they thunder forward in their haste to trample and gore. Feared above all re the Greater
Dacmons of Khorne, the Bloodshirsers, towering, axe-wielding monstrosites that soar pon great black
wings above their shricking minions before crunching down to earth in front of worthy meat.

FOETID CHILDREN OF GRANDFATHER PLAGUE

The Dacmons of Nurgle are the most putrid and repulsive of all. Each is patterned with the hues of

snarling

welland burst with every scp.So divrse are

choked voice a they close upon thei vitis P e N e B
‘maggots that gigele with glee at their own foulness, scamper and crawl underfoot. Upon the flanks
come lolloping, flolloping, tentacled Beasts of Nurgle, belching poisonous flatulence and infecting all
they touch in their misguided enthusiasm. Gesturing grandly with rusted swords and skull-tipped

The Grand Ball of
Sl s am cent o

flails a the head of this repugnant procession come the jovial and obese Great Unclean Ones, whose
flabby bulk is all but impervious to mortal weaponry. Even to stand downwind of such a sorcerous

ind foetid beast s to consign oneself to a terrible existence of crippling gastric illness. A T

CACKLING MINIONS OF THE GREAT ARCHITECT
Tzcentch is  fickle and unpredictable god, being the master of mutation, and this i reflected in the
appearance of his Dacmons. The Pink Horrors of Tzeentch defy classification, all flailing limbs and
gaping, hollering mavs that forever reform and alter in a hundred different ways at once. The

omer ofthe
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hovering, bounding Flamers that accompany the Horrors to war are cvery bit as peculia, hurling bt
balefie intthe thickest concentratons ofthe foe and then howling in mane satisfaction when ther

ictims meld into strange and terrible new forms. The ar il with the keening of sky-shark
Sereamers and shimmering I

emon towers that gibber and moan in the language of the mad. Only
aster’s cosmic

the avian Lords of Change have minds labyrinthine enough to guess at thei

intentions, and the near-infinite magical expertise to effect such change upon the uni

PERVERSE PRACTICIONERS OF EXCESS
The province of Slaanesh is excess in every conceivable form, from gluttony to lust to overweeni
pride. The Dacmons of Slaanesh are graceful and svelte, alluring and intoricating

whilst at the same

time possessed of singular hideousness. The Dacmonettes of Slaanesh embody this contradiction,

having something of the lissom wench about their bodies but more of the vicious hag about their evil

souls. Woe beide the warrior who succumbs to their diabolical glamous, for he will wander notinto
the fulsome embrace of his heart’s desire but into the razored claws of a pack of ravening hellspawn.

Fiends of Slaanesh are multicoloured fusions of mammal, reptile and inse
flcking bag
stupefied foe. Long-limbed Keepers of Secrets move with a lthe agiliy that beles their gigantic sze,
snipping enes
with their long, prehensile tongues. Spending eternity with such imaginative and sadistic tormentors is
perhaps the darkest fte of all

EVIL UNBOUND
The
Some daemonic armies are utterly devoted to a single deity, whereas others arc a \hmw ale vdmmpL

their deadly scorpion-tals

d forth as they gambol and dance through clouds of heady musk into the ranks of the

hampions in half with their crab-like claws and greedily scooping up the remnants

allegiances of the Dacmonic hosts are as fluid and changeable as the whims of the Dark Gods
of colours and textures, a catalogue of terrors where all four of the Ruinous Powers a

Regardless of loyalties or pacts, the Dacmons bide their time, for they know with each incursion llm * ST j&\ of

come a litle closer to their deadly and inhuman goal

'DAEMONS OF CHAOS









BEASTMEN

“The Beastmen are the true children of Chaos. Grotesque hybrids of beast and

', primitive man, their domains are the haunted woods and blighted forests that
cover the Old World. Within their warped hearts simmers an intense bitterness
and hatred for all other races, a primal rage that can only be sated by grievous
acts of defilement and savagery. The world once belonged to the Beastmen, and
their barbaric armies gather across the lands with the single-minded intention of
taking it back.

THE CLOVEN ONES

What hideous changes were wrought by the collapse of the warp gates wil never truly be known, but
the descendants of the foul beasts born from that catastrophe still plague the dark places of the world.
Malformed, base and e, the Beastmen hate all natural and wholesome creatures. They are wild and
crude creatures of animal lusts and an unpredictable, violent temperament. They have long, ridged
horns with which to gore their foes, and the legs of cattle and goats with which to stamp the bodies of
their victims into the mulch. Their slavering mouths are filled with long, wol-like fangs perfect for
{earing fleh from bone, and their robust, heavily-muscled frames are perfectly suited to saing the
murderous desires that gleam in their blood-red eyes.

The urges of this primitive race know no bounds, and the Beastmen indulge themselves by
enacting their basest instincts whenever they please. Above all other emotions, though, they despise
the race of Mankind. It is Mankind that sccks to tame the wild places of the world, to build upon
Jands that belong to the beasts, o impose order where there should rightfully be chaos. For this, the
Beastmen believe, the race of men must pay with their lives. The precious works of the humans must
be cast down and trampled into the dirt unil nothing is lef

‘When the armies of the Beastmen surge forth from the shadow-shrouded forests, they do so to tear
down civilisation until allis anarchy and misrule. With ever-increasing frequency the braying
warherds of the Beastmen boil out of the darkness — more vital in nature than the races of Elf and
Dwarf, more bloodthirsty than the nations of Mankind, and fiercer than the Skaven that scurry
beneath the carth. When the armies of the Cloven Ones go to wa, the civilised world shudders with

the memory of that which has gone before and will inevitably come again.

THE DOMAIN OF THE BEAST
2, During the coming of Chaos, the great forests were unquestionably the domains of the Beastmen.
Most of the OId World is swathed in darkling woods, and the dominion of the Cloven Ones went
unchallenged for almost five centurics. In their ancestral memorics the Beastmen remember this time,
and resent that ths is no longer the case, for o them the lands are now infested with the spoor of
Mankind — an upstart race of usurpers, weaklings and thieves.
Despite the territorial gains that Mankind has made since that ancient time, the wild woods remain
8 largely untamed to this day. Were the lands of the Old World viewed from high above, the proud
Fmpire of Man would appear aslttl more than fickering pinpoints oflight, islands of barely
maintained sanity in a vast, black sea of forest. The dread realm of the beasts outside each town and
llage echoes with the howling of barbarous ribes under the full moon, the growling of nameless
things that stalk the night, and the panicked screams of their victims.

The leaders of the Beastman race still believe the Old World is rightfully theirs. They enforce t
right o rule over weaker creatures with shocking acts of xtreme violence, for Beastman society, f it
can be referred to as such, has always favoured the strong. Exen the grand armies of th civilsed

aces will never truly overthrow them, for the children of Chaos arc not only strong of arm and

terrible of aspect, but also more numerous than the stars i the sky. The fact that other civilzations

exist at all fills the Beastmen with rage beyond measure. Red-hot hatred festers in their savage minds
for the prideful races that believe they can bend the forests to their vill. Exen the lowlest

s aflame with a burning desire to twist and rend the clean, soft limbs of Man, to rip his skin from his
fleshy body; to snap his bones and drink deep of the bloody marrow within







CIVILISATION BESIEGED

Only by dragging the world kicking and screaming into an age of blood and violence
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THE HORNS OF WAR

The Empire of Man perceves the Beastmen s unruly beings with the wit caly o rend, tar and

heavily armed battalions united by their terrible hunger fo
wn upon their victims. As their armies
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violent lusts inflamed by the prospect of claiming
the first kil, whilst malicious and nimble Ungors
melt through the forests ahead to cut off the foc's W i
escape. Ramshackle chariots hurtle acros the = "ﬁv”a«,
battlefield, pulled by heavily-muscled Tuskgors
or even a bristle-backed Razorgor drawn from its.
lair with offerings of raw human flesh.

The shock troops of the brayherds are
Minotaurs, bull-headed giants whose hybrid
anatomics have been grossly swollen by the
{ouch of Chacs. Led b thelargest o thei
mber —the blond-obsssed Doorbulls

whole tribes of Minot

urs stampede towards the
enemy battleline, bellowing with unrestrained
battllust, their horned heads lowered as they
charge into the foc with bone-crunching force.

The orgy of gore-drunk feasting that inevitably

follows such charges is even more sickenin

the violence of the killtself.

The number of Minotaurs slaughtering their
way across the Old World is curreatly at an
unprecedented level, and the legend of Tauros,
the Brass Bullis spreading like wildfire —a
monstrous blade-horned giant of living metal
who never rests in his quest to kill. Entire armics
»f Minotaurs now converge upon the city of
Talabhcim in the heart of the Great Forest,
though none bar the Bray-Shamans that

sccompany them truly know the reason why.

THE MONSTROUS HORDE
Behind the Gors, Ungors and Minotaurs of the horde come ever larger and more terrifying beasts,
St

Cyclopean monstrosities known as Cygors lumber into the fray; crushing lesser beings bencath

reatures from the realms of horror bound to the cause of the Beastmen by stooped Bra

Hooves as wide as tree trunks, sccking out the bright aura of wizards in order to slake their unnatural
thirst for the souls of the giffed. Gibbering Jabberslythes spurt hissing bile as they flap and crawl
from their lirs, their features so hideous that to look upon them is to lose one’s mind forever. Waves

)finsanity wrack the enemy battlelines as the unnatural beasts advance.
When the tribes unite under the greatest of Beastlords the ground shakes at the Brayherds

sassing, for with such a grand muster come all manner of str otten beasts. Obscene.

fusions of hag-tre and gigantic mutant shrik from dozens of mouths as they snatch up their

ed

prey in their poisonous tendils. Cleaver-ar

roar with pure bloodgreed as they storm

aiva drooling in thick ropes from their freakish maws. Temples are levelled and

“They blead
renellated keeps brought crashing down by living mountains of muscle and horn, goaded into cunning and spite
battle by the chanting Beastmen that are packed into crude howdahs upon their backs. Quill- with 2 svag

pined brutes from the northern forests thunder out of the night to smash apart iron gates and \ ::"'L‘ff
porteullises in one unstoppable charge. The skies turn black with flocks of harpies and carrion ~ | el

yirds that gather for the bloody feast to come, scattering and screaming as older, fouler things flap i B

hrough the skies towards the banquet below. There is no end to the menageric of terrors that

urs from the shadowed heart of the woods. biantofces

Quilmastr ofthe

Drakaald

the Beastherd itself, a rage that becomes ever stronger should the Beastmen suffer defeat. The

And yet even the most titanic beast of the deep forest i little threat compared to the wrath of
Cloven Ones are the doom of civilisation incarnate, an inexhaustible army of monsters that will '

butcher, defile and burn all in their path until they have scoured all evidence of order and sanity
from the Old World. 2




GOBLINS

The Ores and Goblins are a scourge upon the lands. They are ferocious
raiders that spread war to every corner of the world. The greenskins are so
eager for battle that, when lacking a foe, they will gladly attack each other.
So numerous and warlike are the Ores and Goblins that should they ever
stop fighting themselves and unite into a cohesive force, they would sweep
away all opposition in a brutal tide of violence.

TRIBES BEYOND NUMBER

Ores and Goblins, or greenskins as they are often called, live in warrior tribes or warbands. These
groupings range from no more than a few hundred individuals o staggeringly vast hordes that cover
the lands in heaving seas of green flesh and rusted metal. Each tribe is led by the largest and most
powerful Or chiefain amongst its number, known as a Warboss. Partcularly formidable Warbosses
with a talent for kicking in heads attract numerous lesser tribes to fight under their banner. This is
because no tribe wants to miss a good scrap, though the cunning leaders of lesser tribes might simply
be joining ‘da winnir? side’ to avoid a thorough pummelling. Might i always right, and large tribes
offcn absorb smaller ones, eating any greenskins that dorit put up a good enough fight.

Ore and Goblin tribes can be found throughout the world and, disconcertingly for peace-secking
folk, there isn't a habitat in which the adaptable greenskins cannot thrive. From the southern jungles
of Lustria to the northern Chaos Wastes, from the bleak lands of Naggaroth to the mysterious Far
Fast, a traveller cannot hope to avoid them. The greenskin tribes are beyond counting and, while
these prolific creatures do not have a distinct kingdom of their own, there are nevertheless vast
tracts of land where they dominate completcly. The notoriously dangerous region between the
southern Worlds Edge Mountains and the Black Mountains — known as the Badlands —is one such
place. Most tribes are semi-nomadic, due in part (o the fact that a successful tribe destroys
everything within many days march of their camp. Thus the tribe must constantly search out rich
new pickings to devastate and despoil. Any Warboss worth his rusty ironshod boots considers
anything visible o the horizon as his rightful stomping grounds, and anyone in the way had better
be preparcd for full-on war.

BRUTAL AND BELLIGERENT

If belligerence could be personfied, it would look much like an Ore. Broader and more muscular
than a man, these green-skinned brutes have large heads, powerful jaws, low brows, and great tusk-
Jike teeth. They are thick — both in terms of toughened skin and in their inabiliy to absorb complex
thought. But mast defining s that, above all, Ores ive to figh. Indeed, when not surrounded by a

Istrom of violence and bloodshed, most Ores will quickly become bored. Some slip into a

brooding lethargy while the more adventurous attempt other activiies — skull-stacking, piling loot

into vast heaps, dung-moulding or, on rare occasions, thinking about what to do next. Ores find such
non-violent behaviour taxing in the extreme, and before long they will be sure to find a way to add
hting into the mix. 1t is generally considered more fun to fight a common enemy; but a punch up
between fellow greenskins is better than sitting around. In the end, Ores aren't choosy about who
they fight, so simple proximity often plays the deciding factor
Not all Orcs are created equal. Indeed, the largest and strongest of their kind quickly rise to lead
the tribes, imposing their will through brawn, might and loud bellowing. The Black Orcs, a
subspecics known for their dark green or even black skin, are by far the most notable and fearsome
Itis generall known that Black Orcs are ‘dead "arc’, and they go to war armed to the teeth. The
\. lrgest of ther kind can offen be found as leaders, accompanied by a bodyguard of fellow Black Ores
# 5 Shungry for war. Many of the most notable invasions are led by Black Ore warlords
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The Black Orc Warkd knon
Gtk s a lgend i e

Smaller and more nimble than their thuggish Orc cousins, Goblins are sneaky and comparatively
intelligent. While Orcs are broad-chested and bulky
of limb. I direct contrast to Orcs who communicate with gowers and grunts, Goblins are garrulous 5/ S8 800,
and irritating, with high-pitched voices that never scem o shut up without a good hard slap. Because 77 iy s s a drk ren i
Goblins are weedy compared to other greenskins, they are often prone to extreme acts of cowardice.  soaraatcal-Hack, and e
However, history has proved time and time again that a Goblin horde can pull down the most enured i icemcal armor <cas
3, Goblins fi prefer to sou-back sy endeing him

; the snot-nosed Goblins are gangly and scrawny

redoubtable of foes through weight of numbers. Vicious and mean-spi
attack from behind or assai foes already weakened by battle — better still, both at the same time. gl
Having adapted to the varied lands they live i, there are several distinct subspecies of Goblin. The s i e Gl o the

Forest Goblins can be found vying for supremacy with the Beastmen in the gloomy tracts of woods i peaks,pining themclrs
10 e i o ond

pich T cmaufge e

e Waag! sdghcred s

within the Empire. In the many caves that riddle the Worlds Edge Mountains are lars of the black-
robed Night Goblins, a serious thr
ral hatred between Dwarfs and Night Goblins, and the two races constantly
cath the mountains.

t to the Dwarf kingdoms and any who dare cross the highland
passes. There is an ance
battle for domination of the dark halls bes

<ay s Brtonnis,abeays
tackingat night 1o ewsare the

1 i oy s between Ores and Goblss,they omfurally congregate togethr and ' s SRS
is a rare tribe that does not include both types of greenskin. Although the Goblins most often Unfraatly the Waagh! e
suffer under the sway of the more powerful Orcs, such a symbiotic arrangement has its advantages. 0 succesfl tha the groenskins

ok 10 bllingtei ne
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The Goblins can rely on their stronger cousins to take on the really scary stuffin an enemy army, and

the Ores leave chores such as fetching, carrying and cooking breakfast to their smaller kin. gl oL
A GREEN TIDE OF SHEER VIOLENCE o g

Al Ores and Goblj o i i il
On the oc at

ol chen he

natural raiders, launching attacks from out of their lirs or crude campsites

4

sions when many of the fractious and unruly tibes are united by a powerful Warboss into

Lorn A
7o = i ik
tar afame, bating e grncking
tastrophic crusade,bent on s e o g e
a mind-numbing sight — e ot Waagls nce

a single cohesive force, their subsequent invasion is called a Waaagh! —a word that can only be

ning volume. Thisis nothing short of a

crashing tide of unrelenting war. A Wa
an unstoppable sea of green-skinned warriors swarming across the horizon, whooping, jecring, and

chanting war-crics that have heralded devastation and ruin since the world was young.

“OF" bellowed Grok

banners and grim totems. More form
display a stern military discipline that i highly unusual in 2 greenskin army: Some daring Ores ride to
war atop enraged boars —  truly irrepressib

‘and foul-smelling combination. These ‘Boarboyz’ deliver
such walloping great charges that blood flies outwards in all directions when they hit home, causing
S

muuch checring amongst the greenskin footsloggers. Most colourful of all are the mobs of Savage Orcs,

primitive ribes that rely on talismanic tattoos, shrunken heads, and bone trinkets for protection.
For 3 it momcat the
mob of Ore stpped
kicking the bsea 3nd
boody form ia the
middle of thi circe
“Er_comne nor
it us one o s Jot”

The Goblins provide even greater numbers; a wide spectrum of motley troops and weapons of war.
Black-clad Night Goblins mass in huge mobs that, when approached, will send out psychoric ball-

and-chain wielding F
drawn chariots careen into battle and multi-decked contraptions that bear a ridiculous amount of
Goblin Archers trundle along behind. Forest
scuttling over hill and dale to launch sudden attacks. Even larger arachnid terrors, some the size of

natics that can smash through heavily armoured knights like kindling. Wolf-

blns, riding to battle atop Giant Spiders, come

Empire townhouses, are coaxed to leave their nest-lairs. Goblin-made war machines provide erratic

Grok glrd 1 the growp
Killing power, offen bulled into a semblance of order by an elderly Ore. A slew of other violent- Wel thas shight

minded creatures accompany an Ore and Goblin army in the hope of jining the fray. Clans of thes” sid the Boss, “but
lumbering and drunken Giants compete amongst then
squish under their hoary great feet, ravenous cave-dwelling Squigs bound and bounce forward, and
sting-tailed Wyve

elves to see how many of the foe they can

kg s e
: o them o He grovked
clad in rusted armour and chain swoop down from the peaks. There have even o gk o

been sightings of mammoth cavebeasts, big enough to swallow a bull whole, and wooden effigies of 1 then stomped buck
the Ork Gods coming to lfe in the heat of battle, green lightning flashing from their eyes »

Luckily for their cnemies, Ores and Goblins have a flaw that has kept the world from being e e
overrun completely: During battle, a greenskin army’s cohesion often breaks down as the disparate during e pave, the mob
tribes feud and squabble amongst themselves. But even after a defat, the greenskins can never truly of Ores ot huck o thei
be written off, since they are only one exceptional Warboss away from beginning anew. And so the ol s

ereen ripples of Orcish invasion begin to spread again, unil once more a Waaagh! is unleashed.










WS W

TOMB KINGS

Ancient and vengeful, the Tomb Ki of the southern deserts have awoken
from their millennial slumbers. Theirs is the wrath of the cheated, for they
were promised an eternity of beauty, but were instead reborn in the form of
hideous, leather-tough cadavers. The Tomb Kings enact a terrible vengeance
upon those who would plunder the treasures of their arid homelands. At
their behest, legions of merciless skeletal warriors rise from the sands of
Nehekhara and march forth to reconquer the world.

AN EMPIRE OF SAND

The civilisation of Nehekhara was wealthy beyond imagining when the men of the Old World still
diwelt in caves and mud huts. It was ultimately brought low by the megalomania of is kings and the
betrayal of its High Priest, Nagash. So steeped in evil ambition was Nagash that, through his
necromantic magics, he laid a terrible curse of undeath over all the lands. The entirety of Nehekhara

withered and died, cursed o an unquiet death from which there could be no true respite. To this day
the name of Nagash is whispered in hushed tones across the world, for he is perhaps the most
powerful sorcerer ever to have existed, and death is no escape from his power

“Today the cmpire of Nehckhara is a barren sea of sand dunes, a scorching desert studded with the

morbid architecture of a civilisation obsessed with death. Beneath the thin white sands and deserted

valleys lie countless ilded arteficts and trinkets buried amongst drifs of human bone. Each of the

many thousand tombs that dot the arid landscape contains a king’s ransom in jevellery and gem-

studded weaponry. Every year, armies of the avaricious and the adventurous march deep into the

heat-blasted deserts, intent on ransacki

the legendary wealth of these inhospit
rumours of the vengeful dead buried beneat]
with the blood of the foolish, for the rumours of spirits abroad in the deserts are true — the long-dead

lands despite

h their feet. Every year the sands are stained once more

) Soldiers of ancient Nehekhara stand ready for battle at all times.

THE ETERNAL ARMIES

Should a commander be brave or foolish enough to trespass into Nehekhara and lead his men into the
sacred valesof the kings, he would witness  terible phenomenon. As the purishing midday sun blazes
down upon the interlopers, the sands begin o shift, and thousands of spearpoints pierce the endless tracts
of desert like a cursed crop thirsting a i

more in the name of their merciless commanders. Sun-bleached skulls surface all around, sand spilling
from cmpty cye sockets as they break the surface of the deserts. Holding curved khopesh blades,
armoured and bejevveled forms awake from their slumbers, forming up into elite regiments with a
preternatural discipline and coordination that living warriors could never hope to match. Undead archers
nock and loose volley upon volley of arrows as they march from their graves in erie unison. Fully-
formed cavalry units burst from the ground in explosions of sand and bone-dry earth, spears lowered as
their skeletal mounts gallop towards the intruders. Cresing the dunes come units ofightweight but
deadly chariots, the blades upon their wheels whirring as the pride of the Nehekharan soldiery careens
towards the foe with petrifying specd. These are the fabled charioteers of Tomb Kings,the harvesters of

the foe, who scythe down the living as mortals reap the wheat of the field

b/ A CONQUERORS WRATH

7
4] = And yet these are mercly the initial defences of the lands of Nehekhara, those who protect the

outlying tombs and settlements from the greedy and the insolent. The true glory of the armies of the
Tomb Kings is only now being revealed.
Settra, the almighty God-King of Khemi,is upon the path of conquest once more. Cheated of the

eternity of paradise promised him by the Liche Priests who callforth his armies, the Lion of the
Desert intends to reclaim the lands that once belonged to him, forcing the usurpers of the Old World
to kneel before his might.







iz ; SETTRA'S VENGEANCE
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At Settra’s behest come millions-strong legions of Undead warriors, marching in unending
tides from the black mouths of tomb-pyramids so tall that each il
like the last flare of a dying sun. From the sands boil black clouds of skull-carapaced scarabs and

peak shimmers in the skies

sarcophagi cast in the form of scorpions that sting and slice into the soft flesh of the living. Out
of the tombs come towering god-statues, jerking and lurching towards the foe with an unnatural
stop-start gait. They and their kind have been brought to unlife by the infallible incantations of
the Liche Pricsts, magisters of the dead who bind and tame the unruly Winds of Magic with the
case that lesser wizards might tame familiar spirits. Alongside these stone sculptures come
hulking, skull-faced constructs of bone and precious metal, each adorned with a treasure chests
worth of gemstones and ornate curios. Some carry great curved scimitars, some massive jewelled
bows strung with sinew, some even carry obelisks proclaiming the greatness of their owners, with
which to smash the foc. One thing these living statues have in common  all e terrifying
spponents at close quarters.

Not all the undead constructs of Nehekhara are humanoid. Prowling, leonine monsters and
stooped behemoths clad in the raiment of kings loom above the seas of Skeleton Warriors that
march inexorably towards the lands of Man, cach gigantic war-beast imbued with strength
cnough to cast down the pitiful castles of the lesser civilisations. Above them, bone-ribbed war-
barques sail majestically above the sands in mockery of the laws of nature, banks of oars stirring
the dry air, whil

cks of giant vulture-like Carrion circle in their wake in a parody of flight
Before them all come the Tomb Kings themselves, thundering across the sands in great gilded

war-chariots. They yearn to drive their enchanted blades deep into the hearts of those that

oppose them, for after their long sleep they are filled with the need to conquer and destroy;

Mummified and ancient beyond imagining, undying and vengeful, the Tomb Kings are
unremitting in their cternal war upon those who have the temerity to live in the sun whilst their
rightful rulers languish in the twilight of undeath. Their legions are breathtaking to behold ~ to

compare the shambling armies of the northern necromancers to those of Nehekhara is to

se are the true monarchs of the dead

compare a tarnished bracelet to a jewel-studded crown. Th
Their merciless armies are beyond counting, and they are coming to reclaim their rightful

dominion over the kingdoms of the living.
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'VAMPIRE
COUNTS

In the cobwebbed castles of the O1d World lurk the Vampire Counts, masters of
undeath and a scourge upon all living things. Far slronger than mortal men and

fast, Vampires are jors. Raw dark magic flows
in their veins, and at their command great hordes of demm and rotting Undead
warriors rise from the grave to wage war upon the living.

THE DAWN OF THE VAMPIRE CURSE

It was Queen Neferata of Lahmia who first unleashed the curse of vampirism upon the world,

elfishly taking for hersclf the rarest and most bizarre of the Gres

With the forbidden knowledge contained within, Queen Nefera

had become obsessed with power and had no intention of relinqui

Vampires born — half-dead creatures that eschewed sunlight and all natural things, cursed to roam
forever in scarch of the blood of the living.

The Lahmian coven under Queen Neferata kept tself to the shadows of their great pyramid city,
slowly mastering their new powers. Centuries passed, but ultimately it did not go unnoriced that the
high queen of that realm, paler and crucller than ever, seemed not to age at all. The armies of the
seven Priest Kings were marshalled once more. The coven of Vampires met them at the Sphynx Gate
of Lahmia and personally slaughtered hundreds of the Nehekharan roal guard sent to destroy them,
raising them up again as corpscs to fight against their former masters. But the Priest Kings were not
without magics of their own, channeling the power of their sun and earth gods, their armies
outnumbering those of the Lahmians many times over. The coven was driven into exie

ind bitter war of atrition raged for an entire decade, with ncither the living nor the dead
ampire captains uscd every factic and vil strategy their damned

powers could afford them, taking a horrific toll on the armies of the Priest Kings of Nehekhara. In

one last prodigious effort, the shattered remnants of the Nehekharan armies united, defeating the
morbid coven of the Lahmian Queen and put their gruesome minions to final rest.

In fear of their own existence, the Vampires fled northwards, dispersing to avoid pursuit and hiding
in the distant refuges of the forests. Thus did the Vampire Counts come unto the outskirts of the Old
World, its haunted forests and lonely scttlements a perfect hunting ground for creatures that thrive in
shadow. Fach of the Vampires carved out an empire of their own, and sired a line of parasitic
successors,gifting the Blood Kis o thse thy decmed as worthy companions in darkness. These are
the grisly dynasties of Vampire Counts that plague the world of the living to this day

THE MIDNIGHT ARISTOCRACY

Vampires are tall and alabaster-skinned, long of claw and fang, many times as strong as a man and
faster than the mortal eye can follow. A portion of their number can pass for human in dim light
indeed, many dwell nestled in the hot-blooded bosom of the citis of the OId World. There they pose
as aristocrats and eccentric lords, slowly bleeding dry the populace at large, who go about their
humdrum lives completely ignorant of the diabolical terrors in their midst.

Practically impervious to harm, Vampires are fantastically adept warriors with centuries of unlife in
which to sharpen their hyprotic powers and martial prowess. Indeed it is said therc are only seven
ways to kill 2 Vampire, the most commonly known of which are to transfix it through the heart with
sharpened hawthorn or behead it with a silvered blade. Though crones and scholars tell that it is
blood that empowers and energises the Vampire Counts, it is really the magic that flows in their veins
that is the secret o their powers. They are able to summon up hordes of the dead which claw their
way from the sodden earth to fight again, their ferocity resurrected whilst their compassion and
humanity is lef behind in the empty grave.
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Any scholar of the black arts worth his bloodstained salt knows that it is their terrible ambition that

makes Vampires o truly dangerous. Unlike the fleshy automatons and unquiet spirits that serve

them, the lords of undeath are possessed of a burning desire to conquer. They work in the shadows to
see Nagash's vision realised, for all truly sentient Undead lust after one thing above all — a worldwide
necropolis where all are subservient to their will, the living slaughtered like cattle and raised back to

life as mindlessly obedient servants to the lords of the dead.

THE DEAD THAT WALK

When the Vampires scck to expand their territories into the realms of the young races, they practise:
great rituals that drag hordes of decaying corpses from their deathly repose. Afer all, the Old World
has been the site of fierce warfare for many thousands of years, and its peaty soi is thick with
armoured cadavers and the skeletons of warriors from long-forgotten regiments. Virulent diseases

have swept the lands many times, and plague pits and graveyard

every settlement. Therefore it is a relatively simple matter for a Vs

armies of the Undead time and time again, even during the it of bl P, ach e

warrior falls o the clawing hands and rusted biades of the numberless hordes, his corpse can be
raised to join the Vampirc's ever-replenishing legions.

The vast bulk of the Vampire armies are comprised of shuffling, moaning Zombies; incomplete
bodily remins given a revoling semblance of ife and einforced with wood, rusted metal and the

occasional spare limb. These loathsome composite creatures shamble forth in great m

dragging sickening Corpse Carts and bone-clad siege engines to the front line, pulling Pt
enemy soldiery with sheer weight of numbers and filling the air with the foetid stench of decay. As

questing tendrils of Dark Magic flow over the lands, armoured Skeletons clad in the raiment of once-

proud warriors from before the time of Sigmar, come to life and climb out from their lichen-covered
tombs, rusted blades and battered shields clutched in their cold, dead hands. The tortured spiris of
tyrants and murderesses flit from their sarcophagi, longing to close their freczing ethereal claws
around warm human flesh. Wight Kings, entombed within the barrows and cryps that lie scattered
acros the hills of the Old World, burst from their burial chambers and ride forth upon skeletal

steeds. Nothing that ies behind the veil of death is beyond the power of a Vampire.




TRAITORS TO THE MORTAL COIL

It s not only the truly dead who march to war when Morrslib is fll in the sky. Degenerate ghouls

slink from their lirs in answer to the summoning Vampire’s howling call sharpened bones in their
C

hands and lcering grins twisting their needle-fanged features. Grossly swollen bats and repugnant
beasts with tattered wings flap and soar from their lairs, the ight of the moon blotted out by

varms of their smaller but no less thirsty cousins. Yet more Undead are called forth by

the malignant Necromancers who study the dark arts under the Vampire Counts, fallen scholars
humanity

whose vile ambitions long burnt away any ves

Even other Vampires answer the call to war. Monstrous Varghulfs, their form reflecting the beast
that lurks inside every Vampire's soul, haunt the battlfield in search of fresh blood. Far less savage

but consummately deadly, the miltaristic and honour-bound Knights of Blood Keep ride forth from

their decrepit fortreses in search of new challenges for their vampiric strength. Their lances are ever

ready to pierce the hearts of those foolish enough to oppose them, for a coterie of mounted Vampires
arrayed in the full panoply of war is a force of destruction like no other

] HORROR EMBODIED
The armics of the Vampire Counts ae relentless and implacable. The Undead do not need to sk,
| restor cat, they know not fear nor doub, and they are torally impervious to pain. But it not the
that are the foremost weapo

the Undead armies, for even a Zombic Dragon or soaring Hellwraith can be shin by the enchanted
blade of a true hero. Rather it is the crippling terror that accompanies them, the dread realisation that

rise up fio

4 creatures of the night that killin the name of their vampiric m
the slain comrades at the feet of those who oppose the Vampires

rt one by one uniil all are

gnashing and moaning, pulling their former friends down into the.
nothing more than the mindless, bloodstained puppets of a sadistic Undead fiend.
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A BLOODY DYNASTY
The von Carstein Vampires have had their claws dug into the soft underbelly of the Empirc for
thousands of years. They have bled the province of Sylvania white since time immemorial, turning
whole swathes of the region into a realm of dread where the living are forced to skulk in fear

The founder of the von Carstein dynasty was Viad, a tall and white-h:
night at the castle of the hated Count Otto von Drak. Von Drak's daughter, Isabells, was as beautiful
ad vowed he would rat

than to any of the gap-toothed and sallow suitors that courted her. It was not I

ed figure who appeared one

sce her wed to a daemon

as the new dawn, and in his pride von Drak

Viad had

taken Isabella’s hand in marriage. Within a few wecks Isabella began to sicken and fade. Vlad vowed
that he would save the iling Isabella from the grave, and in a manner of speaking, he was true to his
gifted Tsabela with the Blood Kiss.

Afier turning Isabellainto a creature of the night, V

word, for he

d spent the next few centuries consolidating
lad and Isabella ruled Sylvania for hundreds of

his influence and power over the people of Sylvania. V

ears, slowly expanding their empire until they had enormous armies of Undead under their control.

d and those who rebelled against the new

One by one the ruling elite of the von Draks were dismisse

order met mysterious deaths. Centuries later they had been replaced by a whole cadre of inhuman
Vampires, one affer the other given the Blood Kiss unil the von Carsteins took command of every
d Fritz, Hans, Pietr, Konrad, and

major castle and fortress across their new domain. Thus were cre

Manfred von Carstein, al of whom would make their mark

THE SIEGE OF ALTDORF

Eventually the incredible longevity of the von Carsteins attracted the notice of the Witch Hunters,

and it was not long before their secret was out. On Geheimnisnacht of the year 2010, Viad revealed

the die truth to the world. He stood upon the battlements of Castle Drakenhof and intoned a
terrible incantation from the pages of the Nine Books
ns invaded the Old World, cuttin
the terrified Elector Counts. Time and again resistance was given but to no aval, for the Undead
d by an Elector Count

sh. Raising up great armies of th

swathe of destruction through the lands of

were all but unstoppable. Viad was ostensibly killed several times

smashed into a pulp by a Grand Master of the White Wolves, skewered by lances, set aflame by

iragonfire, and blown to picces by a lucky cannon shot. Each time Vad came back to wreak his
evenge, leaving his ‘killers’ bloodless in the dirt. Every time his armies were beaten back they were

soon replenished by the bodies of the dead, rising up in the night to march onward once more. The

morale of the Imperial armies sank ever lower, for they could not hope to win this war of attrition

o death

The scemingly unkillable Viad was finally laid low at the Seige of Alidorf, The cit
d the Reik

moat Mankind had ever seen. And yet it was not enough. Great siege engines built

lad gave his ultimatum one last time;

directed to form the largest

surrounded by a vast ditch filled with sharpened stakes a

remains lumbered forward, animated by Dark

d serve him in life, or die and slave for him in death
Sigmar, Wilhem 111, convinced the wou

surrender a
The Grand Theogonist of the Cul
Ludwig not to surrender. He claimed that thro

be Emperor

fervent prayer he had uncovered the secret of

reatestthie of the age was dispatched into the Yarapires’ car

Viad’s immortalit. The

whist the arstocracy of Sylvania were dormant i their sacophagi, His sk wast st

flled with ba Hmmm fiends as the undead army launched a full-scale siege. Sw

Skeletons on the battlements, Zombie Dragons dragged Grand Masters to their death, spirits flooded

the streets. In the eye of the storm Vlad battled with the Grand Theogonist above the gates of
Altdorf, magical blade

desperation the Grand

inst holy hammer. Man was no match for Vampire, however, and in

Theogonist flun lad, bearing both of them over the

ul scream Viad withered and met

walls. Vad was impaled on a stake at the walls foot. With an a

his final death, ly vulnerable.

for without his magical ring he was fn
In grief, Isabella flung herself to her own doom, and without their leaders the armies of the von
in upon the world lingered sill - Viad and Isabella

world even now.

had sired five other von Carsteins, and their legacies sill pl
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SKAVEN

The Skaven swarm beneath the skin of the world in unthinkable numbers.
Hidden from the cyes of the surface dwellers in their sprawling
underground warrens, these treacherous, craven rat-men constantly gnaw at
the roots of i n. They plot, scheme and multiply, planning for the
oy when they will boil out of their tanncls and drown the lands above in a
tide of discase-ridden filth.

THE VERMINOUS THREAT
Shorter and slighter than men and possessed of a finely honed survival instinct that many would call
cowardice, a single Skaven islittle threat to the world at large. The rat-men are the first to admit this,
fox they have  halthy respect fo the fine art of running away and fu prefe to lunge  knif n the

back than oppose a foe directly. In fact, their entire society thrives on being underestimated. The
‘ ruling elte of the Skaven, known as the Council of Thirteen, works hard to erase all sign of their

race’s existence from the records of the surface dwellers with acts of careful sabotage and theft.
Though there are whispered rumours of rat-men in most of the cities of man, hardly anyone takes
them seriously, or believes that these skulking vermin pose a real threat. But the Skaven race actually
numbers in the billions, waiting in the darkness for the ideal time to strike.

1 weakness uniil the time s right o attack with absolute and terrifying

Itis the Skaven way to fe
force. When the Skaven muster together, their vicious temperament is inflamed by their kin until it

| becomes a desperate need to kill. A Skaven regiment's coura
kaven might startle and bolt at the first sign of danger, whereas a

is thus influenced greatly by its

number — a skirmishing group of
unit of Skaven is a force to be reckoned with. When each Skaven believes that his comrades in

arms will dic before he docs, buying him time to lec should he need to, he fights with the fervour of

a rabid animal

7 CHILDREN OF THE HORNED RAT
Comparatvlyshorcved net o other s, Skaven e  hperacive metabolism that makes them
tly jittery and nervous, ready to spring out of harm’s way at a moment's notice. Their long,
worm-like tails constantly thrash and jerk this way and that, their fur bristls at
and their glands are forever inflamed and ready to squirt the musk of fear at th

confrontation. Itis this constant sate of urgency and heightened awareness that makes the Skaven

such agile and lethal combatants. Their reflexes are honed to a knife's edge, and their lightning-fast
attacks usually come from an uncxpected and unseen direction, making them deadly an
unpredictable fighters. It has been known for Skaven to duel a foe to a standstil, only for a blade
held in the rat-man's prehensile til to whip around and bury itsclf in the opponent's neck.

At all times the Skaven's pointed, veiny cars are pricked for the sounds of danger or the cries of the
vulnerable, and their wrinkled pink noses forcver sniff out the scents of those who could provide an
casy meal. So twitchy are the Skaven that many of their number have developed a rudimentary ‘sixth

sense’ allowing them to react to a threat before it has even manifested. The more esoteric orders of

Skaven society have learned to hone this ablity until it is fa better protection than any shield.

THE CURSE OF THIRTEEN

The origins of the Skaven e thought to trace back to the ancient human city of Kazvar in Tilea

Legend has it that Kazvar was enjoying a golden age of prosperity and cooperation with their Dwarf

alles. In thanks,its population worked for generations to raise a great monument to their gods, but

their ambition eventually outstripped their ability and the monument of their forcfathers lay
stranger, who promised to
finish building the towering edifice’s magnificent but practically unreac exctable s, pevided Il
could make his own addition in service to his own gods. The menfolk of Kazvar agreed, and as the
clouds parted that night they saw an unbroken lance of white stone topping their monument, capped
in turn by a great horned bell. At the stroke of midnight the sinister bell tolled not twelve but thirteen

unfinished. In despair,they accepted the help of a mysterious gr










times, heralding @ deluge of black rin that drown ps and flooded the nearby cities of Man
Duarf alike. Bloated rats ran through the
tolling of the great bell, and when in desperation the
found naught but gnawed bone and scraps of cloth within the
ndeed, and the city
the vermin that superstitious men call Skaven. Since th he number hirte
the rat-men. Such is the significance of the tale that they cast great bells of warpstone-
R e o o e carv d and
litting death knellof the Screaming Bell sounding th

THE UNDER-EMPIRE
cal factor that keeps the Sk. Kk is the constant internecine warring between th

many clans of that race. The Under-Em < across the globe, from the city of Skavenblight

in the marshes of Tilea to the pl en warrens of Lustria. This subterrancan civilisation is host

to many hundreds of clans, some relatively small, s that the
their number. The vast majority of the
anical and merci or lord whe
n that of his rivals. Because Skaven rulers e paran
It This s se every
the Counil o
nterpret the will of th
re interested in pursuing their own nefarious
who pose them the slightest
osition amongst their clan-mates, clawing th
ind back-stabbiny

tly in the path of

“The maslings stood
back to back
fought for their lives,

to be torn apart, the
yellow chiscl-tecth
sinking into their soft
flesh, the dark furred
mass drowning their
piiful screams with
their hideous
chittering







“There remain four Great Clans who have amassed such power that they enjoy  permanent position
at the highest echelons of Skaven society. The Great Clans have their own obsessions and abilites,
and cach has a representative upon the Council of Thirteen. These Skaven overlords consider
themselves far too important to engage in battl, so they appoint lieutenants to act as their
representatives. The devious Lord Morskittar of Clan Skryre, for instance, employs the bionically
enhanced Ikit Claw to do his dirty work, whereas the enemies of Lord Sneck, the semi-cthereal
Nightlord of Clan Eshin, tend to meet their end at the poisoned blades of Deathmaster Snikch.

THE BLACKENED BLADES OF THE FAR EAST

The smallest of the Great Clans s also the most mysterious. Clan Eshin s perhaps the most vital to
the schemes of the Council of Thirteen, for it is Eshin that provides the saboteurs and infiltrators of
the treacherous Skaven race. The origins of Clan Eshin lie in the far east of the world, and each of its
agents are extensively trained in the deadly martal arts of the orient. The black-clad Gutter Runners

and Assassins of Clan Eshin arc as stealthy as shadows. They can sprint as fast as galloping horses,

lack smoke with a swirl of their -y o pnET pAT

ottelined cloaks. Many emperors and kings have met their end at the blades of Clan Eshin over

skitte their way up sheer surfaces, and disappear in clouds of night-

The Skaven seoship a deiy
L tneon as the Honed Rat
s they were on the brink of victory Pt ooy

DISCIPLES OF PEST!LENCE the Horned Rat embodics ;//

the four Great Clans, Clan Pestilens, came into being within the

centurics, and countless Skaven Warlords have been poisoned or inconveniently decapitated just

L 1 g ettt e

breeding ground for discase, and when the Skaven found their way to that continent they spread primagcl e
almost as fst as the aggressive super-plagues they brewed in their great rusting cauldrons. Isolated  Aorns much like thse of ther
from the wars of mainstream Skaven society, Clan Pestilens flourished, becoming true acolytes of deiy, and hence ccupy a

plague and waging a long and bitter war against the saurian Lizardmen native to the deep jungles. "w/ww"w" in Sheven
When Clan Pestilens returned to the Old World, it numbered many thousands of frothing, rabid by I ewin e (8
Plague Monks, revelling in their filthy habits, riddled with virulent diseases and inured to pain. Floonad fo milf 1k
Their Priests chant sermons of filth and decay from mighty Plague Furnaces that belch out lithe,tsering rat-dacmons
warpstone-laced fumes. It is only a matter of time before they brew the perfect plague that will infect  nowon s Vermin Lords

every living thing and allow the Skaven to conquer the world in its wake.

MASTERS OF MUTATION

Clan Moulder specialises in the creation and trade of grotesque beasts of war. In the depths of their
northern fastness, Hell Pit, the master moulders of the S
monstrosiies with which to assal the surface dwellers. Many of these are unholy fusions of two
lifferent species, such as the wolflike Giant Rats and the hulking, hyper-aggressive Rat Ogres
which Clan Moulder openly trades with its rival in exchange for precious warpstone. Others have

aven breed ever larger and more bizarre

prung dircctly from the realms of madness, such as the enormous, writhing Hell Pit Abominations

that squeal from dozens of blind heads as they slither and squish towards the front lines, or the
immense rat-things that heave their repulsive bulk into the enemy battlelnes.

HE DIABOLICAL AND INSANE

It is Clan Skryre that enjoys the most wealth and influence amongst the four Great Clans. Masters of

arcane scence and techno-magic,the Warlock Engincers of Clan Skryre devise an endless stream of  Overleof. The Bt f s
new and deadly machi
barrelled jezzails and warplock pistls to rare and insanely destructive contraptions, often as

es of war with which to crush their enemies. These range from long-

dangerous to the wielder as to the foe. When Skryre musters its most lethal of inventions, their
hordes of Clanrats are accompanied by Warpfire Throwers and Ratling Guns, great crackling
Doomwheels and Warp Lightning Cannons, burrowing blade-engines and ticking metal globes
g yawning vortex that sucks those nearby into the ether.

Clans combine their forces, the Skaven army becomes nigh unstoppable, a

capable of oper

o the Grea
cething mass of mangy fur and rusted blades that pours across the battlefield. There will come a day

Dicarf dences, brogit a great
scton of the sndergrownd
when the entirety of Skaven socicty riscs up against the surface dwellers, overthrowing the order of  alace's rofcrahing doen pom
Man, EIf and Dwarf, reducing thei citis to ruin and covering the lands in anarchy and plague. Skaven and Ducarf alik.










LIZARDMEN

The Lizardmen are on the warpath, marching abroad into the world once more

| after millennia of isolation. From the primeval jungle continent of Lustria they

come, disciplined cohorts of saurian warriors with giant scaly beasts in their midst,
5 lcd to war by the unbelievably powerful wizards known as Slann Mage-Priests.

D
? THE LEGACY OF THE GODS

Tm Lizardmen were the first race created by the Old Ones, and to this day they obey an order that
dates from the earlist prehistory of the world. Each species of the Lizardman race was brought into
being with a specific role in mind by their near-omnipotent creators. The most vital task given to the
izardmen was to impose the law of their masters the world over, and as such they strve to hold back
the secthing tides of Chaosthat threaten t consume everything i theirpath

were once a perfectly functioning society; shaping the developing world that had
become central o the OId Ones’ cosmic plans. Since the coming of the Cataclysm, however, their

empire has fractured in the constant battle against Chaos. The Lizardmen of today can only guess at
what their absent creators intended, for those Slann with intellect prodigious enough to truly
comprehend the grand plans of the Old Ones bore the brunt of the daemonic invasion, and none
survived. Yet the network of temple-cities at the heart of Lustria is stll many times more wonderful
than the achievements of the younger races, and their rulers are still posessed of god-like power.

Guided by the bloated, toad-like philosopher-mages known as the Slann — beings of awesome
magical expertise and yet mere functionaries compared to the first of their race  the survivors of the
Lizardman civilisation labour ceaselessly to interpret and enact the grand plan of the OId Ones. They
search out the plaques of the OId Ones from the deep jungle and the hidden places of the world,
hoping that one may hold a clue to the planet’s intended destiny. When they find such a prophecy
they meditate upon its meaning and then shape the world according to their conclusions. A single
mistranslation from one of these time-weathered plaques can result in tectonic upheavals that collapse.
cities, or even the eradication of an cntire he Lizardmen are powerful indeed, and they are as
single-minded s they are mercilesly fcent i the camcuion ofthee masters will

THE LEGIONS OF LUSTRIA
The warrior caste of the Lizardmen are known as the Saurus, hulking lizard-creatures with heavy-set
frames that enable them to hack through the dense jungle of Lustria using sheer brute force. Like all
the servitor-races of the Lizardmen, the Saurus are not birthed but instcad spawned, crawling full-
grown from subterranean spawning pools one military unit at & time. All Saurus in a given regiment
have been ~y.\wmd together, and bear the same colouration and markings as their brethren. They act
with an cerie, reptilian synchroncity that speaks of a primal connection with their comrades, and
there is no room in their simple brains for notions of doubr. Indeed, so alien are the Lizardmen that
itis questionable whether the Saurus feel any emotion at all

Their martal prowess is not learned but coded into the very bodies and souls of the Saurus. They
instinctively know how best to fight, snapping and crushing with their long crocodilian jaws and.
swiping with great muscular tils even as they lay about themselves with wickedly-barbed clubs.
Their clammy, cold-blooded bodes are as well suited to defence as they are to attack, and each
spavning of Saurus knows how to lock their crested skulls and bladed crescent shields into a scaly
wall of bone, horn and metal when the enemy musters a count

The elie of the Saurus species, known as Temple Guard, exemplify the dutifl but lethal nature of

their kind. Wearing hormed hlms fashioned from the skl of ferocious beasts, the Temple

not only act as bodyguards for the Slann upon the batlefild but also stand sentinel over the sacred

- blaccs of their homelands. Temple Guard can stand statue-stillfor years ata time, their only

movement being the occasionl licker of an eyeball. Should an interloper approach they blur into

‘motion, chopping and slashing until the intruder les dead at their feet before resuming immobilty
% Perhaps the only true weakness of the Saurus i their slavish obedince — a unit of Saurus would

resolutely march into the fies of hell i it was ordered to do so by one of their Slann masters.
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The war-leaders of the Saurus, known as Scar-Veterans and Oldbloods, also have a limited
intellct, Their vocabulary is but a few hundred words strong, and almost all of these words are
related to simple concepts such as ‘hunt’ kil and ‘defend’, lthough ‘itchy’ and ‘dinnertime’ are also
in there somewhere. Nonetheless, they are gifted tacticians on the field of battle. Oldbloods have an
inherent mastery of how to engage the foe, how to outflank and entrap, when to f
roar the signal for an unstoppable charge. Ttis the Saurus warrior clite that ride the
terrors of Lustria to battle. Entire spawnings of Saurus thund
fang-toothed Cold Ones, whilst their Oldblood leaders charge forward upon gigantic Carnosaurs, the
fercest of all Lustrian predators, capable of tearing out a Dragori throat with a single bite.

The Old Ones knew that true civilisation needs its functionaries as well asits warriors. Small and
nimbl,the Skinks e th srbe,ondelie and priets of th Lizardmen epire, but they als make
excellent scouts and skirmishers. It is the Skinks that see to the needs of their obese Slann masters as
the Mage-Priests cast their minds along the tangled web of futures that may yet befall the world

The Skinks’ diminuitive size belies their potency upon the battlefield. They are masters in the art
of using poisoned weaponry, their blowpipes and javelins felling cven the largest of foes with the
concentrated venom of the bloat-frog and the toxic devilbug. It is common for the Skinks to coax
the crocodilian construction-beasts known as Kroxigor into their ranks, creatures so large they are
capable of crushing several cnemies with a single swipe of their heavy obstinite maces.
japtable Skinks are adept at guiding the war-beasts of Lustria

Furthermore, the intelligent and a
-spitting Salamanders towards

into battle, herding irascible Barbed Razordons and fierce, venom:
the enemy lines.

‘Some Skinks ride to war on even stranger jungle creatures, soaring through the skies on winged lizards
or mystcal feathered snpents. The pricts and heros f the Skink aceride in howdahs mounted upon
mighty Stegadons,the ground shaking 2s these monstrous horned beasts stampede towards the foe.




“The oldest and most implacable Stegudons sometimes bear upon their backs arcane war machines, devices Wi a digue o youn
bl e of the OId Ones themselves.In times of desperation, Lizardmen have cven  Brtomnian gt examined
U threadbare Topstrie du

been known torice scaled behemths o batle, the near-mmortal thunder iz ofthe deep jungl that eave 4 trvadbare Tt
‘swathes of bloody destruction in their wake as they relentlessly stomp their way through the enemy ranks. i s i il
THE GREAT WORK CONTINUES oot Joc e d
The invisible network of power that stetches across the world s sl the primary ool of the Slann in their  marded Her Be Dragon’
‘ongoing quest to restore cold order to the world. It is this network that allows the Lizardmen armies access Befors e soeck sous ow, ibe

to the farthet reaches o the planet,travelling along hidden paths from temple-ity to temple-city and oyl
filling without warning upon those who stand i the way ofther master plans. Though theircmpir is Dt (e hevalrs g for
 reletion of it once godlike majesty the survivors ofthe Lizardmen are relentles and implacabe in thir s of
pursuit oftheir goas, and when they marshal the grand armics of Lustia they are capable of changing the
course of history: Should the Lizardmen uncarth a plaque tht demands it thy would march forth to scour

the world clean of all other races without a moment's hesitation or respitc.

f he jungle came
Lizardmen

ion of Satrus
arvaming forard 10 engage in
bate, With them came.

enormous ong-necked saurians

with giant nappingj

..

On the eyclic
turning of the

G T VY VWV YV ViV VA

2l
Yvvvvvvvvy vy vV s
A4 >~ > TV oyl

z = z ~
1 Br A (R[5 [ .\!r, ,er.ﬂl a1l b
e [T\ / 0 uf ~

> s == — ] @ﬁ;ﬁ

e AR LA AR R Al dnd

’@.



KINGDOMS

Far to the east of the Old World lie the Mountains of Mourn, home to a
race of man-eating monsters known as Ogres. Possessed of an insatiable
hunger, even a single Ogre can devastate a village when its boulder-like belly
is empty. Such is their voracious appetite that when the Ogre tribes are on
the march they can devour armies, crush cities, cripple empires and still
have room for more.

THE INSATIABLE BRUTE

Ogres are dim-witted creatures obsessed with two things: eating and fighting, and the latter normally
only because there s a good meal at the end of it. Corpulent and fleshy, Ogres will gobble down
anything they can shovel into their mouths with their great grasping hands. They are cternally
hungry, and over time their massive guts are capable of digesting anything from plate-clad warriors
to the bristle-haired mammoths that roam their homelands. It is often said that the only way to save.
yourself from a ravenous Ogre is to convince him you can provide more food alive than dead.

Tvice the height of a man and many times more dangerous, an Ogre’s body shape bears significant
resemblance to the peaks in which he makes his lar. His lumpen, heavy-set frame s swathed in great
rolls of blubber acting both as insulation and a crude form of natural armour. His armpits run with vile-
smelling sweat, his facial hair is matted with gobbets of old food, and his palld chest and arms are
covered in a sticky grease, for hygienc is a forcign concept to an Ogre. Atop this mountsin of ron-hard
muscle and rubbery ft sits a blunt, nasty-looking head, crested with a topknot of lank black hair in the
manner of the barbarian tribes. Under a craggy brow glint piggy eyes that search for the next meal, and
within a cavernous and rot-flecked mouth are rows of yellowing teeth that chomp and chew and grind.

Ogres are anything but refined, belching and scratching their way through the times when they are
not caving in someone’s head or gobbling up a corpse. They are famously slow on the ptake, but
have a certain talent when it comes to matters of war, for Ogres are born into conflict and fight for
dominance every day of their lives. Theirsis 2 might-makes-right society where the strong thrive and
the weak are eaten. Brawling, head-butting and gut-barging contests are frequent occurences.
Strongest and largest ofallare the Ogre Tyrants, towering brates that enforce their will with an iron
fist — literally, more often than not, for Ogres commonly wear bladed gauntlets for just this purpose.

“The weaponry and armour used by Ogres betrays much of their character. Though their swords
and cleavers are cumbersome, inclegant and frequently rusty, they are all solid and robust enough to
reduce a foe to.a bloody pulp. The clite of the Ogre tribes, known as Tronguts, go one step further by
going to battl with great scimitars and ironbound clubs almost as tall s they are. So strong are the
Tronguts that they can crush a fully armoured knight into the dirt with one swing, often brealking his
horse’s back into the bargain. Regardless of station, however, an Ogre’s favourite weapon is his club,
for not only is it the first weapon an Ogre learns to use, but it is also very difficult o break. An Ogre

trusts his club and will eat it only in the direst of circumstances.

THE COMING OF THE GREAT MAW

Ogres do not originally hail from the Mountains of Mourn, but came from a land even further cast,
bordering the oriental empire of Cathay. There the Ogre race dwelt as primitives for many thousands
of years, fearing nothing and feeding on anything they could find. Then came the catastrophe that
wiped out two thirds of the Ogre race and changed the fate of the survivors forever

Some scholars believe the terrible disaster that befell the Ogres was due to the displeasure of the
Chaos Gods, others that the Ogres had preyed too long on the children of the Cathayan empire and
that the astromancers of that land took their revenge. What is certain is that a warpstone meteor of
unprecedented size hammered from out of the skies and into the Ogre homelands, annihilating the










‘majority of the Ogre race in an instant and
leaving a gigantic, pulsing maw in place of an
impact crater. Where once roamed the Ogres of

lains is now a tooth-ridged mouth many
miles across, with a pulsing gullet that stretches
into the core of the world. This geographical
horror s known to the Ogres as the Great Mav,
and they revere it to this day,for it must have
been vmghw indeed to devour so many in such a
god was born, for the Ogres
had r.";n\ Tl

THE BLOODY TRAIL WEST | ¢
From that day on the Ogres were completely in PUATN
thrall to their appetites. Their hunger, always a P
defining characteristic of
unnaturally pronounced, and the Great Maw
gnawed at their souls. In their panic, the

surviving Ogres fled west into the mountains
They fought their way through Ice Dragons,
living blizzards and even through a civilisation of
Sky Titans that lived above the clouds. Though
their race had suffered a tremendous blow, there
were stil tens of thousands of Ogres left, and the
Ogre armies were ultimately victorious, eating
their way across the mountain peaks and leaving
nothing but devastation and broken masonry in

ake. Some stayed in the warpstone-dusted
peaks and mutated into Yhetees, white-furred
beasts of snow and ice, but the majority migrated

onward in their haste to escape the Maw’s lure.

of the Mountains of Mourn, a range of peaks
that harboured a dizzying profusion of gigantic,
hairy cavebeasts. This was like the promised land
1o the Ogres, a hunting ground where they could

O

gorge themselves on ifanic carcasses and make
their lairs in the wintry crags without the constant reminder of the Maw clawing at the back of their
minds. Nonetheless, the Ogres sill venerate the Maw to this day, communing with their deity’s

endless hunger through shamanic Butchers, adorning their gut plates and banners with jag
icons, and throwing the b

oothed

t cut of meat into stake-lined pits before their twice-daily feasts. So it is
that for Ogres the acts of cating and of worship are one and the same

In recent times the Ogre race has grown numerous once more upon the tough, dense meat of the

fauna inhabiting the Mountains of Mourn. They have learnt the value of gold, and many of the

tribes have grown rich from gathering together into great brutish armies, smashing the lving

daylights out of the soldicry of other races and taking anything they cannot eat for themselves.

Creatures of wanderlust, Ogre armies have always waged war in the far corners of the world in
search of new and exciting things to devour. Their natural ability
hly sought-afier mercenari
than they count. Entire tribes of Ogres oft

as warriors and rudimentary grasp

ht a good sight better

ight at the behes

of other races, providing they get
first cut of the battle-meat afterwards, and plenty of shiny coins to boot. Opgre armies are a familiar
sight all across the world, but in recent decades even this tendency to roam has not been able to
prevent the overcrowding of the Mountains of Mourn. As a result the Ogres are marching westward
once more in a great migration, uncounted tribes flowing out of the mountains and heading straight
for the OId World with the express intention of killing and eating everything they find there
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GLORY AWAITS

And so the armies of the world gather anew for war. The promise of victory

hangs heavy in the air. Prophets gnash and wail, tearing at their hair and

preaching visions of doom to any who will listen. Seers curse the heavens

above for massacres yet to transpire. Merciless generals make devious h-nl::
plans, heroic commanders inspire their forces and warmongering

hellow fiery rhetoric that heats the blood of men.

Soitis that Emperor Karl Franz orders the grand muster once more. Clarion trumpets sound, and
from the vast colonnade outside the
one hundred horsemen abreast. Every Knightly Order i there in forc
arrayed behind them in resplendent procession. The uniforms of the

udengate of Alidorf comes a cavalcade of breathtaking splendour,

the footsoldiers of the Emperor

mpire soldiery blaze proudly in
the sun. In the skies above come flights of Griffons swooping between the soaring towers and sky
galleons of the Gold Order: Into the Nordgate comes a column far less grand, the tattered and blood-
spattered remnants of a decimated army wmwm,_ back to is barracks

e of Bretonnia, led by the beloved King Leoncoeur. Every

From the west rides the Great Cr:
last knight of that famous nation has ancinte isblade and poishd his amous o 2 bright sheen,
determined to catch the eye of the immortal Lady
clamour of these chivalrous riders is deafening, and the virgin ground is churned to mud under the
divisions of Pegasus Knights

escorting those blessed Damsels that are bold enough to ride to war upon winged beasts. Througt

d carn her blessing in battle. The thunder and

horseshoes of their brightly-caparisoned chargers. Above them fly e

the muck and manure below come the peasants of each dukedom,  rag-tag army of the impoverished

hoping to earn a glimpse of valour a the side of 1

THE BATTLE BELOW

Armies fouler than even the pox-addled Bretonnian peasantry stalk the underground labyrinths that

yond the veil the Council of

Skaven to strike. Rusted cauldrons

bubble and spit as new plagues pollute the water supplies of the Empire Above. Ambitious Skaven
es of chittering

cir masters.

honeycomb the world. Visited by unearthly Verminlords from
Thirteen has finally reached an accord — now i the time for the

Warlords spur cach other on to near-hysterical batlelust, marshalling great i

wariors to their banners, each de
hidden places of the Old World, the four Greater Clans of the Skaven race gather in numbers
unthinkable, preparing to unleash their most diabolical inventions yet

The realm below is notthe sole province of evil, however, for in their ancestral halls the Dwarfs

gird themselves for battle once more. To the horror of his advisors, High King Thorgrim

ncient weapons of the.

Grudgebearer has ordered the runesealed vaults o be struck open. T
Ancestor Gods have been brought out from their gromril chests, lambent flame wreathing cach of
e filled with the disapproving grumbles of the

these masterpicces of destruction. The drinking ha
Dvarf elders, for such power should not be wiclded by mortal hands. To make matters worse, they
say,the Guild of Engincers arc churning out ever larger war machines field-tested for barely a
decade; a breach of protocol unthinkable to right-thinking Dwarfs. But the situation grows too
desperate for such sensitvites. The throngs must go to war with every weapon at thei disposal if

they are to survive the new age of battle and still hope to reclaim their homelands.

THE HEROIC AND THE CRUEL
Ist the Duwarfs prepare for war in the darkness, the fleets of Ulthuan set sail under the blazing.
sun. The loremasters believe that the Elves alone can triumph against the forces of disorder; that it is
their duty to save the world once again from the incursions of Chaos that threaten to capsize reality
fisel. So it is that the garden cites of the Asur are left overgrown and untended as that proud nation
turns ts every effort to war. The scaborne armies of the Phoenix King stretch across the horizon,
sunlight glinting from a forest of clegant masts. To the OId World they sil, each battalion's

mmander entrusted with a sacred mission and the authority to destroy any who would hinder it




Unbeknownst to the Elves, the Lizardmen of Lustria are going forth into the world with the same
intent — to bring order to the material plane before it is too late. Winding serpents of Saurus Warriors
roam over and about the continents once more, jaws opening wide to swallow the armies of the
younger races. Packs of sprinting Camosaurs carry fearsome Saurus Oldbloods to the front line,
fitanic thunder lizards storm straight through castle walls without pause, Slann Mage-Priests raise
jagaed cliffs of stone behind the foe to cut off their escape.

“To the north of Lustria, the Witch King of Naggaroth is poised to strike. Malekith’s Dark EIf
legions are greater than ever before, swelled by the monstrous war-beasts of Klar Karond and the

frenzied Cults of Khaine. His sceress mother Morathi has bargained with dacmons, and she knows
welthat  imely nvasion of nstoppabe foce could push the world nto 3 il of

bloodshed from which there could be no escape. The time is now, she tell her cold and e s
trike whilst the despised Elves of Ulthuan are vulnerable, and claim dominion over all

defences, however: In the twilight, the Elves of Athel

The lands themselves are not without
Loren roam the Old World, and the forest roams with them. The Royal Court of Orion and Ariel
arms. No matter their

m the splendour and pomp of their cousin

has gone to war, but not for t
Eives pass without trace, for they travel within the shifting

number, the Wood woods under glamours

and llusions. An army of Orcs could pass within metres of a Wood Elf warhost and stll remain

unawares, thinking itelf passing alongside a twisted forest. Without warning the trees
battle line, vengeful spiris and Wood Elves burst from their concealment and plunge into the fray,

culling their victims with arrow, blade and thorny talon before disappearing into the mists once more.

THE RUINOUS HORDES

Yet the lossof a single army s of no import to the Ors, for the greenskins are perhaps the most

numerous of all the sav relish a proper fight. The infamously

races o plague the world, and the

gressive Black Ore Grimgor Tronhide, having grovwn accustomed to victory upon the fied, hs st

zed world

His mind on a far grander task — to unite every Ore ribe in the lands and stamp the civ
ind the Darf

Jves to a watery grave. Having litdle use for gold, Grimgor has also bought the dubia

flat. He wants nothing less than to set the Empire aflame, alms to dust, and send
the |

loyalty of a vast army of Ogres, for that brutal and ever-hungry race has outgrown its mountainous

Homeland and spilt out into the world at large in search of new focs to devour

Such factional struggles are beyond the lords of undeath, for they seck nothing less than to turn all

entient creatures into their unliving slaves. Settra the Imperishable has bade his ostentatious war

fleets set sail once more. Gliding above the waves comes the royal barque of Settra himself - within

its pyramidal sanctum, the ancient King’s crooked, mummified finger trces over plans of conquest

rawled in the blood of those monarchs foolish enough to oppose him. He would sec the nations of

ime for all eternity

the world kneel before him again, as they did in ages past, but this

Foremost a n particular the Vampire

ongst Settra’s many enemies are the spawn of Nagash,

Counts of Sylvania. The masters of the night have nefarious plans of their own; plans that grow

scarer fruition with every new moon. The villagers of their forsaken realm have begun to tell of dark
coaches climbing the mountain passes every night, of roving mounds of corpses heaving through the

night, and of the fact that since Morrslieb last obscured the sun every single grave in Sylvania has

scen found unaccountably empty. Some even whisper that the Vampire Counts seck to resurrect the
Great Necromancer himself, though this must surely be superstitious madness.
And from the north come the hordes of Chaos. The footsoldiers of the Ruinous Powers are too

nany to count; trbe upon tribe of barbarian warriors and iron-clad murderers all thirsting for the

Jory that leads to true immortality. The Everchosen has arisen to unite all the tribes of the north,
und his armies grow around his banner as blood pools around a mortal wound. Alongside the mortal

15 of the Ruinous Powers come the armies of the damned and the daemonic, pouring out from

e ether to despoil and corrupt. Even the heartland of Karl Franz’s empire is desperately unsafe, for
firom the dark heart of the woods come teeming masses of Beastmen and sickeningly mutated
monsters that defy comprehension.

This world has ever been afire vith conflct, and yet this new age of battle will eclipse all that has

jone before. The armies have been mustered. The battlelines have been dravn.

Al that remains is to wage warl
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MINIATURES
SHOWCASE

 next cighty pages or so,
il find a gallery filled with

Introduction by Alan Merrett




Citadel Miniatures

Citadel Miniatures, a s
drossion of Games Worshp,

as founded in 1978

o

measured by the fcs t

g s mdern counterpart
fer e

cation of the it ediion

‘o Warkammer, Ctadel and

i Weilp rplonid .

MINIATURES
SHOWCASE

For a model soldier enthusiast there can be few

th

more exciting than two fbulously painted
miniature armies clashing over a spectacularly

odelled battlefield. For someone with a ket

nterest in Warhammer, this tibleau is made even

more exciting by the inclusion of miniature

versions of the monsters, wizards and all of the
other fantastical creatures and peoples of that

magined world. On the following pages you can

View a small selection from the many hundreds of

models that comprise the Warhammer range. This

showcase serves as both a guide to the various

armies of Warhammer and as an inspiration for

collectors, painer;

modellers and gamers,

The creation and collecting of model soldiers
has a distinguished and honourable past, and
features throughout the entirety of human
history: Sets of carved wooden soldiers have been
recovered from ancient Egyptian tombs, there is
d,

and various royal princes of Europe in the 17

evidence that the Romans cast soldiers in le

and 18" centuries were presented with miniature
armies cast in semi-precious metals. Towards the
end of the 18" century German designers were

beginning to mass-produce ltte

dimensional tin soldiers known as Zinnfiguren
intended for more popular consumption. These
are the forerunners of the modern model or

toy soldier tradition. By the middle of the 19

century the fully round cast metal miniature.

soldier had become commonplace and collecti

them already a popular pursuit.

The organisation of formal battle games using
model soldiers, as opposed to the naive childish
pursuit of merely ‘playing with toy soldiers’,

is a relatively recent innovation by comparison
Prussian officers of the 19th century were
trained for real war by playing the I\H.H\md
(The War-Game). However, H.G. Wel

seminal book Lite Wars is widely

the first description of organised gaming with

model soldiers as a pastime and that was

published in 1913. Miniatures wargamin

mics of

such a natural extension of collecting
military models that one suspects it may have an
than Wells’

book. In any case, Warhammer continues what

has become a fine tradition and presents a
thrlling new slant on the, now venerable, hobby
of tabletop wargaming




‘The Warhammer world is populated with all
manner of magical and monstrous creatures.

Beastmen stalk the dark forests, the weird and
dangerous forces of Chaos gather in the icy

north, and deep underground the bicke
Skaven gnaw at the bones of the world. The

armies of these races include the most amazing
range of monsters and creat
war. Even the staunchly heroic human armies of

res ever to take to

the Empire and Bretonnia can number among
their ranks Dragons, Griffons, Hippogryphs and
other similar mythical creatures, to say nothing
of their powerful wizards and warrior priests

Luckily for fans of Warhammer all of these
incredible characters and creatures, and many
more besides, are recreated in miniature and can
be included in the

any armics that feature in

miniatures you see throughout this book. Citadel
Miniatures are produced as white metal castings
and as plastic injection moulded kits. The

design team,

amply demonstrated by the
models on display within this showease, have
proven themselves to be masters of both design
disciplines. The detail and fine quality of the

| COLDEN DEMON

| The Golden Demon Pinting Tournaments
are regular fixtures of t
by Games Workshop on an annual bass in

he Games Days hosted

| ciies around the world. They are generally
| open to anyone ttending a Games Day,with

it o for the different types of

tadel miniatures, including dedica
it s Young Bloods
Competition for younger painters and an Open
Compeition for expert painters are usually run
tlongside the Golden Demon tournament.

Golden Demon has a long and venerable

ry first tournament was held
7th June 1987 in Nottingham, and

the goal of that event and ofall subsequent

history. The

{ on the

Golden Demons was to showcase the talents
| of the best figure painters in the world
as proven o be so successful, and the

| standard so high, tat the tournament s

regarded as the most important figure-
’ painting event in the calendar

plastic injection moulded kits i
noteworthy. Modern design techniques have
been allied to years of exper

particularly

rience and the team
now regularly produce miniature gems that
cannot be discerned from metal castings once
assembled and painted. Citadel’s metal castings
have always enjoyed a reputation for supert
sculpting and characterisation, a reputation that
we would like to think is now shared by all of
the design team’s output

‘The Warhammer game currently boasts fifteen
different armies, shown here in all of their
miniature splendour. This amply illustrates

the huge amount of variety the game offers and
the breadth of choice that this presents to the
budding collector. There are also pages showing

selected models from various Golden Demon
tournaments and from the personal collctions

Savy Metal team.

Svery model here has

been painted to the most exacting standards by
the best figure painters in the world. Aspiring

aters should not be daunted by this, but

should instead take inspiration from the efforts
of these fabulous practtioners.
one day your painted Citadel Miniatures could
be sitting alongside these little masterpieces.

Who knows,

We can all dream.

Gold, Silver and Bronze Demon statues are
awarded to the winners in the various
categories and one entry i adjudged as the
“Best in Show’, winning the much-coveted
“Slayer Sword. A small election of our
favourite Warhammer models from some of
the Golden D
few years are featured on these pages. The

emon tournaments of the past

models shown illustrate the sheer brilliance
and creativity of the painters and modellers
who enter, and are clearly the reason for the.
competition’s longevity and popularity
Jacgues-Alexandre
Gillis, wimner of
she Slayer

tden
Demon 2004,

‘What is *Eavy Metal?
It scas in White Dicarf
magazine that the term "Eavy
Metal cas esned — the wery
firt such il appearing in
e 78, published seay back
in e 1986. The idea of the
‘Eavy Metal featare s o
cimply shoccate the wery best
pained miniatures and 0
llaminate miniatures painting
echmigues. This prced 10 b
o succesful and popular that
it became a el fraure of
e magazine and s
appeared in mot s ever
aince. The name

vy Metal
rapidly be [numr synomymons
ith brilia

s s & oy
watural that he team of expert
Jigure painters employed ful-
time at the Design Studio

came 1o be knwon as e

“Eavy Metal painters.

*Eavy Metal Puinters.
The Ml team
are Games Workhop's

a part of the
Design Studio, the members of
the team are widely regarded
as being some of the very best
miniatares paniers n the

he majorty of the
models featured i this
dhonacate (and the st of his
book) have been painted by the
vy Metalteam and their
ly foatures in all
the Warhammer Armies boks
and on the ba fronts of the
Citadel Miniatuns range of
Warhammer modes
painted miniatures alo appear
every month in White Desarf
magazine, alomgside artices
demonsirating various
paintingtechwigues and.
profles of individual painters

world. Th

Their













- &
4

P “’,‘.










S
=
k25
o
63
o
%)
&g
9
ec
=
B



















EOPEN E ) e

Beastman Gor Dwarf Lc
by Mike Anderson puad Capon (Siter; UK W

Sitver, UK Warhammer Single Miviature 2

i

Le Sheriff e

by Joe Hill (Gold, UK Warhammer Single Miniature 200 by Ja

Bull

K Wardammer Monster 2006)

Orc Warrior Gui le Gros & Hugo le Petit Diorama
by Albert Morets Fot (Gold, UK Warhammer Single Mini

Clhicago Open 2008
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D are maste artisans and erafismen, and thir
machiery i ofien covered i ornate runes and symbos

Maser Engincer: A Cannon and its Dsoarf e

A Gradge Throer hurls rocks inscrbed sith runes
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A Bone Giant, mightesofthe Tomb Kings' seranis.
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Empire Clock Maker Bretonnian Mercenary
by Ben Jarvis (Gold, UK Fantasy Sinle Mniature 2009 by Jo Hill (Gold, UK W Single M 200
A
|
Orion, King of the Woods Prince Tyrion |
by Matt Parkes (1 plc, UK Open 2001 y Jukd Nl (Gl UK Wirhammer Sige Mivsts 1999) ;
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1 ¥ scenic bases to mount their miniature masterpieces on.

L

Celestial Wizard

by Darven Latham

i

Dark EIf Lord Caradryan
by Joe Tmaszeweski -

Gold Wizard

by Joe Tomaseewshi




| blin Spider Rider Skink Chieftain
| Kt R
|
|
|
|
Amber Wizard Chaos Lord (Gamesday 2009 Tzcentch Sorcerer
Keih R v
|

Harry the Hammer










ASSEMBLING
AND PAINTING

There's mm.h more to the Warhammer hobby than just plmng dames und

collee

for aspiring hobbyists.
The Warhammer hobby is all about assembling,

painting and gaming with Citadel miniatures

One of the things that makes the hobby so
fulflling s the sense of accomplishment th
hobbyists feel as they transform finely detaled

Citadel miniatures into indi

dual, personalised
or display picces. Every hobbyist

remembers the first minature they finished

them once completed. This is magnified when

you finish an enire regiment and even more so

when the fruts of your labours begin to yield a
rmy. OF course, there are other

choose for your army general? Do you want to

include mighty monsters or deadly war

machines? Assembling, paintin

al part of the hobby

also an ub:orbmg and enjoyable pastime. This section offers

ainting
Joiin e Dmm

That, then, is what this section of the book

covers: the hobby of assembling an

painting
your Warhammer miniatures. Dor'tlet anyong

fool you into thinking that achieving gre:

results will be easy or that shortcuts will be

worth taking: there is no substitute for

perseverance and experimentation. Producing
beausfully painted C:

commitment and imagination. There is no

adel miniatures takes

comparable satisfaction to displaying and

playing with your fully painted army

The Games Workshop website contains scores
of articles covering every aspect of the
Warhammer hobby; including assembly guides

ind an array of painting tutorials:

wiww:games-workshop.com




WORK DESK
A well-stocked desk is a boon to every hobbyist

providing a space where he o she can quictly

apart for such nd so we make do with
a tray or Paint Station set up with all the tools
o be take

ind equipment we need, reads
s A

time for some ‘hobby’.

This desk belongs to Chad Mierzwa, a veteran
hobbyist who keeps his desk here in the Studio
in a permanent state of happy anarchy — there’s
lways an

esk!

smpletion scattered acros:

DISPLAY CABINET

byt from the greenest nite « the most

d veteran will agree, there’s something

oyable about having a

you can both play

The cabinet you can see here is packed with
iodels that have been lovingly painted by Alan

i umm\ itis both used on the
il constantly addee to

Alan's ever-grow

rewest additions

GAMING ROOMS

Probably without exception, every Games

or a bespoke games

B o i cae of i

boards and scenery; with painted armies filling

helves and cabinets, and walls adorned with

ocative artwork, banners and maps

The gaming room shown here is the beloved
battleground of Alan Perry and Michael Perry,
ife-long hobbyists who

s pxmhku\ iy Mwwmu oom that

is the envy of their colleagues and friends. The

known, has been the site of
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Plastc Cuters

Hobby Files

Hobby Knif \

«

Hobby Dril .

Super Glae

Plastic Glue

Vi

Using a vice such as his e
can save your fingers from a
<oorld of discomfort and
injury. Use it 1o firmly and
afly hold any miviaires or
companents ot g et
cut or saxe while you a
A R et

ASSEMBLING

YOUR MINIATURES

Before you can paint and game with your miniatures you will need to
assemble them. ’lnk '3 rhc time to prepare your models prior to painting

Most hobbyists paint their first Warhammer
models as quickly as they can — after all, therc’s

real sense of excitement your new

Citadel miniature out of the bo, assembled,
game. This excitement is

painted and ready
partof what drives all of us as hobbyists and is

why the craft of building and painting Citadel
miniatures is such a compelling aspect of the
Warhammer hobby

Over the following few pages we'll look at the
basics of preparing your models for painting and

offer a few tips that will help you get the best out

of your Citadel miniature, and have them ready

the gaming table

mprove your finished result and can be an enjoyable
and rewarding part oflhc hobby in its own right.

b

Remember, though, that as with any aspect of
the Warhammer hobby, you won't necessarily be

an expert st and that's fine. Most

find that with practice and dedication their skills
quickly increase, cnabling more adventurous

projects. Don't be afraid to experiment

OF course, all advice and information pertaining

to preparing and assembling your miniatures

must be treated with common sense an
towards personal safety. Remember at all times

that many of the items of equipment and the

tools that you are using are potentially
dangerous, and if they are used in a careless

manner, injury can result.

PREPARING PLASTIC MODELS
Plastic Citadel miniatures are supplied on
frames, 50 before you can build them you'll need
1o carefully remove the relevant componets
The best way to do this is o cut the pieces free
from the frames using a pair of Plastic Cutters
ot only does this give a ‘clear’ cut, but it nice

and safe tod

Many hobbyists like to cut all of the spare parts
off the frames and store them in a bits box

for later use. You never know when spare

components will be useful i the future, and it

means you can dispose of the empty frames.

CLEANING MOULD LINES

nescapable side-cffects o the plastc

‘moulding process is that mould lines and flashing

are sometimes visible on your miniatures. These

can easily be removed by ‘scraping’ along the

scam with a Hobby Knife, or by gently filing
them with an appropriatly fine il

Diligent hobbyists fake care to inspect all of

their models thoroughly, and remove any mould
lines prior to painting — there’s nothing quite so
annoying as discovering an unsightly mould line

alf way through a really good paint job!

S 1l




ASSEMBLING PLASTIC MINIATURES

If you've never built a Citadel miniature before, the process might seem a little daunting. Don’t
be perturbed, however, as each plastic box set comes with clear assembly guides for you to follow
and the Games Workshop website is regularly updated with easy-to-follow assembly instructions.

Most hobbyists use plastic glue (also called
polystyrene cement) to build their plasic Citadel
miniatures. While super glue will also provide
an effective bond, plastic glue gives the strongest
possibl join, and has the added advantage that
it takes a few moments to set full; llowing you
o adjust the parts to ensure you get the fit and
pose you want.

Command models such as champions, standard bearers and msicians, As you uild your regiments, make sure that your models can ‘rank up’

can be find in mast egiments, and are often more detaied and e it ffctively. Experiment oith this as you go alon 1o make

omplicated 10 assemble than the rank and file ure your finished unit fis trgethe

Here you can e she nistednis asenild and e o pantn. Marygomers s ot moddls o st i s mch
Wiile building & wnit such as his i a satifying underiaking i its asier 1 it he tabletop, and to change formation in
L eniais ki lel P ve nits can really beneft from this,

trample over your oppoment’s army! any scasoned Goblin or Skaven general willtell you!




Empire Captain.

\

PREPARING M|

ETAL MODELS

‘While plastic iatures form the mainstay of almost every Warhammer
army, there are also many wonderful metal Citadel miniatures available.
From elite regiments to legendary heroes, and even monsters and war
‘machines, there's a wealth of choice. Preparing and assembling these
models presents a slightly different challenge.

PREPARING YOUR MINIATURES
Justas with your plastic miniatures, you'llfind
mould lines and litle bits of flash on your metal
miniatures too. You may also notice tiny ‘worms"
of metal that sprout from corners of the
miniature. All these can be quickly and casily
removed with a pair of cutters and a hobby

knife, and ground away with a suitably fine file

REMOVING TABS

While assembling metal models, you'll notice
that sometimes extra components may come
attached to:a small metal tag — just cut them

this with a pair of cutters. You might

components, thi i casily done using a pair of
ling plirs (wrapped in tissue to avoid
leaving pressure marks).

GLUING METAL MODELS

Metal models require a different solution to
plastic miniaturcs, so you'll need to use super
glue to fix the picces together. As a contact
adhesive, you worl get the same time to fiddle
with the parts while the glue sets, so make sure
you have a dry run to ensure you're happy with
the fit before applying an

TAB KINKING

Gluing your metal miniatures into their slotta
bases can prove problematic if the tab s too
narrow for the slot — the model may not stand
up properly and it can be very hard to getit to
stck in place. Should you have trouble, one way
to get around this i to ‘kink’ the tabs of your
metal models. This is just what it sounds ke
using a pair of pliers or clippers, gently bend the

tab so that it has a slight crook in it

After doing this, you should find tha the tab on
your metal model will fit much more tightly into
its slotta base, and will glue in place more easily:

If you have kinked the tab too much or too little,
just go back and adjust it a bt more

ASSENELING AND PANTING




LARCE MODELS
Che

‘Warhammer world is filled with monstrous creatures, towering beasts and brutal war
madunes. These spectacular models are logical centrepieces and focal points for your armies.

They also present the most complex challenges when

comes to assembly. Every hobbyists

develops techniques that help them when they’re building complicated models like these.

Large plastic miniatures,
asembled in stag
the model
bands have
J you scant 1o build ather component
ey Kol = it sl for & Lo b

PINNING COMPONENTS

The rigours of the battlefield can take a toll on
your models, especially delicate multi-part metal
miniaturs hat ae wont 0 break at the ints f
dropped or knocked hard. Reinforcing the joints
of these models by pinning them together (usi
@ small dil,suchas a pin vic)with a lngth of
metal rod will provide much-needed strength.
Doing this when you are assembling the model

will dramatically improve its survivabiliy

ges, allooing the plsti J‘,, o flly s m

Elaborate metal mde

miniatures. They are also the most

orts of el

smooth over.jon

SMOOTHING OVER GAPS

Larger models ofen have visible seams between
parts, even once you've glued them into place.
While these will be disg
the model is painted, many hobbyists like to

uised, to an extent, when

smooth over these gaps with a modelling putty

affectionately called ‘green stuff” Tril, error

and a little dedication can perfect this art and
after experimenting, you'll soon find that you
can make such seams disappear completely:

can be among the most impre
comple 10 build, You
ain mare experience assembling increasingly complicated models,

¢ This Dark Elf Hydra ha

pinned and ‘gren stufl” has been e 0 strengthen and

ofall Cita

1 find as you

o

Green suff s a eco-part
putty that, when mised
ngether; stsseithin an honr
or s0. This s the material that
many Citadel miniatures are
sculpted from.




PAINTING MINIATURES

The skills required to paint Citadel miniatures to the standards shown
within this book are not easily acquired — in fact, it’s fair to say that they
are gained only through dedication. Thankfully, the process of learning to
paint is enjoyable. As your p: Is increase through practise, you'll
find your painted miniatures look better and better. These pages introduce
the craft of painting your Citadel miniatures, and offer some advice on how
to get started.

BASICS

Many of us wish for a bespoke pain

work at, with high-quality lighting and
cquipment on hand, but few start our painting
journey with these tools. What's most important

is that you have a selection of decent brushes,

relevant paints for your miniatures and
somewhere you can paint without causing undue
mess and disorder! With those few things

The complete range of gathered up, you're ready to unleash your

Citadel Paintbrashes includes — creativity and hone your tal

i iy i mad

s, All you'll need

o perfect your art is patience and perseverance.

PAINT STATION
el g Cimil P Sation

A sturdy wooden booth, stocked with

paints, washes and brushes, provides
a great work area, and can be casily
moved from a cupboard to your table

when it's painting time

CITADEL COLOUR FOUNDATION PAINTS CITADEL WASHES
| Citadel Colour paints are the saple
of the Warhammer hobbyist, pr

Citadel Washes are an invaluable tool

Foundation paints arc high-pig:

entinga  colours that serve fect basccoat  that help painters with shadin

Citadel Wash to.a

| range of vibrant colours with which to for Citadel paints. Using Foundation models. Apply

paint your models. The complete range  paints eliminates many of the difficulties  model will o

includes more than 45 colours, including  attached to painting with light colours  shading on your m;
the metallic paints, all of which can be overa dark undercoat (and vice-versa),  pai

 often put C

casily mixed together, further cnhancing  their superior coverage allowing the other uses, such as applying glazes to

your choice painter to focus purely on technique. their models.




MODELS UNDERCOATED BLACK

ase for models that boast a dark colour

Undercoating your models in black provides a stror
scheme, or that
T that have been undercoated using Chaos Black Spray

hh!i

| Priming your modet Thic Ore Boy i an This Chass Warrior is Dar Eloe
abiows candidatefor a id in large areas of lat o chainm

ave a large amount of metallc armour. Here you can see three examples of

For habbyiss ooking for more
detailed help and information
on oo to asemble and paint
miniatures, Hoo 1o
Pain Citadel Miniatures
resurc. Not oy s te bok

packed full

e
painting syls, but t include:
many examples o ho 1o

Smrnd s h e s

ofshade found in f

d receses for contract,

f Cha
’ Back paint i

i s B [
| MODELS UNDERCOATED WHITE
| Models that are to be painted in light, bright or vibrant colours are often best undercoated using ‘

white, where a single layer of Citadel Colour and a wash can provide spectacular results. Each of

these examples shows a slightly different purpose behind using a Skull White Spray undercoat

Using Skull Wiite Painting white overa  Large areas of pale or
bas ery light colours, such as

10 ofien casior 10 areas o fleh and green
undercaat in <white and cloth on this Woad Elf
then paint on darter Wardancer, are best |

colours at a latr stage. orved with a white ook clean and brigh. ‘

ks b e,

Using Citadel spray undercaats
i an effcient woay o get
omonth nderca that <ol take

DONT PANIC paint.

Throughout this book, and in countless other sources, you'll e examples of painted miniatures,

instructional guides, illustrated heraldry, icons and much more. Dorrt think that you have to paint — sonriare oo

your own collection in any one particular style or colour, or be an expert overnight. I¢'s OK to o stars), and o flles ol he

(oadors i a

experiment and develop your skill s a painter in your own way and time fty nsractions on he can
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PAINTING REGIMENTS

While painting individual miniatures is an enjoyable and great way to hone your skills, there’s no
satistaction quite like unleashing your creativity on an entire unit. On this page you can see two units
that have been painted using specific techniques.

These Vampire Counts
Skeleton Warviors were
painted using
Foundation paints and
then washed with
Citadel Washes. A
simple process that has
Very impressive results
and could be applied to

a hast of models.

HONING YOUR SKILLS

As you might expect, many techniques can be combined for even better effects. Here you can see the
benehts of applying a wash to a model that has already been drybrushed. While the drybrush has

captured the detail of the texture, the wash glazes the colours and shades the recesses.

By applying several
layers of paint through
successive drybrushings,
you can build up a
mightighting effect. This
works I",":I,.Uf'lf'.nl-q'ﬂlrl'll_l' well on
furs and similar
surfaces. A wash over
the lap glazes the colours
and completes the look.

PREPARING GROUPS OF MODELS  PAINTING MODELS TOGETHER

A stick, with double-sided sticky tape to attach Assembling your miniatures so that they are on

models, i1s a great painting tool. Easy to hold, multi-bases not only makes your units easier to

rotate and angle, 1t makes spraying miniatures deploy and move around the tabletop, it also :
simple. There’s also the advantage that if your helps when painting — you can easily work on |
spray musses one model, 1t’s ]ikt‘l].' to hit another several models at once, and 1t h::]p:ﬁ you s€c how

— more economical than spraying one at a time. the finished models will look in their unit.

Night Goblin Bass

e

ASSEMELING AND PAINTING
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EXAMPLE REGIMENTS

On this page you can see three regiments, each painted using a different

painting technique. As you paint, your skills will steadily develop. Not only
will you learn new techniques, but you'll know which you enjoy using the
most and what models, or areas of models, they are best suited to.

HIGHLIGHTING

The armour plates and sharp
edges of models, such as these
Chaos Chosen, can be clearly
defined by applying stark
highlights. This technique 1s
known as edge highlighting
and works by picking out
hard edges using contrasting
colours. Here the edges of the
armour plates have been
picked out with hghter
metals, such as Mithrl Silver.

LAYERING

The large flat areas found on these
horses and the brightly coloured
slashed sleaves of these Pistoliers
are ideal surfaces for layering. By
building up successively highter
layers of paint on raised areas,
leaving the darker colour showing
in the recesses, you can achieve

very effective results.

WASHING

These Plaguebearers of
Nurgle have been washed, to
provide additional shading in
their ’[E:ﬂluring recesses. Not
only does this add colour for
things such as bruises and
rotten flesh, but it adds to the
impression of moistness and
the Daemons’ generally slimy,
sickly appearance.

. e ——

ASSEMBLING AND PAINTING
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| STAGE-BY-STAGE BANNER

If you have an unadorn

straightfoward it can be to pai

| paper to make sure you get the de

Banners are an intrinsic element of the look of Warhammer. Regiments of
soldiers marching beneath their chosen standard just look fantastic, and a
Il-painted banner can enhance the of a unit.

Here we'll take a look at banners in the Warhammer hobby, and how you
can add stunning standards and icons to your own collection.

BASICS

Almost every unit in Warhammer has access to 2

banner or icon of some description. Ban

with in

yand
rgely unadorn

identity to your troops and, if you choose t0 use

them across your whole force, they can unify

your entire collection into a cohesive and

impressive-looking army

banner, a litle p how

ctice and experimentation car

d impressive results — here we sh

ages. It always pays to first sketch out your design on

7

by
(48




BANNER SHOWCASE

105 amazing where inspiraton for an come from. Every Warhammer army book feature:

banners, and this book boa

well. Historical examples of standards and flags can also serve as a v

you can see just a few examples of the stunning banners painted by Games Workshop's renowned *Eavy Met

Black Ore Standard Bearer Desarf Standord Beare The deaile o thee standards have been paiied on by hand.

Lizardman Bale § il Sun bamner Cliaas Warrior beari

and-painted banne




AINTING SHIELDS

Shields provide much more than an added defe bonus in the game,
they're an avenue for lavish paint jobs, the opportunity to paint striking
hcmldn nmd to create an enhanced unit identity. Some hobbyists like to
paint intricate designs onto unadorned shields, while others prefer shields
with pre-snulptgd details. On these pages we explore the different options.

BASICS

Detailing the shiclds on your Warhammer regiments can be as simple as dividing the field with two

bold colours, or as complicated as painting detailed frec-hand iconography: Even units equipped with
P PP

simplistic, complementary shield desi

gaming table, while

ate patterns

s on shields often become the focal point of an army;

| PAINTING SHIELDS STAGE-BY-STAGE

| While many miniatures come with details embossed onto their shields, others are supplied with

clear unadorned surfuces that are ripe for some kind of ree-hand design. Here we show one
example of how you could go about building up a




SHIELD SHOWCASE

On this page is a collection of some of the many impressive

miniatures painted by the Studio

equipped with some sort of shicld. Some of thesc shiclds
ature, while

feature embossed details sculpted onto

er free-hand painting or with an

others are decor

appropriate waterslide transfer

High Elf Champion Brotomvian Mon-at-a

#

O By Lizardman Tomple G

2

“Harry the Hamm :

leton War Dark Eif Warrior;
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of Khe
il ofthe

Sorerer o Chaos

Phoenix Guard.

Blodleter of Khorme

ases
The only limiting fictor om

lava-streaked earth of he
Realm of Chaas s pasible

BASING YOUR MODELS

Basing miniatures is a subject worthy of lengthy discussion. It is, for many,
the way to complete the look of your miniatures — the icing on the cake, as
it were. For some the choices that go into how your miniatures are based
are as important as the army’s colour scheme. Whether you are using a
simple technique, such as gluing sand to a base, or you're decorating your
bases with shards of slate, skulls or even water effects, it’s an important
decision that will inform the overall appearance of your miniatures.

BASING

The frst consideration when basing your
models, is obviously what sized base to put them
on. While the rules (and the bases provided
when you buy your miniatures) govern the size
of the base your miniature will stand on, even
the smallest bases in Warhammer, which are
20mm square, have space enough to be

decorated with some extra details. Larger bases

such as those used for chariots or monsters, are

tipe for extra attention and detailing

REGIMENT BASES

Regiment bases have enough room for several

models to be placed on the same base. Primarily

this is useful for players who are fielding large

units (Goblin generals, for example, quickly find

these invaluable). Using regiment bases not only

Jarge units much

akes moving and reforming

easier, but it also provides plenty of opportunity

and space to add extra details to the bases of
your models or even to pose your models in
different way:

‘ MOVEMENT TRAYS

Movement trays are another

| handy aspect of basing
 models that many players
(

)

utilise. Large plastic bases, g

upon which entire regiments

of miniatures are stood,

movement trays allow

collectors to quickly and

easily

e entire units at

| once. They also present great
| opportunites to model extra
| detail onto your regiments,

styling your unit to portray a
specific theme.




BASING SHOWCASE

On this page you can see a range of highly detailed bases,
each decorated to cvoke an aspect of the miniature’s

background or character.




A common attribute many hobbyists share is the desire to personalise their
miniatures. Altering poses, swapping weapons and mixing parts across kits
can be very enjoyable — it allows you to take on the role of a Citadel
miniatures designer, and build a completely unique model. All it takes to
start personalising your own miniatures is to have a go.

BASICS
Almost every plastic box set sold by
Games Workshop contains not just
the parts you need to make your

model, but also lots of s

Components such as the
the backbone you'll rely on when
personalising your models. OF course,
there are a fow other tips and all
manner of skill to be picked up, but

the most important piece of advice is

“keep your spare pieces’

( KIT-BASHING AND CONVERTING

Kit-bashing is the skill of taking picces from onc or more kits and reassembling them in an interesting and unique way i
)

| Comerting, on thecther hand,isthe ar of dramasclly alerig you models, perhaps mixing parts, creating bespoke pieces or
[ sculpting new clements.

This Dark Elf has been Thic Empire sldier has been
it peg leg and.
omb-launching

\ un. A sl combinaion of
pare parts from diffrens ks
overall effect s his dramaii and madelling make for an
| Ioking characer a ideal excllent comersion,

| | 7 This el hasben ity The sl art
fofild Kar P onfk. 1

contains prts from

comverting

b

sets, and has had sculpting
<uork done, wing green suff,

2 1o make the alterations blend
in seamiescy,




CONVERSION SHOWCASE

Whether you choose to personalise your miniatures to enable a specific weapon
combination, to allow an alternative unit choice or just for the sheer love of the hobby,
there is a wealth of components on hand to use. There’s also a world of inspiration, as
these examples of lovingly converted miniatures from around the Studio show

Keith Rabertson has added vile mutations 1o this Hellcamnom eres,  This Empire Dacli has been  This Night Goblin Warbas is borne loft by &
i tentacles and other monstrous addiions from Green Stuff. it-bachd from seveal kit pair of endaved Desarf Shicdbvarers

This Chaos Champion ha had a hea

spped from a plastic Chass Knigh.

Thse Empire champions have ben extensively comeerted and ki-bashed by

Citadel miniatures designer Mike Anderson Mike Anderson's Giant is made from all mamner of lasic pars.




Tt will also b eho baskilrois to your hobby,
gam

spend happy hours enjoy
1ds, and how to get the most from yours.
unl some lovin

e, Petiap, e Bl
il
ble batleild to

it the best possi
n. Here we'll ook at a range
aming board, from the
quite a few gaming

the simple (an




BATTLE MAT
For many of us, our first battlefields look
something ke this —a Citadel Gaming Mat
and a selection of Citadel Terrain, including the
Warhammer Fortified Manor Hou:
fences and a couple of Citadel Woods.
collect and prepare for battle, and to s
fierwards, a battlefield such as this is a brillant
addition to any Warhammer collection.

alls and
imple to

REALM OF BATTLE
A more impressive set-up than the one above, this
battlcfield is centred on the mighty Realm of Battle
Gameboard, a modular gaming surface that ci

painted and decorated in almost any style. Made from
robust plastic, and easily broken down and stored at the
end of your game, the Realm of Battle Gameboard is the
answer to many gamer's prayers.

Both the Citadel Gamiing Mat, the Realm o Battle
Gameboard and all the snery s on them here
<an be purchased from Games Workshap, enabling
anyhoblyia, shatever thei il leve, 10 have a
Datlfeld 10 be pro of

BATILEFIELD TERRAN



CREATING YOUR
OWN BATTLEFIELDS

Warhammer battlefields can be
players seek to make one-of-

mned and interesting as you can imagine and build. While some

poke terrain sets, others enjoy the convenience that comes

from using items from the Citadel rcrram range. Of course,

the third way is the one that many of

us embark upon, starting our terrain collection with ‘from the box” pieces, before gradually
becoming more adventurous with our battlefield.

This soatchtoncer has been overrun and “improved by
Ore invaders. The model has been comverted and kir-
bashed — a bt of imagination and guite a ot of skill has
o unigue ce that will make a great
centrepice for any Wariammer batlefel

roduced. wenery

This

e G g il Tin e bt

become

Forthase

Iim

book,

v, Th

mple of Skulls

i and ozes charac

who fancy
i

s the Warh

of Citadel Tervain that hobbyists

mbled without any

e ofthe
er: A dominating ter u
rea of the batlefild. All you weed is the skil 10 asemble

piece such as hi

chicve great resulls

dertaking even more compls: projct, the sky really i the

corld is packed full of ccird and. sconderful places and this

yomer army boaks, are ipe sources fo inspiration. This

sinister /u.uum/nwm//u s bl from pars taken from @ range of Citadel tervain kit
as materials, such as cork bark, purdhased from a hobby store




OTHER BATTLEFIELDS

For players who cnjoy the background, history or imagery of a particular
race within the Warhammer world, there’s  lot of fun to be had in
theming your terrain to suit them. This way, when your opponent comes

to.do battle, the game will feel like an invasion of your homeland, rather
than a battle on neutral territory!

T

S o .
(2 I &

This Khemri batiefeld is il
wpon a Realm o Batile

st all manner of
y added 10 it

batdle in the Land

This impresive jungle board could
be wed 1 , the

The Realm of Chass is an othercorldly domain, a place of relentless I the ivzen narth sohersthe Warriors of Chas sorship ther Dark Gods
arfare and unimaginabie horror: This board has been modeled woith the soitersare brutally cold. This Realm of Batle Gameboard has been

vacked ground and Lo fos 0 represent the home of the Dacmons, e




This Drsarf Lord soas painied
a i or Galrin by "Eavy Metl
maesiro Darren Latham. I
currenly sis i pride of plce atep
Galbrin's computer momitor.

Gabrio Tolentino’s Dwarf army
steadily growing since way back

long-time veteran of the Warhammer hobby,
Gabrio was first starting out in the hobby, which now rub
e of the latest Dwarf releases.
Gabrio’s army is a gamer’s force, a battle-hungry

bought when
shoulders with som

always happy to take to the battlefield.

Gabrio's collection has been assembled over a
long period of time and includes many models
that are older than some of our younger

obbyists — justthe sort o boast a grumbly old

Dwarf would make. In fact, some of the older
models are now valuable collectors items that are
o longer available, and much sought after by
other collectors. Exen so, Gabrio s consta
adding new models and units to his collction —
his army will never be complete, and there are

always some new reinforcements on the way!

a collection of miniatures that has been
in 1994. A work of singular dedication by a

the army includes models

irst and foremost,
band of Dwarfs who are

Although the army has been bult up over many
years, Gabrio has been careful to make sure that
all of the models are painted using sim

techniques, paint schemes an g methods.
This ensures that even models which were
painted years apart still look like they belong to
the same army: In particulas, note how the blue
and yellow heraldry used on many of the units

gives the army a very coherent app

n look like a single army

making the coll
rather than just a selection of different units
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d and Matt i

exploits of this green-

Ore general
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Matt's painting technique is wonderfully crisp.

and pre nd the colours he has chosen show

the same attention to detail and faithfulness to
the source material as his army sel ¢

can see this diligen
s e i s e O
Forest G
on the Or

represe

arker skin tones shown
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Rich Packer is a prolific Warhammer gamer and
the proud owner of a number of impressive
Warhammer armics. This Wood EIf

! oFhow a
simple idea —

autumnal

a forest just after the le
er mm, mphasises this
an army that both look:




C & n is a member of the talented Citadel mis ures design team —
responsil ing many of the miniatures.

s disposal it’s not really
:onverted mini:

e that looked like it ink

appearance
hree of these g




The inspiration behind Coli's collction is the

concept that the whole Skaven host i a

underground court, with a brood mother as its

y model in the

the Warpfire

rough the fabric of the
‘en small vignette picces that
ome of the
tilens — th
s that not onl







WARHAMMER
BATTLES




This s¢
‘Warhammer in your tabletop game:

WARHAMMER
s BATTLES

tion is about exploring the fantastical, battle-filled world of
You'll find loads of scenarios to try

out and ideas to get you started, from the desperate defence of a Dwarf
hold to a stealthy Skaven raid to an epic Chaos incursion.

Whether you are trying to beat your friend's
army or aiming to recreate the many challenges
that Goblin Warlord Grom overcame when his
army sacked m

bordér sirm m,m m
Warhammer battles range
complexity: Battles can last for an hour
play all the way up to an ongoin

involving dozens of players and

indefinitely. Tabler
tical skills,

refight some of the epic conflics from

p commanders can test their

ht  linked series of games

Warhammer's long and storied histor

This section of the book is split into differen

hapters, each one dealing with an aspect of

setting up and playing your own battles. There
are many examples of the different

As you read thr

quickly realise that there i fow bard A

rules that you have to follow o f

Warhammer battle, The creative freedom and
open-cndedness this offersis one of
Warhamn

only be
sptions you can use to explore the world of
fantasy battles.




[ The Genera’s View E 7

tical mettle, to put my painted army on

Jeremy: A Warhammer batte s the chance to show my tac
display and to make the background come alive on
e are several things | abways try to do, whet

T shall torn cvery

orif Lam joining ina

I for-this-game-only invent redon
l ke our isand
tht, appreciate my newly
painted regiments on the field of glory for the first time wer the troops of my opposiion. | Defonderof
|| During this time my mind whirks with tactical thoughts. Are my flanks vulnerable? Which of i | \
t style of attack will my opponent be most likely to employ? I also 3 .

d adversaries? Affer

play out the battle’s story in my head. Is this a raid or a
ht, will my victorious army push into the hinterland of my vanquished foc?

back and appreciate the grandeur of it. Pm often

| Once battle s joined itis more difficult to se

t0o absorbed by more pressing needs — how

everywhere they are needed?

war descends upon mel Which is why the other moment T b d
the end of the battle. While the ruined remnants of whatever half-forsaken
re sl visible, 1 lik to discuss the g ies and lamenin

laughiny ising what the battle’s heroes are do
now. Whatever kind of Warhamr 1 ure s success by victory or los,

| but instead by how much my opponent and 1 enjoyed ourselves.










NARRATIVE
BATTLES

The Warhammer world is a dark land full of heroic
turous players sanise their battles to fight out thes
letop gam pter provides many examples of
rm and inspi

arhammer great s the richly  are limitless, but how can you add such event

d vibrant background. Imagine your  your gam

ithin the mist-shrouded Trol
he hilltop




finest of all Dwarf

make the characters, armies or environment of half-buried warpstone or barrels of
XXXXX

better evoke the background. In this
ensuing battle finishes the ‘tale be
scenario — the king thro m his usurpe
invasion is defeated or the lost artef
poweris recovered. A game of this . strained alliance between rival Empire .
beyond mere victory or defeat C racke e situations (a Goblin ~ armies! For
T
part besides that of an entertaining background
for a clash between balanced armie

d simply invent an

h variations to a pt
e deployment rules or the victory condition
le,to better reflect the narr
clash. Later battles aler more e
specific stories, special rules and eve
created for the game, culminatin
cnormous Legendary Battle

Chaos incursion into the Emy




Ricer Crossings

Rivers form barrirs btcceon
nations, provinces, and often
the wild contry beyond.
ivilsation. It is no surpris
that all across the Warhammer
scorld armies clah over these
watural chake points. The bones
of countles warriors iir the
river banks, mounds o rusing
oeapons and armour sinking
Tty i e e

Makeshift River
o' ettt you of
g is ot

| chlonging nd s

| seari 1 guickand

| sy 10 cu om cloured

RIVER OF DEATH

The Warhammer world is eriss-crossed by rivers and waterways, from small

streams to

mighty torrents. There are many times when two armies will find that all that separates

them i

a fordable river. The opposing sides will deploy for battle on the banks, and then

surge towards each other. Within moments the river will be running red with blood.

THE ARMIES

ach player chooses his force using th
from a Warhammer Armies book, to an cqual
points value agreed before the game

THE BATTLEFIELD

ribed below, and then set

army list

Sct up a river as
up any remaining terrain using the method
described on page 142. The river and its
crossing points count as the first of the D6 +4

terrain pieces that must be set up.

The battleficld is split by a river that enters from
ble edge and exits from the other, as
shown in the deployment diagram. The river
should be 3" to 9" wide. There are two crossing
points on the river, one in each half of the tabl.
These can cither be bridges or fords, and need to
be big enough for  unit five infantry models wide
to cross (ic. atleast 125mm). They must be placed
more than 18" away from each other and more
than 6" away from cither tble edge. Note that the

crossing points are the objectives for the scenario.

DEPLOYMENT

Roll off to sce which player picks the half of the
table they wil deploy in. The opponent will
deploy in the other half. Players take it in turns

to place unts on the table, using the ‘alternating
units’ method of deployment described on page
142. Units may be placed anywhere in their half

and on their side of the river.

FIRST TURN
Roll off after deployment to s
reccives the first turn. The player that finished

which player

deploying his army first adds +1 to his roll.

GAME LENGTH

Roll a D6 at the end of each game turn, starting
st the cnd of game turn 4. Add the turn number
to the dice roll. If the score is 10 or more, then
the battle ends immediately If the total is less
than 10 then the battle continues for at least one

VICTORY CONDITIONS

At the end of the battle the winner s the side that
controls the most crossing points. A crossing
point s controlled by the side that has the
closest unit that is not flecing. If neither side
controls more crossing points, then use victory
points to determine the winner of the battle, as
deseribed on page 143,

SCENARIO SPECIAL RULES

None.

Side A
Deployment Zone

Mysterious Rioers

e Warhammer

hen the st unit enters
e river  random roll

will determine what e
ofriver it ealy s (e

page 120)




SURPRISE ENCOUNTER

Not all battles are carefully planned. Sometimes patrols foraging ahead of two armies
will stumble upon each other, encountering an enemy where none was expected.
What starts as a bloody skirmish will quickly develop into a full-blown battle, as
additional troops from each side are drawn towards the sound of conflict.

THE ARMIES

Each player chooses his force using the army list
from a Warhammer Armies book, to an equal
poins value agreed before the game.

THE BATTLEFIELD
Set up termin using the method described in the

Rules section on page 142.

DEPLOYMENT

The table is divided into six equal-sized areas
a5 shown on the deployment map below, and
the players then deploy three units each. Roll
off to see wh
the roll-off m

unit so that it is fully within any one area of

goes first. The player that loses

place a single non-character

Their opponent then places a single non-character

unit in any of the remaining areas, and 5o on,
taking turns until both players hav

three noo-character unis and there i 1 single
unit in each of the six areas.

Each player in turn may then place a single
haracter with one of their unit, if they wish to
o so. All remaining units and characters will
enter play as rinforcements (see the Scenario

Special Rules section below).

FIRST TURN

Roll off after deployment to s

receives the first turn. The player ¢
deploying his army firs adds +1 10

GAME LENGTH
The battle will last for six turns, or until a time
Timit agreed by th

yers is reached, whichever
comes first

VICTORY CONDITIONS

Use victory points to determine the winner of

as described on page 14

SCENARIO SPECIAL RULES
Surprise

Uséerast pou s Liienkip o e

harge during
I xm testis failed, the

e first game turn

t can still move normally

Reserves
Reserves can enter play on any turn of the

player’s choice (including the first), using the

er d d his units at the start of the battle
Rolla D3 to randonly determine which of the
three areas the unit must use.

| The Fog of War
| wiscaryar

anr

ure batleild
ol G
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advise which terrain is
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THE DARK MONOLITHS
OF ZHULGOZAR

Lord Zhulgozar, a Chaos Sorcerer and disciple of Tzeentch, was for a time one of

the mightiest of all mortal magic-users. Z

ulgozar’s thirst for more and more

knowledge led him across the globe in search of arcane lore. He would join any
warhost if it brought him closer to a source of raw power or a lost mystical tome.

Using heinous magics, Lord Zhulgozar sought
to make himselfinvincible, for he knew his
quest for mystical lore would eventually prove
deadly. When the great Chaos Sorcerer first
died, his fallen body was immediately absorbed
into the ground. With a tremulous shudder the
surface cracked and a stone monolith pushed its
way upwards —a massive monument to the
fllen sorcerer. Those gifted with the witchsight
could sce that the cdifice glowed with barely
contained magical power.

And yet Lord Zhulgozar lived again. Reborn
ancw in the Realm of Chaos, Lord Zhulgozar
returned to his quest, vowing to one day return
0 the sites of his death to have his revenge. And
socenturies passed, with new monuments rising
wherever the powerful mage fell in battle, but
always the sorcerous lord returned. What
ultimately happened to Lord Zhulgozar none
can say, but dotted around the wilds of the world
atop the barren hills of Troll Country, the
mist-shrouded forests of Sylvania or rising out
of the burning sands of Araby — can still be
found his monumental legacy, crumbling ruins

that to this day sill house tremendous power

THE ARMIES
Each player chooses his force using the army list
from a Warhammer Armies book, to an equal

points value agreed before the game.

THE BATTLEFIELD

The largest hill you can muster is placed in-the

centre of the gaming table. Atop the hill st the

ancient ruins. Set up any remaining terrain as

described on page 142. The hill and the ancient
irst of the D-+4 terrain

picces that must be set up.

DEPLOYMENT

Roll offto see which player picks the halfof the table
they vl deploy in. The opponent willdeploy in the
other half, Players then fake it in tum to place units
on the table, using the ‘alternating units' method of
deployment described on page 142. Units may be
placed anywhere in ther deployment zone thatis
more than 12" from the centre line.

FIRST TURN
Roll off after deployment to see which p
reccives the first turn. The player that finished

deploying his army first adds +1 to his roll.

It s suid that
vhes L
ument

would grow there”
~ Al of Nun

&
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GAME LENGTH
The batle will kst for six turns or until a time
limit agreed by the players is reached.

VICTORY CONDITIONS
The player that controls the ancient ruins at

the end of play wins the battle. The ruins are

controlled if one of your non-flecing units is

within 6" of them, and there are no non-flecing

enemy units also within 6" of them. If nobody

controls the ruins, the game is a draw.

SPECIAL RULES

The rules for the Monolith of Zhulgozhar are
the same as the Arcane Ruins (se page 124),
with the following additions:

Any Wizard within 12" of the ancient ruins
gains a 3+ ward save and can add an extra
power dice to his side’s pool in his own Magic
phase. Additionally, a single Wizard that is in
the unit that controls the ancient ruins can cast
the Dark Whirlswind of Death spell (right) in
addition to his normal repertoire

| Dark Whirtwind of Death

Castona 4+
| & o the Wisard summons
fi=e :
| saer

s takes 3D6 Srength 4 it Enemy Wizards

rihip et or be immedately sucked up

spers fiom beyond, Failare of

Result
Sucked into the Vortex Kenoe

Blessed with Unholy Power. 4




LOOT & PILLAGE
(Oi, that's my ale')

“This battle pits opposing forces against each other in an attempt to claim a

vulnerable supply train delivering Bugman's

gold (and far more thirst-quenching!).

THE ARMIES
Each player chooses his force using the army list
from a Warhammer Armies book, to an equal

points value agreed before the game.

THE BATTLEFIELD
Roads lead to a crossroads in the centre of the
gaming table where an inn resides — in our case

the Tnn of the Tin-tailed Comet. Next to the

upply cart stacked high with barrels of
Bugman's XXXXXX. 1
strewn with fores

The rest of the table is

sporadically lining the roadways (no more than

two 6" sections in a row).

DEPLOYMENT

Each player has 2 deployment zone as n

e map below (6" in from the long
edge). Roll off to sce which player picks their
deployment zone first. The opponent will
deploy i the opposite deployment zone. Players
then take it in turns to place units on the table,
using the ‘alternating units’ method of
deployment described on page 142. Scouts

save that no models can start

deploy as norma
the game inside the inn.

, an ale as valuable as

FIRST TURN

Roll off after deployment to see which player
receives the first turn. The player that finished
deploying his army first adds +1 to his roll.

GAME LENGTH
The battle will lastfor six turns or until a ime

imit agreed by the plaers is reached, whichever

comes first

VICTORY CONDITIONS

The victor in this batte i largely determined by
which player can claim the most Bugman's

X at the end of the battle. There are
w0 sources of Bugmar's XXXXXX  the inn
and the supply cart. Both have rules that govern
how they can be claimed (see right).

If claimed at the end of the battl, the inn and
Bug:

points. A single victory point is also earnied for

an’s delivery cart each count as § victory

each enemy unit destroyed or flecing at the end.
of the battle. The side with the most victory
points is the winner. In the case of both sides
claiming the same number of victory points, the

game s a draw.

(s e
| The Bloody Centre

Side A Deployment Zone

Bugman's




SCENARIO SPECIAL RULES
Bugman's Delivery Cart

B e e Movmens el
charges are declared, Bugman’s delivery cart will
move D6" directly away from the nearest unit.
“The cart cannot be affected by missike fire or
spells (who would risk damaging such

i 2). It will never move into
ross an obstacle, or enter
any piece of dangerous terrain, choosing instead

to skirt around such blockades, as its movement
allows. Bugman's cart can be charged by both
sides, and it always declares a flee’ charge
reaction, moving 2D6". If caught by a charging
unit, Bugman's cart s not destroyed, but is
claimed by that unit — place the cartat the back
of the claiming unit. The cart no longer moves
of its own volition, but s moved with the unit
The unit claiming the cart cannot march, fly or
enter the inn. If the unit claiming Bugmar's

delivery cartis beaten in combat (regardless of

whether the unit fiils its Break test or not) the

delivery cart is claimed by the winning unit

The Inn of the Tuin-Tailed Comet
At the edge of the wildernss this inn weas e 10 @ rough
o, ut e an army of Bastmen emergd from the

Fores of Shad e ther <easgoing 1 be
T ey s b f

the g Derfeed Begman’ XXX

(simply move the cart behind the appropriate
nit). In the case of multiple combats, any unit

on the winning side that s in base contact with

the unit with the cart can claim it. Should the
claiming unt flec for any other reason, the
delivery cart is no longer claimed and is left

behind before the unit flees

Ransacking the Tnn

A unit garrisoning the inn when the battl ends
claims the Bugman's XXXXXX stored within.

Drinking Bugman's XXXXXX
A unit claiming Bugman's delivery cart or that is
inside the inn must pass a Leadership test at the

if the

of their turn. If passed, al s well. However,
test s failed, the unit has consumed a small

porton of the potent brew and the models suffer
a-2 penalty to their Weapon Skill, Ballsic Skill,
and Leadership for the remainder of the game

cts are cumulative, (o a minimum profile
of 1. In addition, the unit s now Stubborn

and suffers from partcularly strong hiccups.

Delivery Cart
The Bugan's deiery whicl
o eavily Ladonpony-draen
car,as bl from spare
plaic compones.

Something Worth Fighting For

Captring ojctives i  lsic ey todacide o s eom
and make o  fim tactical batle. The morechrwctrfl the
v, the more the “toryof the bl emerges




delay s oe. Actual
sval or the underdog
iy 100 much 10

HEROIC LAST STAND

From his rocky vantage point, King Unthor Grimbeard watched the enemy
approach. His fellow Dwarfs were outnumbered beyond count. It did not
matter. Deathsongs had been sung. All knew what must come. Yet if the
warriors could hold out long enough, Unthor knew the escaping refugees

would reach the safety of Karak Azul

hough few in number, each Dwarf

that remained was a stalwart champion, a veteran of many battles. The
clan’s armoury had been emptied and each grim warrior bore matchless
arms and armour, heirlooms of a once mighty household. The clan might
die, but the memory of their last stand would live on.

THE ARMIES

Each player chooses an army from a
‘Warhammer Armies book, but one player must
be nomi
and one must be the Heroic Underdog. The
of the

Overwhelming Attacker’s points total, but

ated as the Overwhelming Atta

Heroic Underdog reccives only

does not follow the usual army restrictions.

There is no need for the Heroic Unders

use the normal minimum of at leas

e restricted by any of the maximums (up to

Lords, for instance).

THE BATTLEFIELD

The battlefield has been chosen

ot for the outnumbered force to make their

stand, therefore the scenery should be set

roic Underdog. A hilltop, the

ruined temple will
should be

ains of a village or
work well. Any build
considered ruins and no

garrisoned. Stone walls or other linear

obstacles (hedges, fences or even piles of dead

bodies) can be placed, but are not allowed to

fully enclose any space (so three sides are OK,
but not a closed square). It is intended that
the Heroic Underd chosen a site with a

few defensible positions, not a specially

fortified enclosure!

DEPLOYMENT

The Heroic Underdog inust set up his entire
force within his deployment zone — a square
with sides 18" long, right in the middle of the
battlefield (see map bel

w). The Overwhelming
Attacker may then set up anywhere else on the
table, but more than 8" away from any of the

Heroic Under

FIRST TURN

The Heroic Underdog receives the first turn.

GAME LENGTH

The battle automatically ends when, at the end

s models.

of any player turn, the Heroic Underdog has
either been wiped out or has no remaining non-
flcing units in his deployment zone. Players
may,of course, give up at any time

Attacker
Deployment
Zonc

Rally to the Flag
Spare g bis can
ke il markers i

this case the planted |




VICTORY CONDITIONS
It should be a foregone conclusion that the
Heroic U u.m:t@uu be wiped m.l- toa model;
however,they can stll win the scenario by

surviving as long as possible

Underdog
Survives Result
112 turns Crushing Attacker win

4 turns Attacker win

6 turns Hard-fought Draw

8 turns Underdog Victory

9+ turns Conceivable, but we don't

think you can do it!

SCENARIO SPECIAL RULES
Plant the Colours

Before deployment, the Heroic Underdog
places a marker anywhere in their deployment
one, representing the army’s most precious
olours planted firmly in the ground. Any
friendly unit within 6" of the planted colours is
Unbreakable. If an enemy unit contacts the
planted colours, the marker is automatically
destroyed and any bonuses gained from it are
immediately lost

Despair
The Heroic Underdogs are all too avare of ther
miminent demise, and the less stahwart amongst
their numbers are likely to lec if they find
themselves separated from their comrades

Any Heroic Underdog units that stray more
than 12"
a Leadership test with a -2 modifier at the start

from their deployment zone must take

of cach of their turns. If they ful,the unit is
removed. They have panicked and fled, or have
simply taken the opportunity to break out of the
encircling foe

Untold Numbers

The Overwhelming Attacker can ‘recycle’ any
Core unit that is destroyed or that has fled off
the table — the models are used to represent new

troops arriving on the battlefield.

This recycled unit has any options that i
originally sarted with (equipment, command
group, ctc), however any character that was in
the unit at the time ofits demise is lost.

Recycled
using the normal rules for reinforcements.

nits can come back on any table edge

Bitter Battles
Since King Bele
returned 1o m“ I w
P

vinsmbered Drwarf ha
fught countless batles against

the Ores and
Gabin:. The D
regained a small ortion of

ade and neo
e ofscge
e 30 sed 10 being
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that the Desarfi
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wasn't sure if he trusted his supposed al
see who stays with me
himself, as he signalled his troops for a

In the grim and battle-filled lands some
commanders must make hasty agreements with

less-than-ideal partners. This could be two
f
between their respective races (like Empire and
Vampire
of the same army (say different tribes of Orcs

different armies not noted for civil relationships

ounts) or even between two factions

and Goblins or rival clans of Skaven). Either
way, these once-bitter rivals have buried the
hatchet in the face of a greater threat — at least
for the moment.

Less reliable still are mercenaries  that s

warriors who have sold their fighting services

for mere monetary reward. Such sellsword
bands roam frecly about every region,

although the more professional types tend to
be found in areas of constant strife (such as

HIRED SWORDS

Baron Schwarzbaum cast a wary eye on the right flank of his army. He

n the bloodletting starts” the Baron thought to

llies or the mercenaries less. “We'll

general advance towards the enemy.

character units as cither Mercenarics or
Treacherous Troops (players choose whichever
its best).

THE BATTLEFIELD
Set up the terrain using the method described in
the Rules section on page 142

DEPLOYMENT

As per the Blood and Glory scenario (see page
148), except players must evenly divide (by
number of units) their Treacherous Troops or
Mercenary units between the two halves of
their deployment zone.

FIRST TURN
The side with more Treacherous Troops or
Mercenary units can choose to go first or

put commanders in

First Half

First Half

. the lands of the Border Princes). Sl for the  sccond. Roll-offin the case of a i
! right pay (often gold, but occasionally requests
such as fresh meat or warpstonc), itis possible.:  GAME LENGTH
to hire serious muscl into one’s army. But will  The battle willlast fo sx turns or unti a time
| they remain loyal? limit agreed by the players is reached.
| THE ARMIES VICTORY CONDITIONS
| Each player chooses his force using the army list The player that scores the mst victory pointsat
| from one o more Warhammer Armies book, to the end of the battle i the winner. Mercenarics
| an equal points value agreed before the game. that have switched sides count as casualtes to
| Both sides must declare 255 of their non- the side tha originall brought them.
| Added Pressure % Trustuworthy?
|t e RIS Dl A i —

Second Half
e

Second Half

Side B Deployment Zone
EY sy

slf
lookingfor a chance 0
ommit bandic




SCENARIO SPECIAL RULES
Trescherous Troops

Treacherous Troops units are contraled as

Treacherous Troops Tuble
i

the allance trust cach other and at close proximity old grudges, or

ctimes flares up, despit th best intentions.

normal by the owning player, however, their
D6 Resl

battle focus must be tested at the start of each

turn. Unless already in close combat, any

Treacherous Troops unit m:

eadership
testat the beginning of each of their turns, If the
test s failed, roll a D6 on the Treacherous
Troops table (sce right) and apply the results.

Mercenary Loyaly 'hb[e

When things s is ot unheard of or the lss relable sell-swords to

Mercenaries
All Merc
Leadership characteristic. During the b

ary units suffer -1 to their n

Mercenary units are controlled

as norm |
player that included them in his army;, howeve | :

there are times when the loyalty of the warriors. any mamir of

for-hire will be tested. Ifa Mercenary unit fails | 56 e, but remain oyl fr the moms

a Break test, roll on the Mercenary Loyalty
) and apply the resuls. |




RAZE & RUIN

live in,

the Empire, there is constant danger

THE ARMIES

In this scenario one player must be the attacker

and one must be the defender. Each player

points. So, for instance, if the attacker has 2,000

points, the defender will only field 1,500 pois.

THE BATTLEFIELD

| The defender should place terrain for this battle

This battlefield is meant to represent the
defender’s outpost. This could be a camp,

village, mine or whatever feels right for your

|
| collection). The outpost is represented by

and a similar

between one and four buildings

number of defended obstacles (walls, hedges, or

y there

hastily thrown up barricades). Addition
i a single, purpose-built watchtower meant to

provide a defensible position to the outpost.

The defe

der can place his buildings anywhere

in his half of the battlefield, but not within 6" of

the long table edge or 12

The Ruination of Glumhof

On a small crossroads along the Old Forest Road lies the tiny village of
Glumhof. Here brave citizens have dared to settle,
and rampage through, the Drakwald Forest. But even though they are
protected by stout walls and a watchtower built and garrisoned by soldiers of
of sudden and ruthless attack.

facing the horrors that

DEPLOYMENT

The defender places his entire army first. Up to
half ofthe defender’s units (rounded up) can be
placed anywhere on his half of the table. The
remainder of the defender’s force must be
placed within 6" of his long table edge

FIRST TURN
The attacker takes the frs turn, entering play
from his own long table edge.

GAME LENGTH
le wil last for seven turn
time limit agreed by the players s reached.

VICTORY CONDITIONS
At battle’s end the side controlling the majority
of the buildings s the winner (if there is no

The b or until a

majority,the gume s a draw). The watchtower
counts double. Buildings are controlled by the
closest unit within 12" (garrisoning units are
always ‘the closest). A unit cannot control more

one building. Buildings that are destroyed

cannot be controlled, but add +1 to the
attacker’s total.

7 7 Attacker's

N - e
y Tble Edge

Defender 5
Deployment Zone ‘

——ld

Ruined Buildings
Placing some rubbe or
specally modelld ruined.
Duildings il help keep
rack ofthe batle and is
immensely saicing for
the attacker!

{




SCENARIO SPECIAL RULES
Destroying Buildings
Normally it is convenient to assume buildings
cannot be destroyed by conventional weapons,
but with a few simple Scenario Special Rules
you 100 can experience the joys of demolishing
Glumhof! Buildings, except for the watchtower
(which has its own special rules below) are
onsidered Toughness 7 and will ake 2
minimum of Strength 5 to damage. Units must
choose whether to shoot at the building or any
unit inside. Templates that strike buildings wil
affect the building itself as well as any unit
inside it (see the rules for templates and
buildings on page 127). Each building can take
5 Wounds before collapsing. Collapsed
buildings are counted as Dangerous Terrain.
Units that are in buildings when they collapse
take 2D6 Strength 4 hits.

Buildings that are garrisoned cannot be

attacked in close combat, instead the building

must first be assaulted (as per page 127),

Unoccupied buildings can be attacked by a
single unit, with the attacking player choosing
10 models exactly as when Assaulfing a
Building. The building is hit automatically,
there is no need to roll To Hit.

The Watchtower

The watchtower is specially built for defence and
50 gains several advantages. The watchtower is
6 Wounds. Because of the
extra loopholes and firing positions, up to 10

Toughness § and h

models per floor can fire out of a watchtower
Additionall
from within a watchtower, regardless of how close

models can always Stand and Shoot

the chargers might be

We have shoton an Empire setlement under attack but it is casy 1o

e D i
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WATCHTOWERS & BUILDINGS

All races of the Warhammer world build some form of defensive structure. This creates fantastic
scope for both modelling opportunities and for game rules - after all, the slender and elegant
towers of the High Elves belie their \Idumum nature, while the crude and mm.hukkl\, edifices of
Goblins are plentiful and encrusted with spikes and icons, but not necessarily built up
to he h and-safety requirements. On this spread we have included some anmple» of both
modL“mg projects and the rules we have used for them in our game:

BOAT HOUSE OF THE EMPIRE ORC & GOBLIN WATCHTOWER
This fantastic building was made using spare comy Orcs and Goblins often build atop the structures of
| from different model ks, balsa woo
materials. Such terrain-building odellers o This buildir
| explore the Warhar @ someshat rickety nature,
and lookout perches

e additional level for th




SKAVEN WATCHTOWER
The scavenging race of atmen known as Skaven often build their nest-lars atop
the ruins of ancient civilsations. For example, the diabolically mechanical
Warlock Engineers upgraded this watchtower with a mind-boggling array of
infernal devices. Supported by jury-rigged props and patched-together wiring
(often gnavwed), the Skaven machincs on the top levl of this tower have the
capacity to fir out blasts of warp lightning. This cou
\ bound spell with a power level of 5+. On the downside, the state of the
watchtower is somevwhat dilapidated and it has only § Wounds;

a3 Warp Lightning

GLEAMING SPIRE OF ULTHUAN
Elves, in their quest for a perfect harmony of form and
function, have developed a distinctive architecture over
many millennia. The thin and elegant nature of their

towers and battlements belies their strength.

This EIf tower is Toughness 8.
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Hill Placement

mast playess of

i e s
deployment

HOLD THE HIGH GROUND

With the advantage of high ground many commanders are willing to make a
stand, even against superior numbers. Indeed, the hills and tops of
mountain passes are the bloody sites of a great many battles, both famous
conflicts of legend and others now long-forgotten. Armies that are driven off
the high ground often end up as scattered bones, left by the victors atop the

windswept heights.

THE ARMIES

Iin this scenario one player must be the Attacker
t be the defender. Each player
chooses a force from a Warhammer Armies

and one m

points. So for instance, i the ata
00 poins.

points, the defender will only field

THE BATTLEFIELD

the Mcctng Engagement pitched bate y

he first of the D6

that must be set up.

DEPLOYMENT
First the attacker sets up his entirc army in his

loyment son. Next the defender ses up in
his deployment zone. This represents

B e g view o ot
his battleline to best advantage as the foe

approaches from

FIRST TURN

In this scenario the attacker gets the first turn.

GAME LENGTH

The battle will st for six turns, or until a time
ced by the players is reached, whichever
comes first

VICTORY CONDITIONS

‘The player that has scored the most victory

limit ag

points at the end of

scenario that may prove pi
points is awarded to any side th
summit of the hillin the defender’ deployment

zone (see Commanding the Summit at right),

SCENARIO SPEC]AL RULES
The Battleficld is
Friendly troops can t m great courage from the
that it i their army that is in control of the
batlefild. The side that commands the summit
of the hillin the defender’s deployment zone adds
+1to their total o
the battlefi
with all of the usual modifiers (such as high
ground and so forth).

every combat resolution on

d. This can be used in combination

Blood-covered Hill

dich sl n
el trns Al s
it be made 10 seze the

il ; on




ma Fthe hill a unit must
be on the top level of the hill and there must b
10 enemy units on it If there is an enemy on it,

hill is contested and no bonuses are

nes terrain collect

hould di
the hill bef

P
ify the area with your opponent. If
he top level of your hillis particularly |

nominate the




KING OF THE MOUNTAIN

High up in the Worlds Edge Mountains, nestled in the valleys and passes below the snow-covered
peaks, can be found the fabled stone-chiselled halls ui lhe Dwarf kings. These ancient strongholds
have been laboriously carved out over the ages and many r¢ ovet the fabled riches, piled
treasures, and hoards of matchless as and armour mm even the poorest of Dwarf clans greedily
amass within their mous

the Hold the High Ground
apted the game in a fex

Ores and Goblins see Dwarf holds as ide
both rich plunder and a good scrap. Thy

erable f but instead the
£ stronghold is u

FEpic




| BATTLES AMIDST THE PEAKS

{ The mountains and passes of the Warhammer world hav seen their share of bloody
| Mountains are hard-pressed to defend the remaining kin
| and Skaven. High-towered fort

| have been fought over the

dom of their
e
pasee kdogh one more uen
N e o of the Ol Workd. High up inthe
unts of old still maintain castle

golden a

ever-present threat of greenski
into the hinterland of the Empire. Over th

i the Battle of Black Fire P

years many battles
— the conflic
rbidding peaks near Sylvania it is rumoured that the

solate lands they once ruled. And in far-off Ulthuan, the High
tress that has many times held the

of the Annuli and into the Inner Kingdoms.

ing armies of the Dark

'
|
|




e casiest way 1o handl

chapter (page 136) has

suggestionsfor hoco 10 split 1P
the arious frce. This senari

indspendent from the others and.
i vying fr it orom victory. Any
allances are purey agreements

berceen the players

BATTLE ROYALE

Duke Tremambert reined back his steed and raised a gauntleted hand to
call a halt to his cantering bodyguard. There, rising from the sand covered
plateau were the crumbling ruins that must house the fabled treasure of the
Dune Kings of old. Yet from the rising dust clouds on the horizon, his was
not the only army that had reached this destination...

THE ARMIES

“This scenario is for three to fiv

yers. Each
player chooses his force using the army list from
 Warhammer Armies book, (0 an equal points
value agreed before the game

THE BATTLEFIELD
The gaming table should be set up using the
method described on page 142. Then each

player sets up an objective as follows. Each
player rolls a dice, with the highest scoring
player setting up his objective first and the
remaining players placing their objectives in turn
in decreasing dice score order. Objectives can be
placed anywhere on the table but not within 12"
of any table edge or another objective.

DEPLOYMENT

Each player must roll a dice, with the lowest-
scoring player immediately setting up his entire
army in the centre deployment zone (as marked
on the map). The remaining players, starting
with the highest scorer and then proceeding in
decreasing dice score order, must then in turn.
choose a free table edge and immediately set up
their entire army (minus any models held in

reserve) within 6" of his chosen edge and more

than 10" away from any enemy unit. Each player
(except the player in the centre) can leave any

number of units in reserve.

FIRST TURN

The player who set up in the centre moves first
and the remaining players move in the same
order in which they deployed. Note, that the
normal Warhammer turn sequence is notin se
(see Scenario Special Rules opposite).

GAME LENGTH
The batdle willlat for six turns or until a time
Jimit agreed by the players is reached, whichever

comes first.

VICTORY CONDITIONS

The Battle Royale scenario has special ictory
conditions, as follows. Players can only score
points by controlling abjectives (see the Scenario
Special Rules opposite for how to control an

objective), which are worth one point each, or by

slaying an enemy General, which is worth one.
point as well. Having your own General survive
the batle s also worth one point. The player
with the highest tota at the end of the game is
declared the winner.

Multi-player games of
Warhammer spring up

( Jorat indsof ressns
Somatimes t can be a

[ Multi-player Games

prcical solution for an
odd number of players, a
eed 10 poo resources for
a large game or becatse

diffront armics clashing
makes a grea gome.
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SCENARIO SPECIAL RULES
Trn Sequence

To accommodate additional players,this s

alters the normal turn sequence

This has the advantage that it keeps cveryone in
the action, rather than wating for

farhammer.
ng interval

has a drawback: it can get jumbled up in a hurry

Hlere i the new turn sequence fo this scenario
In the Movement phas cach ply
turn to complete all his moveme

T i wh

in which the players have

ocs first m., yer going fi
units, then the next player mov
on uniil every player has moved in turn.

Next th Magic phase, with all

players joining in. The player who went first
rolls two dice for the Winds of M:

player uses this roll to determine both his
ling dice (be careful

player who went first can

casting and disp
mix them!). The

a t player, and
50 on until everyone is out of power dice or
Anyone can try to dispel a

attempt in total can be s

player targeted by thedpell ahways. 1| St e Sl

s atcampt at 4 hspel) fallored By
ik ey SR

(an augment spell, for

example) folow the turn sequence for the
der of dispel attempt:
In the Shooting phase each player takes it in
turns to complete all his shooting.

Finally, a single Close Combat phase is

ught, with all players joining in. The fi
are worked out in the order in which the

player who set up in the centre dictates,
Controlling an Objective
An objectiv is controlled by the closest unit

Units that are fleeing cannot control

within 12
r contest an objective




ACROPOLIS OF SKULLS
Deep in the wastelands of Khemri, the remains of a once proud and dominating ation can
still be found. Legends abound about the fabulous treasures that still remain deep underneath such

(emples and burial grounds. Many have searched for the fabled Acropolis of Skulls, a site that was
reputed to harbour both gold and mystical secrets in prodigious quantity.

This scenario uses the Battle Royale scenario with a few narratve or make use of any inspirational terrain you might
additional special rules and adjusted victory conditions. B have (or want to build). Our battle featured four armies — Tomb

altering a few details itis possible to better match an invented  Kings, Bretonnia, Skaven, and Ogre Kingdoms.

VICTORY CONDITIONS
lar Battle Royale, with its
player that has the most units on the

o the game. Exery unit on the




SCENARIO SPECIAL RULES
The Protection of the Fallen

The protective magic of the temple s still strong. F
that s on top of the highest platform of the Acropol
granted a 4+ ward save.

Haven for the Dead
If a Wizard thatis on
that summons Und

spellis doubled.

Ifa Wizard from any amn hest platform
of the Acropolis of Sandblas spell.

Castona &

ipeaks weonds of a !

spell has a range of 24" and causes D6 St
dditionally, any unit struck is
away from the Wizard that cast the

l stop if they hit another unit or terrin,

taking an additional D6 hi
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INVASION!

‘When the moment for subterfuge and more cunning attacks is over, it is time

to unleash a head-on and overwhelming attack. Such brutal invasions are

R 1¥/s sucding e o tvadis bend on crushiag sil opnoni

in their

way, and conquering or destroying everything before them. It is essential to
secure a beachhead, clearing the way for the subsequent attack waves. This
«can only be done by clearing away all defences and holding ground in this

enemy territory.

THE ARMIES

Each player chooses his force using the army ls

from a Warhammer Armies book, to an cqual

maust be the attacker and one the defender:

THE BATTLEFIELD

The gaming table should be set up by the
defender. The defender can set up or designate
(if

three defensible areas or watchtow

available). Each must be at least 1 from

art
cach other and at least one should be in each half
of the gaming fable.

DEPLOYMENT
The attacker deploys firstin his deployment
zone, as marked on the map below. The defender

can then set up his army, placing mor

anywhere on the tabletop, but not wit

FIRST TURN

The attacker always goes first in this scenario.

GAME LENGTH
The battle willlast for cight turns or until a time
limit agreed by the players is reached, whichever

VICTORY CONDITIONS
i i ke
attackers on the tabletop!)

foothold. Casualtis and losses do not matter to
cither sde, the only winning factors are
controlling the three defensible landmarks or
watchtowers and domi

fing the table quarters.
ds the controlling
there are a

Each of these factors rew

side with a single point, meaning
possible seven victory paints in this scenario.

Wachosser

)

T Deployment —
|

Defenders




SCENARIO SPECIAL RULES o hinder the attacker’s charge or aid the
Waves of Attack defender’s set up. Th
The attacker can ‘recycle’ any Core unit thatis  slow down the

ould be stone wals to

aspecially
destroyed or that has fled offthe table — the constructed moat, or any other type of obstacle
models are used to represent new troops arriving  such as a Blazing Barricade (sce page 123)
on the battlefield.

Controling a watchtower or defensible arca can

This recycled unit has any options that it be done by being the closest unit within
originally started with (equipment, command the buildi Units that are
‘group, and so on), however any character that occupying naturally considered
was in the unit at the time of its demise is lost.  to be the ‘closest’. Units that are flecing cannot
Recycled units can come back on from the control a building or defensible arca
attacker's deployment zone or any table edge on
a board quarter that is currently dominated by Dominating Board Quarters.
the attacker (see right), using the normal rules  Divide the entire playing surface into four equal
for reinforcements quadrants. In this scenario a player is
considered to be ‘dominating’ a board quarter if | ofa fut
Watchtowers and Defensible Areas be has more than twice te number of unitsin |

It is commonplace to find watchtowers or the quarter as his enemy (single models, other
defensible arcas along any border in the an Monsters, do not count). Units will count
Warhammer world. The watchtowers use the wards whichever quadrant conains the
rules on page 401. Ifyou do not have any maority of models. Ifthisis cqually divided,

watchtowers, place some terrain in sucha way as  the owning player can frely ch




INVASION OF CHRACE

Chrace is one of the ()un.r l\mgdmm of Ulthuan, island home of the High Elves. Because of i nu
northward facing und its proximity to the cursed kingdom of Nagarythe, the land of Chra

of the main invasion routes fur Dark EIf armies. Its rocky shores are lined with watchtowers ﬂnd its
hardy citizen sold s mmd ready to repel the invaders before they can move inland towards the
more vulnerable island interior.

Sometimes the idea for batle is obvious —an
archetypal clash between two bitter foes. Dark Elves
versus High Elves is one such classic matc




SCENARIO SPECIAL RULES
Reavers of the Sex Elven Waystones

Each Reaver ship moves 12" and can deposit up to 50 Dark The coastal Waystones use the rules for Elven Waystones (page
Elves onto the beachhead. Each also has a Reaper Bolt 125) but the complete line of Waystones means that as long as
Thrower (that can fire even if the boat moves that turn). The  all the Waystones are in control of the High Elves, they can add
ships are Toughness 7 with 6 Wounds cach. Once reduced to 0 an additional + 1 bonus to all their roll to dispel. However,
Wounds, the ship will sink, slaying everyone aboard. Al should control of a single Waystone be los, the synergy is
“recycled” Core units (the Waves of Attack rule) enter play interrupted and the bonus i also lost. Should the Dark Elves

aboard a Reaver ship and must sl to the coast.

gin control of all the Elven Waystones, they gain a +1 bonus
to their casting rolls. Waystones are controlled by the nearest
High EIf Watchtowers unit within 12" (ot counting flecing units).

These watchtowers use the rules as presented on page 401




& EXPLORING
EVEN FURTHER..

Some players like to delve more deeply into the Warhammer world.
Perhaps you want to explore the caverns beneath the Worlds Edge
Mountains? Uncover the latest and most diabolical inventions of the
Skaven Warlock Engineers? Perhaps you yearn to pursue the pirates that
infest the riverw: f mpi

Ones? If so, there is only one thing for you to do... make it up yourself!

As the Warhammer World section of this book  shaped the race. These supplemnents are stop

number one inspiratonal material to turn

attes. That's certinly what welve

the kind of player who wants to experiment with  done for the previous Invasion of Chrace battle,

different battlefield enironments, create new simply putting some of the

challe model the

ical Warhammer world,
where is the best place to start?

as well. On the other hand, even vith

Armics book gives ala lopment, a lot of

Every Warham

f Warhammer's history remains in the shadows,

adversaries, major w nted at perhaps, but neve d fully into the




light. There are many un

to wonder at or perhap:

What Dyarf pl

bt tempted to play one of the

Steven Savile




CREATING YOUR OWN
WARHAMMER SCENARIOS

sction takes a look at the many options available to players wishing to
. | mm up their own Warhammer scenarios.

Whether you aspire to play a straightforward T Sy

‘ clash to destroy your opponent’s army or you ‘BATTLE CHhLKLlST W
want to try out sometl
such as ¢

a battle, you need to

| dark focs, th
5 that should be addressed

fore you take to the you set up your

field of battle. Existing scen

answer these questions for

3. Deployment — how are the armics deploged
on the tabletop!

e Length — how long will your game
last? What determines the end:

ow will you decide
recommend that you m

to the pitched battles. As

youuseany |

ne variations you might |




ARMIES

The frs thing to consider when fighting a
Warhammer badle is how you wil pick the
armies taking part
what the game is about and, f, by a few twists or
alterations, you can add more challenges or

he collision of armies is

character to participating forces, you'll make your
battle even more enjoyable. The standard way

to choose armies is to agree a points value with
your opponent and use the Warhammer Armies
books to select your forces, but this is not the

only way open to you.

Farst off, does the battle you are plann

formally picked armies? Newcomers often play
with all the models they own, a

lthough once
players begin using Warhammer Armies books
they often forget abou this simple method

ame, as it is still enjoyable to fight a

This is
battle using your entire collection of Citadel

here is no
my
can really include that Treeman you bought

miniatures. In such a free-for-al

‘worrying about whether your Empire

and painted.

Some veterans forgo army lists alogether, simply

setting up battles through what looks right. This

isni't as random as it sounds, as many veteran
players become astute at estimating army sizes

These players simply use their experience to

hly assure opposing armies are equal, giver

i
the terrain and victory conditions of the
scenario. For example, an advantage in terrain
might be counted with an extra unit or two for
the other side. Such a system allows players to
quickly get to battle without having to spend
time adding up points values.

When recreating a game from the rich
background of Warhammer the listsin the
Warhammer Armies books can serve s a

jumping
army liss to fit in with the background of the

off point. You may want to adjust the

scenario or take into account the troops or
heroes that historically took part in the fighting.

For instance, two rival Warriors of Chaos armies

batting in the forlorn Troll Country might cach | o

be allowed to take Trolls as Core choices or cven
at half points cost. Such a simple twist can really

make for a memorable battle

About 2,000 years before the coming of Sigmar,
the Duarfs battled the High Elves for
possession of the Old World, in the War of the
Beard. If you were Dvarf army to

fight during this period you could tailor your

iding

arme st accordingly. During such ancient days
a Dvarf army would not include such devices as

the Flame Cannon, as these engineering marvel

are relatively (at least to Dwarfs) moder

inventions. On the other hand, the Dwarfs

would have even more access to magical rune

weapons, as the craft of runesmithing has faded
over the ages. You can almost hear a stodgy old
Duvarf grumbling “things were made better
back in the old days”. For more ideas about

recreating armies to fight a historic battle, see

the Legendary Battles chapter on page 450.

Some players ue the same
format for-all o ther
batles, <oih unchanging
rules or set-up, deployment
and victory endition:
Other pla
ity el he
came batle vice and
constantly trying an endless

s of erraim set-ups and
cenario special rles. Most

method, but o

Warhammer Armics books
tandard army lis

[ Same or Differenc?




The tervain for this book
sl ndpinied

consisting ofrocks and reigs
from the garden
(IE2

The terain featured be

as el as th 4,,,,,,,,‘,@
sl s vailable f

Games Workshiop.

BATTLEFIELD
“The abilty o set up and create rules for your

battlefield is an ineredibly powerful tool for

players designing their own scenarios. Fist and

foremost, nothing else has the ability to visually

change a scenario like the terrain can. The
battlefield

hid out scenery turns a gaming table into a
small part of the Warhammer world. It simply
beckons for miniature armies to fight over it. So

s the scene for the game and well-

getting the look right for the

ame you want to
fight s worth careful consideration. Time spent
colecting terrain and setting up a fantastical

ook spectacular. You'll find more information on

modelling and painting terrain on page

One of the
change the rules for setting up the battlefield. In

asiest alterations t0 a scenario is to

a standard Warhammer battle, players take it in
turns to place the various pieces of terrain, but
there are plenty of other possiblites. For
example, a popular method of setting up the
battlefield s for one player to lay out the terrain
and the other player to decide which side of the
table to deploy on. This method helps ensure
terrain is laid out in an aesthetic (and game
balanced) manner, vith the added advantage
that it allows a host to set up the battlefield in
advance so that everything s ready once his

opponent arrives.

Placing terrain can be a huge advantage. A
common convention in scenarios presenting
attacker/defender situations,is to allow the
defender to set up the battlefield. This allows a
player to consider both his army and his tactics,
allowing him to sct up terrain that will best
thwart hs foe and aid his own side. A tactically
minded Warhammer player can make great use
of such a rule. War machines on hills, so they
have sweeping fields of fire and can

friendly troops is an obvious tactc, but mm ing
key troops within buildings, using obstacles to
defend against enemy charges or any number of

other ruses can spell the difference between

victory and defeat.

Other unusual and exciting battles can be made
by adding more terrain than normal, by
‘grouping terrain of a specific nature or by
featuring a large, dominating terrain piece on
the tabletop, perhaps even making it the
objective of the game. The terrain rules

(on page 116) provide many excellent opions.
Think sbout clustering three woods in the centre
of the board and refighting the Battle of the
Blood Forest or an Ore Warlord making a
desperate st stand to defend his precious Idol
of C

rk (or possibly Mork). Inventing your
own terrain (especially if themed to your army)
s enjoyable in its own right and can really add
character to any battle

It Starts with the Battlefield
The opasing Chaasand Empie bt

carclly aid out batlfeld.




DEPLOYMENT
& FIRST TURN
These two scenario-defining categories are often
interrelated, which is why we have covered them
both together on this page

The simplest way of deploying is to divide the
table in half down ifs length, and for the armies
to set up in the opposite halves of the table about
24" apart. Altering the deployment zones or the
method in which the armies are deployed is an
casy way to create new scenario challenges.

Some methods lternative rules

re simply

mechanics, which may be faster, more involved

or just a bit different. Other methods tie in more
strongly to the story of the battle and can be
used to great effect in a narrative scenario.
Alternatives include dividing the table in half
across its width, diagonally or by any method

you prefer. Having one or both sides move onto
the table in their first turn, using the
reinforcement rules,is an enjoyable alternative,
although it can favour more manouevrable
troops. It also possible to spit each army into
two or more parts, with cach part having its own

set of deployment restrictions.

For example, you n

say that one part o the
army has to set up within a certain distance of an
bjectiv, or that it wonft arrive until afte the
battle has already started, and so on.

Once deployment zones are established, it is on
to the deployment of armies. A quick way of
oing this s that one player deploys first (roll off
to decide who) and also gets to take the first
turn. Then the other player deploys second. A
common variant is for the player that set up
second to roll a D6 after he has deployed his

his opponent goes first as normal,

Far less common than other methods, but one

preferred by many of the Warhammer players here
in the Games Workshop.
This method requires the players to erect a screen

udio, is o use a screen.

made of cardboard o something similar between
their deployment zones. This leaves both players

free to deploy their armiesfully without bing

observed by their opponent. This adds an element
of drama. You dorit know whatis waiting for you
on the other side of the sercen. It could be 2 unt of

spearmen or a Dragon, a unit of archers or a whole

An interesting deployment option is to have.
some troops (from one or both sides) held

back, to move onto the table later in the game.

Often the scenario will use dice to
determine when and even where these
reserves enter the tabletop. This can

l RESERVES
|
|

represent such things

Skaven troops

emerging from under-tunnels or nearby

troops arriving (o join the fray. Using

| dramatic and sets up classic situations such

| as the heroic cavalry arriving justin the nick ‘

| oftme o svert certain disste

battery of cannons! Once both sides have set down
alltheir models, the screen is removed and the
players roll offto see who gets the first turn.

A slightly more time-consuming deployment
variant s for each player to draw a map of the
battlefield and then secretly note down on the
map where their units will deploy. After both
players have com

ed their maps, the armics

are deployed in the positions indicated on the

respective maps. Affer both sides have placed
their models they should roll off to sce who

the first turn,

Another variant for determining deployment and

who goes first s to have the side with the slowest

troops set up first and the side with the fastest.

moving regiment reccving the firs turn

Using a sereen means you must

et your army seithout any

idea of hoco the enemy s

deplying s foee.

. He has opred
Jr a hard centreand I flank
i wchichhe il attack,

and see. He soont ko o
s sttng up oppusit

i nil bt players revea

ther daployment maps and then

et up their mdel

SwomTink  Knighs

o\ st \ o 1

Stomdmen Crasbomomen




Skeleton Warrir

Some armies hace an wnnatural

advantage in /m, st

ohen the last tror
R oy e

batlfield, T ensure you don'
Jace an endisshorde o Undead,
Jind and sty the spll-casting
Vampire or Necromans

| When luck runs out
There aretmes shen
batles g horribly erong

| guit carly inth game play.

| s cases, i i he s
Player's dcision whether
ol a hal 1o such
e
seheher 0 7

| mw,,.//,,/“ e
andero comebo

When on the winning side

GAME LENGTH

You haven't finished creating a scenario
haver't thought about how long the battle will
last. Before a battle begins, agree with your

fyou

opponent the point at which the game will end.
Perhaps the most time-honoured way of ending
agame is to play until a certain time limit is
reached. Ideally this ending time will lcave:

lee

ay for both sides to have an equal number of
turns and (just as importantly) a cha

ce o retire
102 local hostely (or,at a pinch, the host's
Kitchen), to partake of a efreshing brew and
swap war stories with your opponent. Victory or
defeat are both more enjoyable when discussed
with a friend!

ok

| RANDOM GAME LENGTH

| A simple but dramatic variant for ending a

A dice is rolled

| s andom e et |

ime turn starting with the
4th. Add the dice rol to the current turn

at the end of cach g

number, and if the total is 10 or more the

battle finishes, i being assumed that night has
| fallen, exhaustion setsin or something else
| s occurred tacbrings the e 108 close. |

VICTORY CONDITIONS

There are many posible victory conditions to
thing is ¢
are before beginning a battle.

t both players understand wht they

The most common way of deciding who has
won and who has lost 2 game is simply to look at
the tabletop after the last turn has finished. Itis
often fuirly obvious at a glance who should be
declared the victor. Between familiar opponcnts
thi leaves room fo enjoyable debate and ‘what-
if* with your opponent after the game!

Sometimes, however, players deem it more

important to determine strictly who has won

who has lost. For example, most tournaments
lly require tht there is a clear-cut winner
and loser. If you are playing a game where the
length of the battle i based on breaking the
opposing army or capturing an objective, then
achicving these things will also determine the
winner. In l\vr ,wmm of victory conditions like
ry points’ system was invente:
(s0c page 143, The player scoring the higher
amount of points s declared the winner. For

the:

A common alternative to playing to a time imit
is to play for a set number of turns. Another

method that can be used to determine the length
of the game is to base it on ‘breaking’ the enemy
army by destroying a certain number of units or
points. The amount that needs to be destroyed is
usually a fraction of the army’s starting strength,
usually either a third or half of the army. For

example, you might say that the game finishes
once half the units in an army are destroyed or

have fled. This ties into Victory Conditions (sce

more below).

Games can also end based on the scenario
objectives
important character is sain (like a king), a
horsific Dacmon is summoned (or the high
pri

and so on. A very bloody game could be had if
opponents agreed to battle it out until one side i

such as finishing as soon as an

st destroyed), or a vital objective captured,

completely wiped out.

10 casy to combine some of these methods.
Many tournaments stipulate that a game will last
for six turns or until a time limit is

whichever comes first. The same method will
work very well for your own games.

those secking even greater clarity, a chart like
this can help:

Difference in VPs Result
More than three times s many points Major Vicory
More than twice s many points Minor Victory
Betvcen half and twice Draw

Lessthan half s many points Minor Loss

Les than a third as many points Mor Loss
So, for example, if you scored 1075 victory

points, while your foc carnt 450, it would count
as a Minor Victory for you, and a Minor Loss

for your opponent.

The more that players involve themselves in a
narrative battle, the more likely it is that they

will shy away from victory points. Instead,
players wil tend to gravitate more towards story-

based objectives, such as saving a captured hero,
nemy watchtower or toppling the

foe's altar to their loathsome Dark Gods. And

destroying an

all this leads us nicely into the next section —
Scenario Special Rules — because toppling alars
is not something that is covered in the
Warhammer rules!




SCENARIO SPECIAL RULES

Perhaps the most exciting tool for anyone

making their own battles is the scenario special

rule. Scenario special rules

rules that cover unique situations,
abilites that you wish to be represented in a

particular game,

in their name, a scenario special rule is

efinitive rule for Warhammer, but instead

applies only for a particular batle. Such on

rules can range from a strightforw

complex. For example, if you were fighting a
l setin the frozen wastelands to the north of

want to include s

Kisley, you

special rules for thingslike snow-drifs, random
appearances by ferocious Ice Trolls or perhaps

the occasional blizzard sweeping over the table

While the scenario special rule is an exciting
tool itis also a potentialy dangerous onc. There
is no limit to the number of scenario special
rules that can be used in a game, but one or two
characterful ones is usually plenty and can be
readily absorbed by players. Too many ‘new’

rules can quickly overcomplicate a batdle,

changing the focus from playing an

membering all those

extra rules. Use them and only to add

On the following spread you'll fnd  host of
rio special rules to inspire you about the

kinds of Warhammer

attles you can play

L

HOUSE RULES

The term ‘house rules' is mos

ne rules tha
all of the

hanges to the

ay decide that instead

you would rather roll 1D

Mag

Finds v dcis
| i)




CATEGORIES
AND EXAMPLES
Scattered in the scenarios throughout this

can be found a

e
filled plains of the Dark Land:

ust fine too. After all i




ask for a rules clarification or second opinions (“can my archers

DEPLOYMENT

An area rip fo special rules, deploymens can esver ho armis are
set up on the abletsp r hoxo they arrice late in the batle.

During deployment each playeris allowed to keep
unitsin reserve. These units enter play at the start of any
turn the player desires, using the rules for reinforcements
(see page 27). These units may enter play at any point on the.
table edge that is part of the player’s deployment area.

ing Ambushers: Duc to advance warnings or just plain
snealiness, one side
hidden warriors, one side can withhold up to two infantry or
monstrous infantry units
are placed as Scouts, but as they are hidden, do not place the
models themselves on the tabletop, nstead place markers

hid an ambush. To represent these:

rom normal deployment. These units

(assigned numbers or leters to correspond to the unit they
represent). Additionall; two ‘false’ markers (labelled D for
Decoy on the bottom) can be placed at this time as well.

Markers must be revealed if they move, shoot, cast magic o
announce a charge. Likew
enemies approach within 1

d if any

il that time, the
markers cannot be charged or dan

ENVIRONMENTAL

Such rules can cover general happenings,like weeather or rockfalls, or
more specific enviromments of the Warhammer <oorld. These rules can
e used in conjunction st the terrain rules (page 116) 10 create

iged by spells or missile firc

exciting thematic battlefields, such as the parched Khemri deserts,

underground warfare in caverns, o the chill lands of Naggarath,

Stormy Weather: Roll a D6 at the start of each player turn.
Onaroll ofa 1 it begins to pour down with rain that turn, and

| all shooting To Hit rolls and all charge oll suffer a -1 modificr

Rain of Death: It is said that so much dark magic lays over
the cursed province of S

Ivania that it periodically gets absorbed
into the low and forbidding clouds that hang so oppressively
over the bleak lands. Roll a D6 at the start of each player turn.
Onaroll of 1 it begins to pour down with rain that turn, as per

Stormy Weather. However, in addition to the regular effects of
such a cloudburst, any regiment of Undead gains a +1 bonus

toits Movement characteristic for that turn

MULTI-PLAYER BATTLES
Mast games assume the batle s fiught becscen tn players. Hoxoever
additional players allos for some intersting scenario special rues

Messengers: Once the battle stats, communications become
nearly impossible. To represent this on the tablt

related conversations betw

en players on the same side can only
happen through messengers! This s not to say that you can't

on the hill see over that tree or not?”) or non-gaming talk (“who
nceds another drink?”), but all tactical talk between allied
players is forbidden unless they use their precious messengers.
Penaltes for those whoy in the heat of battle, forget the ‘no
tactics talking’ rule, should ensure that any such collusions fiil

Each player has two messengers. They c:

and on a D6 roll of 2+ the message is recei

nd playes
converse for a short amount of time (3 minutes works
messengers are assumed to be clockwork pigeons, giant bats,
nger-Squigs, and so on as
of 1 represents the messenger failing in ts duty; being

destroyed, or some other equally calamitous occurrence.

OBJECTIVES
Objctives that move or-are hidden (o passibly fight back!) are
abicays interesting tervitory for scenario develapers ta explre

appropriate to the army: A roll

Prisoners: A group of prisoners have escaped their captors
d. One army is
o recapture the escapecs while the other attempts to

and are flecing in blind panic across the batl

liberate them. You will need six prisoner counters (a fantastic
modelling opportunity, but a

e players take it in turns to place prisoners anywhere on the

rker or coin will do as well)

abletop that s at least 6" away from any unit and at l
aveay from other prisoners and the table edge. Prisoners move
2D6" in a random direction at the start of every Movement
phase. Remember that prisoners are just counters, so cannot

fight or be harmed in any way (they fall to the ground, duck or
otherwise cscape damage). If at any fim

a prisoner touches or is
ed and placed behind
that unit, moving with it. Claimed prisoners will be ‘freed”
(placed 1" from the unit, in a random direction) should the unit
holding them be forced to flee or be beaten in combat. A freed

touched by a unit,the prisoner i

prisoner moves randomly as before, until claimed again

Typically climed prisoners are worth extra victory points,
players might decide to say that the player with the
most prisoners at the end of the battle is the victor

INTERLOPERS

The Warhammer <oorld is a dangerous place and ot cven batdlefelds
are saf from predatory monstes. O perhaps the baile has
anintensionally disturbed some hidden lar or ancient eil?

Unwanted Visitors: At the start of each player turn roll a
D6. On roll of a 1 a pack of ravening creatures has been
attracted by the bloodshed. Use a single unit (about 150 points
worth) of Ghouls, Trolls, Dire Wolves or any other suitable
mode

you have to hand. The player whose turn it i decides

which board edge the newcomers arrive from and moves them
for the rest of the game. The interlopers must always move
towards the nearest unit, charging it i they can.




The Warhammer world cont:
stalk the depths of the seas, bel
and the mechanically minde

ind warriors of

There are more creatures, feats of engincer
mythic prowess than we could ever fit into our rules and army
books. And that's just the way we like it! Why? Because the
Warhammer world is a vast place where anything

Exen better, it gives everyone that enjoys Warhammer a chance

to ‘make stuff up’. When Games Workshop first produced
‘Warhammer (waaaaaaay back in 1983) there were so few

thatit
make up a few of their own.

s assumed that

fleshed-out armies or model rang
‘Warhammer players would have
While, thankfully, there are now many army bo
a matchless range of Citadel miniatures in both
plasic to support them, the raucous joys of ‘scratch-build
us beasts of war have now been (mostly)

s available and

ding
forgotten. So we thought we should point out
Black Kraken from the icy waters of the Sea of Claws, an
enormous Megasaur from Lustria or some n

that if you want a

ien your best betis to

wonder-weapon of the infernal Skaven,

scratch-build it and invent your own rules.

A TIME OF LEGENDS

s titanic monsters and wonders beyond description. Leviathans
hemoths haunt the impenetrable depths of the darkest
d races have invented devastating machineries of destruction.

=N

forests,

s of destruction or heroes of

These one-of
nd should not be created to ‘win the g

ne’ or you'll quickly

i
be interesting, characterful, enjoyable to play with and, m

yourself short of gaming opponents. Instead, they should

Jbout the time wh

s, and we are not talk

ing bat
the Tron-Colossus of Nuln fell over and d
siment of Imperial tate troops. So if you are g
<. you might consider each side having

atch-built spec

me points or scenario conditions that ensures ll sides

r both victory and unbridled mayhem,

Afer al, no matter how well modelled your Dwarf landship i,
Jlerall of your opponens with

tion (as no one will

use it to steam

£ you mercil

never get to use your ¢

Some examples of the models and rules we invented for use in

arios in this book are given on the next few




The Dwarf Thunderbarge class of lighter-than-air warships hasn't quite been perfected yet, but that doesntstop a few intrepid

Duarf Engineers from taking to the skies. The bon

mb racks, cannons and swivel guns of the amazing flying machine can wreak

devastation on any enemy battleline. Fortunately for enemies of the Dwarfs, few of the Thunderbarges have ever been constructed

and itis hard to find Engineers insane or inebriated enough to fly such dangerous constructions.

Created by mad Dicarf
Enginer Sven Hasselfrpp, he
‘Wrath of Thunder i e hind
lighter-than-air ship ofthe
Thunderbarge class 1o be
Launched from Zafoor. The
St scens drow i flames
during the butle of Black Val,
the second has no returned
Sfrom a recon god-il journey
1o Nuln, and e third, the
pride o Suen, s the Weath of
Thunder. The ship hasserved
inseveral batdles, mast ecently
Knsckle Skrapers
irie of Ores offthe
mountainsde and ints bl

Thunderbarge
Crew

The Crew
10 Dwarf crew

Troop Type
War Machine
Special Rules:
Unbreakable, Large Target, Magic Resistance (3),
Ward Save (6+), Hover.

High Flyer: The Thunderbarge can only be charged by flyers.

Gun Platform: The Thunderbarge may fir its Organ
Guns and drop Bombs even ifit has moved

Bedecked With Cannons: The Thunderbarge is armed
with five Organ Gu
erew, rounding fractions up. For example, a Thunder Barge
with 5 crew left could fir only three Organ Guns. Trace the
line of sight and range from the Organ Gun’s barrel

. One Organ Gun may be fired per two

Bombs Away: The Thunderbarge is fitted with racks of
bombs, and the crew are skilled at using the momentum of
the Thunderbarge to lob’ the bombs at targets on the
ground that lie near to their light path. One thunder bomb
i be launched cach turn, following the rules for firing a
Thrower, and using the following profile. The range of
can be measured from any point on the

Thunderbarge’s base.

Name Range
312 3(6)

Strength - Special Rules

Thunder Bombs Multiple Wounds (D3)
Misfires: If cither an Organ Gun or the Thunder Bombs
misfire and then roll a Destroyed! result, then the
Thunderbarge suffers D3 wounds (remove crew models as
you would for any other type of damage), and that weapon
may no longer be used. Other misfires are dealt with using
the normal rules.

Disaster!: When the Thunderbarge s destroyed it scatters
3D6" in a random direction and then crashes to the ground.
Any model under s final position suffers a Strength 8 hit

EXPLORING EVEN FURTHER




When the forces of Chaos launch a major invasion they often
build crude siege towers or entreat daemonic aid for more potent

engines of war. The smoke-spewing machineries built by

Hothgar, the rencgade Chaos Dwarf Sorcerer of the Forge.

however, are prized beyond all others. These vast war towers are

sel-propelled, powered by steam and, some say, daemonic pacs.

| With nigh-impenetrable iron plating, these Doom Engines grind
They will reach their
| destination and there disgorge a legion of troops. Luckily such

over armies, bastions, and castles al

ronclad monstrosities are rarely seen, although none know

lothgar’s whereabouts or who might be hiring his services.

1 toeom of Karskintads and the wter collpse o

Siege Tower: The Doom | is essentially a mobile _‘

| building, and is treated as a building for all rules purposes

except where modified below. This means that units can enter

the Doom Eng or assault it as if i

were a buildin sing the rules

| o e 395, s T

e Lethe Dope Esge s ceupied b

it an move in the Remaining Movs sub phase Pvorthe

h forward 2D6". Should thi bring the Doom E

into contact with a unit or terrain feature, then it wil stop. The

|| Doom Engine may not move in the same turn it is occupied,

and a unit inside may not exit in the same turn that the Doom

|| Engine moves

| The Grinder: S e Drom Engn
with a unit (friend o foc), it willinfict 26 36 hits. T
that has bee

unit

acked is then moved 1" directly away from the

| | Doom E
\

|
| Doom Engine from moving, but have no other effect

ngine, so that it s no longer in contact with it

Obstacles moved into by the Doom Engine will be destroyed

and are removed from play: Other terrain features stop the

|/ Aseal Ramuph Tthe Doom Engine moves ot contact wit

[ another building,then the writ inside the Doom Engine can |

(| assault the building. At the end of the assault, the Doom

|
P |

N Engine must back away 1" from nn vmmlmu that was attacked.




GAMES MASTERS

One of the best ways to introduce new rules or a bespoke scenario into a
game is with the help of a games master. A games master (or GM for short)

is an optios

nal organiser and the rules judge who presides over and runs a

particular battle. The GM helps the players by setting up the scenario and
interpreting - or even making up - the rules as needed.

Games masters offer fantastic opportunitis for
Warhammer players to vary their games. GMs are
a neutral party who can coordinate any number of
entertaining gaming options — such as truly
“hidder? set-up or ambush possibiltes. Just ke
real commanders, the players wonit know where
their enemp s (or in son
). Imagine a battle interrupted by a monster;
disturbed by fighting too close toislis or the
sudden realisation that the ruined altars atop the
hills till contain great povier: Having a games
master can really put the players into the shoes of
4 ‘real’ Warhammer army general and offers great

cases, what their enemy

scope for ereating Warhammer batlefelds where
nothing can be taken for granted. Hidden
objectives, secret agendas amongst players, or
competitve rivalries between allies are all scenario

rules best coordinated by a GM.

A games master s not to be confused with a

tournament umpire, who s there to act more as

rules policeman and dispute settler. Being a
out fairly

games master should be mor
cnacting good ideas from the players (“can my
fireballlight set the woods ablaze?”) than

double-checking whether a nit has the correct
angle to charge an opponent (although
invariably most G M will get asked to do this as
well). Being a GM i really more about setting
up the game and then applying common sense,
dice rolls on secret charts and making up new

rules on the spot

Ifyou are inerested in coming up with nevs
scenario ideas, rules twists or ideas for nevw
creature types then try making upa gume for your

roup. It s a good idea to stick to armies

gaming
you or your friends have, and add a few creative

touches such as a new terrain fature, scenario
special ruls or a specially created monster: Even
tigid, by-the-book players are more comfortable
adding a few new rules mechanics or monsters
such as a mammoth-sized war-spider with a
howdah full of angry Forest Goblins — when the
game s presided over by a GM. This has a way of

ensuring balance,a isn't st dominated

layer over-eager to try out his new

by one
modeling project. The key to being a great GM is
t0 remain fie and impartial while atthe s time

ensuring all the players have a fntastic ime

wwa O po.

Keepinga Hand In

Jus because you are a GM

doco't mean that you can't g
invalved in e batle and rll
some dicel The cenario might
offr o el forc o ot
i party fuction or

Everyone Give it a Try
Some gaming groups wse
olving sytem, 5 that
comyone s e 0 bt
GM a game. Infi
okl
the best and mast exciting gome,

buil madels are ideal
omes master o run. Here Jervs cts
e betsecen Mat and Grahan.




CLASH ON THE
WILD HEATH

This battle report shows a games-mastered st with four pl:

rules and other surp;




" Whon Morrti sas at s fulss and shone
doon its sickly light, the wight sky bla
comets that left green irails of fire in their wake
Many eyes tracked the plummeting meteor

oith

\ I the meadonos and mystically ceared rings of
Athel Loren the

\
’, Nating
|

ch portentous occurvences. If the path of descen

iad not been near the burders of their foress the

ould surely have eft the comets we.
Je of Athel Lare

huddered from the resounding impacts of the

enough alone, When 1

multiple landings, the Elves knewo they must act

soifly to remave the meteors before they stained th

lands. The mighiest of warping agents, the pure

| tumps of Ghastic energy sooid quickly corrupt e

creatures. Alrea

wtating efects assail

( consciousnes of the orest and Athel Loren recoie

\ against the porver-of the fallen debri

The Bretmnians near Athel Loren noted the T et the scene’or the
Juminous meteorites landing near the Wild speming bl i s e sory

Heath. There were legends that the strange rocks ames mastr Jeremy

from the heavens we ‘a metal that Vetock gave 1o the four players

could turn even the surest of lance strikes. Lord Of curse it ot neces

rapscallion neighbour, the Duke of Parravon. |
|

jermind and Warlord o

Many armies set forth

fange

efcton roops that
ontrol them, and might even
e an il efc spon



Is that meteor
glowing?

s the ratmen hoped, he
fallenderi s pure
carpne.

coniralling meteor a the

Any it

the magicalsubtance canses
omething wnusual 1o happen
— rolla D

1. Very Confused. 7
it immedate
e ascay from the
Itcamat more
spellc fr the remainder of e
| surm. Ifthe wni s aleady in

bt ts members do
figt bk, b
Break e

a Supidiy s, If in comb

e it i reted as having
Weapon Skl 1.

3. Slathering
Bloodlust. T usi
subjct 0 Fronzy. If

i almady ubject 0 Fre

adds +1 Aack. If s it

Fionzy, then it

ali loe it adona
o

4. Bursting with
Eierty: Eeryes o
hrough the i, cansing
orithing a i e
The i takes DG St 3
| i and v +1 S
Jorthe st of e same
5. Heightened
| Anticipation. 7 uni
| ain s suen i
iy, s Long s e

s gains any charging
6. Surging Power. 7
wnbridied Chass enery
grants geat pocsers, bt at &
e, The unit suffrs D6-+2

on the surviving members |
(thi il s the dration o

| the b

+1 Strength
+1 Tugines
4+ Saaly Skin

THE SCENARIO: Along with the story giving some background to the
battle, Jeremy the games master told each player the victory conditions
and provided some secret deployment options. He then allowed them to
look at the battlefield set-up before choosing their deployment option
(but players could not confer with their ally).

THE ARMIES

This battle pits an alliance (of sorts) between two

Skaven armics, one commanded by Graham

Davey (Warlord Kutequik) and one by Andresw
.y Seer Skrikus) against Wood Elves

commanded by Mat Ward (Lord Valerin) alled

with a Bretonnian army wielded by Jervis Johnson

Kenrick (Grey

(Lond Jonson le Grande).

THE BATTLEFIELD

T set up the batlefeld to represent the Wild
Heath — rough grasslands that border the fo
of Athel Loren. One long table edge was lined
with the edge of that great forest. T placed five
objectives to represent the fallen meteorites (sce
below). A large Bretonnian keep, a few huts
along a roadway and a giant mutated tree

completed the battlefield.

DEPLOYMENT

1 decided that the forest table cdge was the
deployment zone for the Wood EIf and

anian players and the opposite table edge
was the §

Skaven'. L asked each player to secret)

choose one of the following deployment options

and let me know.

Forced March: By marching day and night the
army is pushed so s forward elements will arrive
upon the battlefield very quickly. The player gets
to deploy up to 12" in from his table edge, but
only with halfof his army (by number of unit,
rounded up). Remaining units will enter play on a
roll of 3+ at the sart of eac

entering on any friendly deployment edge using

h following turn,

the rules for reinforcements.

March: The army advances as a whole, but
maintains regular speed. The entire army can
enter play from anywhere along its deployment
board edge at the start of Turn 2. Units that
enter play in this manner do s0 using the rules
for reinforcements.

jank Attack: The player can move up to half

Fhis army onto the table anywhere along the
table edge of his deployment zone at the start of
Turn 2. At the start of each subsequent turn roll
for each remaining unit. On a score of 34 the
unit can come in from either their own table
edge or cither flanking edge. Units entering play
i this manner use the rules for reinforcements

FIRST TURN

If only one side uses Forced March, they can

decide who receives the first turn. If both sides
ave used Forced March, the players roll-off.

The winner will decide who deploys their entire

army first, keeping in mind that that side will

then also receive

GAME LENGTH
The battle willlst for cight turns or until we
run out of time

VICTORY CONDITIONS
The alled sid

(see below) at the battle’s end can claim victory.

SPECIAL RULES
Controlling a meteor: A metcor is
controlled by the nearest unit within 12" (not

that controls the most meteors

counting flecing unts). A unit can control more
than one metcor at a time. Units that control a
meteor a the start of their player turn must take
an Is That Meteor Glowing? test (see far let).

coithout any it added by the
gomes master; the scenarin s an
ineresting one with allied armies
racingto control the fallen meteoites




THE SECRET BITS ARE EXPLAINED..

Jeremy: I wanted each player to have their own secret
objective, something that was in the character of their army;
Hlere you can read everyone's secret objective, although, clearly,
each player only saw (or knew about) his own. Players were
instructed not to tell their alles about their secret objectives.

THE POWER OF THE FOREST
Wood

armies and an ally will each the metcors at about the same fime as

The tree-spirits have sent word that two enemy

your own force. Your Spellweaver quickly channels the illusionary
powers of nearby Athel Loren, the spell works as follows:

The Power of lusion: Secretly draw on

ofa ‘hidder’ meteor (more than 6" from other meteorites and at

a map the position

least 12" from your own table edge). It will automatically appear
at the end of the game or immediatel, if your Spellweaver dics.
This means the other players will not know of this metcor. You
should be able to divert troops to a relatively unchall
of the batle
attentions of the Skaven. You cannot tel your Bretonnian ally

d part

1d, where they might not draw the violent

let them fight desperately; while you are safe in the knowledge

you already hae one of the precious commodities wrapped
up. It sn't that you dor’ entirely trust or care about the
humans. Well.

A MATTER OF HONOUR

Bretonnis

it probably is.

ins. No other Bretonnians have arrived to stake a

clim, buta force of Wood Elves can be scen emerging from
Athel Loren. Perhaps they will aid your cause? The bad news is
that several armies of ratmen are also scurrying to seize your
prize. However, something far more important than mere rocks
from the sky has arisen. A small kecp has been erccted on the
‘Wild Heath, although its occupants have abandoned it. This
land is yours, so who would be so impetuous as to encroach

upon your entitlement? It could only be that scoundrel, the
Duke of Parravon. The dog! It s an affront o the highest
order! Wars have been fought over less.

Regardless of the metcors, the battle will be disappointing o the
Bretonnians if they cannot claim possession of the keep. If the

building is not in your control at the end of the game, then your
personal level of victory goes down a level — .. a victory equals

adraw, a draw a defeat, a defeat an embarrassment, and s0 on

Compared to honour, the meteors are secondary,

A PLAN WITHIN A PLAN

Clan Ghank. Enough warpstone has ploughed into the Wild
Heath to pay off your enormous debt to C
leave you the richest Skaven in the Grey Mountains. That's the
good part. The bad part is that other armies are vying for the
meteors too. A force of cursed man-things is approaching, and

kryre and sl

the hated elf-things are coming out of their woods. To.
complicate matters
Skrikus,
throw him (in fact, far less than that!). You know Skrikus will
aid Cl ely ends up with him
holding ALL the warpstone! It is not enough for your side to

further, you have an ally, of sorts. Itis

the Grey Seer. He is not to be trusted as far as you can

Ghank only so long as it ulti

win (by climing more objectives) but your army must also
.y Seer Skrikus or
your personal level of victory will drop a level. Perhaps a few

claim more meteors than the forces of G

delays will slow down Skrikus and aid your cause?

How Did That Get There?
from the Grey Seer's army (tell the GM) and those units will

ecretly choose D3 units

arrive to battl a turn late due to pitfalls and tunnel collapses.

The Secret Below the Earth: There i something that the
foe, or even wily Skrikus, doesn't know. Your Clan S}

warpstone detecting instruments inform you that, deep under the
man-thing's structure, s another lode still buried from a meteor
strike in ages past. Whichever side controls the keep can claim an
additional objective. The warpstone has no il-cfects upon the

controlling unit, a it s too far underground to cause any harm,

BIG TROUBLES FOR THE GREY SEER
The Army omm Seer Skrikus. How you crave

warpstone! But v

-wait, you are not alone. First off,

at
rebellous Warord Kutt -quik and his Clan Ghank are bound to

have scen the falling metcors. And surely the man-things and

lf-things will notice? There is bound to be trouble. You have
gathered your forces out of Festerspike and set off immediately:

Usis

you have cast a mighty spell

I your supply of warpstone (there vl be more soon!)

e Spell of Deceptior
NOT real, but it is an illusion that will look, smell and act

One of the warpstone meteors is

exactly as per the real thing. You can choose which of the
objectives i not real and must secretly tell the games master
Should the Grey Seer die during the course of the battl, the
objective will immediately fade and disappear.

By Order of the Council of Thirteen: By name-

dropping that your mission is under the personal decree of the

Council of Thirtcen you can, as Grey Scers are wont to do,

claim nearly anything for your own. In game terms this means

that if any of your units are within 6" of one of the Warlord's
units that is controlling a meteor, you may usurp it on a D6 roll
of 3+ Thisis done at the very end of the player turn.

Simply announce you chim this warpstone by ‘Order of the
after al, the Council’s most loyal servant.
The unit usurping the objective docs not have to

Council . You a

ake an

Is That Meteor Glowing’ test until the start of their next
player turn.

LASH ON THE WILD HEATH




Jerisand Mat are
Jormidabe teom.

Graham and Andrew play
Skaven and therefre don’s trct
cach ather!

IRy |
Befor the battle egan sce

ildings— the couryard
(including the gatchons),
and he
it kg he
(it s batl

swer: We thought

prd
it rpresenting throzon
rocks, e and the ik

HOW THEY DEPLOYED
Each player's deployment and their battle plans

are as follows:
The Wood Elves chose to March to battle

Lord Valerin: My elite army is small and I
dorit want to arrive piccemeal or sustain carly
casualties from Warplock Jezzailfire. With this
in mind I chose the deployment option for my
entire army to arrive at the start of Turn 2. 1
plan to advance in the centre as 1 know there are

not one, but two meteors there.
The Bretonnians Forced Marched to battle

Lord Jonson: I am worried about securing the
keep. That's going to be a tough fight and T dorit
have that many infantry regiments to occupy the
building. Therefore I want to deploy quickly, so
my troops beat the speedy Skaven into the keep.
That way I can wear t
standing and shooting and it will be easicr than

me trying to expel them! 1 deployed infantry first

ir numbers down by
the cavalry can arrive later 10 save the day!

Five sarpstone meteors <sere apparent 10 allthe pla
v thonks 10 Gy See Skrias el et

umber 4 scas an llusion — but only
GM kneva thil In addision Ki

Jhad hidden a meter; ncisible in the foned feld.

The Grey Seer-led army Forced Marched.

Grey Seer Skrikus: L anticipate a double-
cross from my ‘ally’ so 1 chose to do  Forced
March. With half of my army deployed from
Turn 1, [ have a good chance of beating my
rival, Warlord Kutt-quik, to the warpstone.

The Warlord-led Skaven army used Flank Attack.

Warlord Kutt-quik: Flank Attack is cunning
— T'm hoping my ally turns up to the battle first
o blunt the enemy and (hopefully) take lots of
casualies. 1 can arrive late, with a devastating
flanking manocuvre, to ‘win the day’ and claim
the warpstone for myself. Flanking on the side
near the castle will lso let me go for my secret

objective. I am a rat-genius.

THE STAGE 1S SET

And so four armies descended upon the
batlefield, cach secking to claim the metcors
The players had their own objectives and some,
despite all the secrecy, suspected their allies were

up to something

Tuen Waystones

Andreo and the
quik kneeo there was

spstone bencath the keep, and the Wod Elve




OPENING MOVES

Because of the large table size (1 set up a 10' by
4" board so there would be lots of manoeuvring)
and the gradual arrival of troops, the opening
turns were quick, but really set the stage for
later. Jervis deployed and went first, sending
Peasant Bowmen and Men-at-Arms towards the
keep, and Mounted Squires to harass the large
and Giant Rats
Tt was Skaven Turn 1 when the players realised

blocks of oncoming Skaver

that the meteors might prove problematic! A
unit of Skavenslaves had claimed the meteor on
their far left flank, but failed their Leadership
test for the Is That Meteor Glowing? rule. The
Skavenslaves became woozy and wandered
backward so they no longer claimed the prize!
More fortuitously, the unit of Gi
claimed the downed comet outsid

Rats that

ccp
nzy. The

cer Skrikus
casting Scarch to shay two Mounted Squires,

failed their test and gained Fy
highlight of the turn was Grey

causing them to Panic. Run-run, man-things!

THE POWER OF WARPSTONE
Tarn 2 opened with Jervis rolling suce
everyone to arrive save for his Knights of the
Realm and Pegasus Knights (two of his best
units!). The newcomers entered the batlefield
justas the flecing Mounted Squires rode offit.
On the plus side, Jervis advanced a unit of

fully for

Peasant Bowmen into the tower and his Men-at-
Arms into the keep’s courtyard. Mat deployed
the Wood Elves and it was clear that, with Jervis

concentrating on the keep and the limited
numbers of the Elves, the good alliance was
stretched thin. Only ten Wardancers guarded the

Skaven, including two that damaged the

Screaming Bell. The frenzied Giant Rats failed
another test and rolled the same result, meaning
they now had Frenzy with an extra +1 Attack

hey charged the Men-at-arms in the courtyard

and casily drove them out. The frothing super-
rats now occupied the courtyard themselves!

The mutated tee.

AGrail Shrine.

the sart of Turn 2,
(Gre
carcasically sid: “I’s saf

Sear Skrikus)

o the Warlord 10 come on
e which sparked
| Graam o reply “Wett My

plan i corking

they're
ooting everything ot you!”
Regardles of e fouding, the
Skaven ceere ooking
Sormidable, cve with half
| of Grabamsfrce yet 10
deploy on the bl




Frowsied (ic) by the meeor

the Giant R

proved 10 be

Een e the superior ma

Bretonnian Knights

JOCKEYING FOR POSITION
Turn 3 began with the impressive unit of Knights
of the Realm, e by Lord Jonson himsclf,

of charge range of the horde pushing the

arms rallied, while

Screaming Bell. The Men-a

the five Grail Knights charged into the Plague
Monks that had moved to support the meteor

addled Skavenslaves on the far side of the keep.

Mt Glade Guard failed their Is That Meteor
Glowing test and went Stupid, meaning the
Screaming Bell could advance without being

The Wood EIf

peppered by bowfire
he Eternal Guard and used

Spellweaver lef
Trangormation of Kadon 1o turn into a Hydra

Runners. slew

Monks for the loss of only a single

e por-ridden ratmen had so man)

Knight, but
ranks they remained Steadfast, refusing to breal

In the Skaven

i the frenzied Giant Rats, sill

h two Packmasters, charged

lements at the Peasant Bowmen.

they took some casualties from the
Stand and Shoot reaction, the 10 frenzicd Giant
Rats that fought in the keep sil generated a
stacks betvieen them! Not
Menacingly
I Knig

blasting one of the Bretonnians with its rat

Doomwheel arrived behind the

generated warp li

THE RATS BEGIN TO RULE
To start Turn 4, Mat’s Glade Guard filed a test
i, the baleful metcor now making the Wood
Elf archers frenzied. Hoping to break the Plague
Monks, Jervis charged his P
attled Grail Knig!
smelling Clan Pestilens Monks held again and
even slew another Grail Kright The Wardancers
d the Clanrats on the Skaven

even casualries, but sust

themselves on the spears of the ram
at-arms who had recently reoccupicd the keep's
scd by the ferocious

courtyard were again b
Giant Rats. This tim

did not flee. Perhaps most worrisome.
o lfe. With a horrific roar.
d out of the trunk to atack all

however, the Men-at-arms
the

mutated tree came

endrils erup
wound on the smaller,

units within 12" — putt
non-mutated Treeman. The lone high point for

the forces of good was Mat's Wild Riders

smashin
the Globadiers to scampes

In the Skaven turn the Nig!
scored a wound on the Treeman, the
the Pegasus Knights

caused mutations. The fres

chers dispatched Andrew’s second unit of

Giant Rats (not the mutated ones in the keep!).

(sl




IT GETS WORSE IN TURN 5
Realsing that his few remaining Grail Knights

would most likely be sin soon, Jervis wheeled his

7

of the Realm around

enormous wedge of
the keep. IF he was going to have any chance to

claim the keep he would have to destroy the many
Skaven unts that had emerged on that flank. The
desperate Men-at-arms charged the Giant Rats in

the tower, hoping to wear their numbers down.
The Glade Guard charged the Grey Seer’s unic
and the Wild Rid

Clanrats in the cents

ed the

successfully d

of the battlefield.

t Runners slew

To everyone’s disbelief, the Nig
the Treeman. This was quickly followed by the
Grey Seer's unit massacring the frenzied Glade

Guard and the Clanrats on the right flank

st of the Grail Knights fell to the Plague

Monks. In the keep the Men-at-arms were

and forced to retreat back into the
courtyard. The Giant Rats were down to just
nine vermin and a single Packmaster but the

Men-at-arms were down to just eleven models
ind the Bretonnian Damsel (who had taken a

wound!). Those battle-crazed vermin had won
five combats in a row! Only the Wild Riders
fared well, dishing out nine casualtes, but sill
failing to break the Clanrats in the centre

Skaven players Graham and Andrew had been
chortling with glec as everything went their way;

but in Skaven Turn § the luck started to turn.

of the Doomwheel fel

£ an inch short of the Knights of the
Next Grey Seer Skrikus’ Scarch spell
e Knights, but they all
our saves! Then the Warpfire
1 Eternal Guard

Realm
wounded seven of

made their

Thrower opened up, melti

rucsome fashion, which

in an agonisin;

n. The

nen right up
a unit of

ning Bell ran down (and over
Peasant Bowmen and the Giant Rats in the keep

scored seven kills against the Men-at-Arms
causing well-mannered Jervis to curse “Oh

dingbats”, which made everyone laugh!

At the end of T S the

end of Turn

Skaven - Holding 4
objectives and contesting
the hidden one in ‘

the keep.
Bretonnia
‘Lumum & the keep,

| Wood Elves - Hloding
1 hidden objectve and

(but they think it is)




The Wond I

the Transformation of Kadon

& Great Fire Dragon

Refusing to lose hope, Jervis and Mat launched
. The Knights of th

Realm, headed up by Lord Jonson himself

i the Giant Rats and Mat's Eternal
Guard and Spellweaver charged the Clanra
Bell. If the forces of goc

irn the battle around, now was

The Magic phase helped as

h on the Men-at-arms and

the power of the Lore of Life added §

Men-at-Arms to the unit. Perhaps now
best the Giant Rats. Mat's

Tranformation of Kadon, albe

+ version. Fistfuls of dice were rolled,
score of 24 to cast versus 22 to

and so Mat substituted his Spellweaver

with a fire-breathing Dragon!

There were a lot of combats to work out this
turn. The Wild Riders broke the Clanrats and
rode them down, causing a nearby Warpfire
Thrower to fl as well. The frenzicd Giant Rats
gut-wrenching nine wounds

in the keep scored
on the Mer

unlucky with dice, made six regeneration saves

t-arms, but Jervis, notoriously

(thanks to the Earthblood spell). In the end the

combat was a draw, but the Men-at-arms had

musician, while (naturally) the Giant Rats did

not! So, finaly, the ferocious Giant Rats were

beaten and the wicked beasts were forced t

the keep. The Knights of the Realm took several

versus the Skaven and their Screaming Bell,

DRAGON RAMPAGE

This clash of titans was bloody and exciting. We

w many would-be deat

unt of

rd saves on

were parried by odds-defying
both sides. 12 Clanrats fll, as did 9 Eternal

Guard. The S Bell made so many of its

unmodifiable saves th
nlookers over to sce what the ruckus was about.
After surviving impact hits, Dragon's breath,
Mat's General (Lord Valerin), and Batle
Standard Bearer, the final Stomp attacks of the
Dragon did one wound too many for Andrew to

save — the bell splintered to the ground in ruin.

Grey Scer Skrikus should have died too, b
n the Great Horned Rat, Andrew

proceeded to make enough outrageous saves fo.

leave Skrikus alive, clinging improbably to his

last wound. Though beaten and their Bell

destroyed, the Clanrats did not break.
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BLOODBATH AT VOLGANOF

THE DEFIANCE OF OSTLAND

The men of the Empire streamed out of the gates, forming up beneath their many banners. Overhead, the guns of
Volganof boomed, blazing bright in the gloom. The Grandmarshal Oleg von Raukov himself led the charge, iighting at
the head of his |‘rm‘1‘_n.'guzlrd, the Stalwart Bulls. The gmumf soon ran red.
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Sehwwarzhelm: and the Elector

Raukey,

Valgar’s
Shadowmen
harry the foe

wwith bowfire.

Riding north along the
Gloomroad, the Reiksguard
arrived late to the battle,




B ﬂ—r--—-_r‘-ﬂ'ﬁ:'_._".' — .-_L'll"—- s e e B e S e e — e e S
gt - e I 5 b - s i A 1 e BB g ¥ i i
Wil W T % = 3 a ) ErerEE NS — =y r =
CarsNCUwrmd A B : 1 A1) e R .

- 4 -
L + k. L1

e ————— - B e e s o ——— ——

{

A I '. lI - - o g -
from. the palliements, fotoers, rurrels, ana

. } Y . ) e R BT
|"-':Jr-|_-'. Ihe men of he .IJ A .’-’JIJF’J'-I e fired volley
.

Ilr-.|.. -I..' a - T
i |'_|i|r|:'.?' _.."".lu'l.' &) l'.'.|| it Ee ’ L FOCKREDS

o P AP
R Cannamitas

: ! ; : e

1 h1e warriors of the [ £gton and Grogg
! ! s el F T | i ! i r ]

two-headed CGiant followed hot on the he

attacking Daemaonliast,

When the warhierd of Ul-Ruk the Ked

7 T A " ] J F
LAeE arest l‘f.lli'I ."'I |".|'.:+'.:'."I'.l'.1..'._\.| LAE LEOE l'.l.lI GllacReErs once
k. -

oy - F L 3 A 1 TPL r-"'
Fead |‘.|'-'."4'JI|l EiE CIPY Tialls,

— e e B = S e i SRS i e T

.:r-__
]

k

T % -

i 3 'y ¥ 1 k. as

A 1 — .
-

== e e e ——

- -"J
e’




From /s observatory

Celestial Wizard K

Solmann attempted to

theoart the Chaos MAgICS. / Jr_".*'-"',h-'{.l"-'.'-' !."3}'1",.!".'-'!- ng into the erra .u’.l'r.ih"ﬂ'l ¥
swirling Winds of Magic ar
channelling the very power of Sigmar;
Bright Wizard Sergov Pfeiffer casts a
mighty twin-tasled comet of

i ".'.I'J-l'l T ralton al J".i"ir. |"'

IJ Id
...-di-“t"l"" i

All the sagas mention the Dragon, Skulex the
Crreal, n'.-_.;- the wyrm ca used greal havoc on the

|"-"4 i J"J'rt {. 7 J i Il' af o I4;“!

When the ir_}c'i:’.‘rHI'.J.'J‘.".h'.'.:." af h:‘ﬂ?;.-"hii‘u‘h entered the I,-"Ju ¥ Lfey
’ s ] g ) y
drove the .."; fenders back, step=-bry-step, towards tne Droxen

walls of thetr city.
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Zakhar, Master of the Coven of the |

great breaches in the walls of the city of Volganof.
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THE END IS NIGH
With victory being snatched from under their
twitching noses, the Skaven tried to mount a
comeback. Graham debated between turning his
Warlord and still-untouched regiment of 50
Stormvermin to fice the Knights of the Realm —
who were bound to slice through the last few
Plague Monks — o should he riskal by
charging the Men-at-arms in the k
gresdy thoughts of warpstone, Graham JU,M
on the keep. Grey Seer S
health by a Skalm potion, dispelled the
Transformation of Kadon — the Dragon w

krikus, restored to

again
a Spellweaver.

Kutt-quik and his Stormvermin slew the Damsel
and killed all but two of the Men-at-arms, but

units are Steadfast in a building and Jervis made
his Leadership test. The massive unit of Skaven
was denied the entry into the keep they had been
counting on. As expected, the charging Knights

of the Realm slaughtered the Plague Monks,
ed full il

Sraham

before the great unit of Knights slamr

into the flank of the Stormvermin.
would have ltt

hance of winning that fight

Although the Dragon was gone, Lord Valerin
was cncugh to tip the balance in the Eternal
Guard's favour. Grey Seer Skrikus and his
remaining Clanrats ran away, barely escaping. To
add insult to injury, the mutated tree slaughtered
a unit of Clanrats on the far flank, causing a unit
of Skavenslaves t0 flec the field as well,leaving
behind an uncontested meteor.

THE FIELD IS OURS!
In the final turns the Skaven had to be satsfied
with some parting shots from the Warplock
Jezzails and the Warp Lightning Cannon. In the
end, the Men
keep and Lord Jonsor's Knights of the Realm
held another metcor. Mat, down to less than ten
Eternal Guard and five Wild Riders, manage
o hold his hidden objective. The Wood Elves

at-arms (both of them!) held the

would have had another, but it mysteriously
disappeared when Grey Secr Skrikus fled off the
tabletop! In the end, the Skaven held two

a Rat Ogre and Packmaster held

objectives
the meteor just outside of the keep and the

Jezzails moved to clim the warpstone at the foot

of the hulking monstrosity from the forest.

PLAYERS' PERSPECTIVES ON THE BATTLE

Graham Davey: Part one of the plan went well -
Andy’s forces did the dirty work carly. His Giant
R:
castle, ready for

ere particularly effictive at clearing out the
arrival. Unfortunately,
failed t0 kil the last two of the castle’s defenders,
and they refused to budge, leaving me stuck
outside...and what' that noise? The thunder of
charging hooves; Oops! Perhap
paft o the battle was forcing Andy to write me an
10U (promising to hand over some warpstone
and breeding rights) before agrecing to use my

my favourite

Doomwheel o help out his Plaguc Monks

Jervis Johnsor
for years, but I never grow tired of it s every
game tells a story. For a start Jeremy came up.
with a great scenario, but this was only the start

e been playing Warhammer

~ the rest came out of our actual play, creating a
narrative we will all emember. It was great to
but I cherish the highlights: the self-
sacrifice of
time charge of the knighs, the transformation of
the Spellweaver into a Dragon! Al these things
meant that our game was a memorable battle,
and an unforgettable story:

Damsel in the castle, the just-in-

Andy Kenrick: As the wise and venerable leader,

lis to me, in this hour of defeat, o say: it was

al Grahan's fault He blew it The “mighty

Warlord couldst manage to take a castle from a
couple of man-things, even with help from my

super-frenzied rats. Other acts of incompetence
include refusing to help my Plaguc Monks unti
1 handed over breeding rights, and getting my

bell caten by the Dragon. OK, I dorit know how
he’s responsible for that last one, but I'm sure he
is. Luckily 1 survived the batt
dismal failure to the Lords of Decay

report on his

Mat Ward: That was definitely a struggle -
those accursed vermin could scemingly do no
wrong. Though my Elves didn'treally pull their
weight across the battleline (dumb Treemant)
when they did hit their sride, they werer't
anything less than mighty — I'll not forget my
ed Glade Guard in a hurry. Fortunately, in

the end, even a propensity for passing ridiculous
numbers of ward saves couldsit save the Skaven
from my shape-changing pixic-creature.
at Fire Dragor
ver a contest,thankfull.

Scrcaming Bell versus C
will win?

Objectives at the
end of Trn §
|

Skaven —
Hold 2 cectives. @)

Bretonnia - Hold
| 2 objctves and
Lord Jonson has
the keep.

| Wood Elves -
| Hold 1 ol:unu L]
|

[ Victory for the
Forces of Order!

| Jeremy: viu never tuo

enjoyable. Even though 1
did'tdireclyplay, 1 had a
Hast. The kep turmed ot 10
be pivotal — had thase

Stormermin gt in, 1 dons

| Condit rom she Wi
ook, really came asa o

ol il g
Skaven misrist and the

| incvtable ups and doeons of

| 5o Warhamner




Battles are rarely isolated events, but instead clima
as part of a wider conflict. By using linked battles

confrontations fought
possible to string a

few evening’s worth of games into an ongoing and interconnected event |
straight from the annals of Warhammer history. |
The idea of linking games together so that the  enemies becomes paramount, even if they will

outcome of one battle has a knock-on effect to have little ffectin the current batle. If they

another makes for great tactcal and storytelling  rally you will see them again in the next battl,

battles. Such linked games vill force 50 best destroy them while you have the chancel

| commanders to rethink strategies and consider

the big picture of their ongoing battles

becomes possible o ‘lose a battle, but win the

war’ by keeping the ultimate victory in mind.

The games become 2 natural sory arc, with the 3 2
tale continuing across multple battles. Before

long you'll have great grudges, vows of

edemption, and the sense of really building up

the character and personality of your heroes and ?

sments. In addition to exploring the narrative

lements, it allows for an occasional change of
pace, such s smller o lrger games, unusial - Ther are endlesposibilie 0 connect btts

scenarios or desperate last stands. ther. A clash of pickets can determine which

army is out-scouted, a relief column can be

For example, two regular gaming opponents delayed, or mercenaries can be recruited to your
agree to play a linked battl. They decide the ranks. Itis enjoyable to create your own linked
first game will be an ambush, with the Beastmen  battes a it allows you to devise an interesting
surprising a Bretonnian army en routc to.a angle that explots traits of your favourite army;

larger b ny models that survive from Picture a first scenario that features a Skaven

cither side can join the second battle —a pitched  force sneaking into an enemy camp to poison the
battle, wil

he survivors of game one arriving  food supply or assassinate the enemy general, or
as reserves in the second turn. Such a simple a sudden Dark Elf attack on a High EIf

link between the games is straightforward and  Watchtower —if they can silence it quickly
r —— casy to track. Ifa ten-model strong unt of enough, they can achieve a greater surprise in the
(;a,,.,SMm,m& Knights Errant takes four casualies during the  ensuing battle. If greenskins capture a ‘Stunty’
Linke: course of game one, then in the following game,  baggage train in game one, then the Dwarfs will
Linked games prvide coen. | the Bretonnian player can add the unit of six only have enough gunpowder for a single shot

o surviving Knights Errant to his force st per unit or war machine in the next batte

| o s ad e Although we've given a simple example, sucha  Extra points for the winner of the previous
ules a the btde rages For | battle will present interesting and different game,a

eployment advaniay

intancs, fa ni ufers tactical decisions. Typically tabletop commanders to recruit a monster, st up t
| P »
o dam " are rash when it comés to sending their minions  choose the next scenario areall ideas you can try

0 certain death, however a retreatin good order  out. But ensure that they make the next battle
will start to make a lot of

nse if your survivors  more enjoyable, not less ~ both sides need to

survieorsthe Hatred spcial
fies o the | can bolster your forces in the next battle. And  have a solid opportunity to win. If the odds are
that makes for a different, but enjoyable battle.  stacked too far in favour of one player,the game
Likewise, chasing down and destroying routing  won't be much fun for cither side

| rute again

|
|
|
i | e Gt i s e
|
|
|




SOMETHING WICKED
COMES TO HAGERSDORF

The Skaven want to capture the town of Hagersdorf, to enslave (or possibly
devour) the entirety of its population. The Empire forces naturally want to
fend off the attack and salvage as much of their town as possible.

LIKE SHADOWS IN THE NIGHT

“This scenario sces the vanguard of the Skaven army slinking into the town
of Hagersdorf to prepare the way for the larger army. If it all goes well, the
town will be unable to defend itself against the ensuing onslaught of ratmen.

ARMIES

The Skaven player
his army list. He can ig
Core, Special, Rare, or even ¢

an take 1,000 points from

nore any restrictions on

racter models,

how stealth mission, only infantr

can be selected. This means no Screaming Bel

Rat Ogres, weapon teams, and so on.

The Empire player can have five patrols (see

h composed of cither infantry (

form strets. Place a suitable building (or marker)

DEPLOYMENT

The Empire player sts up fist, plac

of his patrols. Each patrol must be a

away from any other. Next, the Skaven player

rances (sce the

Special Rules). Lastly the S|

Hhis troops, cither pl

ter, which can join any of the any table edge or tc

FIRST TURN

The Skaven get the first rurn,

GAME LENGTH

The battle will last for cight turns,

uching a sewer open
patrols. Empire reinforcements can join later

(see special rules).

aming table is set up on an §' by 4' table with

 buildings s you can muster, st up to

| Multiple Battles

LINKED BATILES




Ther are a mltiude of
diffrent bnock-on effcs
eon games e and
v It i ossible 10 gain
poins, deploymens, or
magc adantage in te
second game. Bu which

SCENARIO SPECIAL RULES
Controlling Buildings
For this scenario a unit controls a building ifit is

the closest unit within ¢'
building. A un

always counts as controlling it

lcing units cannot

control occupying a building

mpire troops that start on the table are
in the nightwatch. These soldiers ensure
nothing from the wilds enters within the walls.
The commanding player must map out the
route of each patrol. This is the path the patrol
will take unless attacked or the alarm is raised.
n example route could be: move forward to
the end of the street, about face, move back
down the street. O it could simply be a path

that the patrol follows. The unit’s facing,

however, should be noted s it is important for

raising the alarm.

Ruise the Alarm
Should a patrol be attacked and not break, thei
cries automarically Raise the Alarm throughout
the city. Ifa patrol in combat breaks but s not
run down they will Raise the Alarm in their next
turn, before they ol o rally. Once the alarm is
raised, the Empire player can control his patrols
as normal and gt reinforcements (see the

Shadows and Stealth
Skaven troops on this

Itis night and
mission have been selected for their ability to
move quietly without being detected. This
means that until the alarm is raised, patrols
cannot see units of Skaven unil they are within
12" the ratmen are assumed to be just dark
shadows. This means no shots or charges can

be declared against units that are not ‘s

Once the alarm is raised, however, the Shadows
and Stealth rule is no longer used, as jumpy
patrols will happily shoot or charge at anything,
even shadows!

Reinforcements
Once the Empire player has managed to Raise
the Alarm, he can begin to roll for

reinforcements. At the sart of his turn the
Empire player can roll a D6. On a roll of 4 he.
can bring a single unit of up to 25 infaniry or §
cavalry on from the north board edge or cither
guardhouse (if they are under his control).

Sewer Entrances

These markers define where the ratmen have
burrowed tunnels upwards into the street. An
Empire unit that is not routing or in combat can
automatically destroy a sewer entrance ifit i in
base contact with the marker at the end of any
turn. A unit that deploys from a sewer marker
must have at least one model touching the
marker, and no model further away than 6.

Watchtower
This i used exactly as per the rules found on
page 399. Additionally, if a Skaven unit

ithin 12" of the watchtower, they

will automatically Raise the Alarm.

VICTORY CONDITIONS
The first scenario isn't really about winning or
loing e s h il ot opnd

batle. See below

Gatchouses
Whichever side controls these at the end of the

first game can use that board edge as part of

their deployment zone for the second battle.

Sewer Entrances
Unless these are destroyed (sce above), each
sewer entrance can be used to deploy a single

Skaven unit at the start of the second game

Guardhouse Buildings
For each guardhouse in Skaven control at the

end of the first game, the Empire pl
reduce his army by 250 points. Also see

Reinforcements (above).

Watchtower
If this s in Skaven control by the end of the
game, the Empire player cannot use it in the

second game.

Wizards Tower

If this is in Skaven control by the end of the

game, the Empire player cannot seect any

Wizards in his force in the next game.




ALL-OUT VERMINOUS WARFARE

Whether or not the stealth wave was able to complete any of their ‘missions,
the verminous horde is unleashed upon Hagersdorf. The streets
momentarily clear, as warriors from both sides rush back to their own
battlelines before advancing to meet amidst the cobblestone streets.

‘ ARMIES DEPLOYMENT

‘The Skaven player can take 2,500 points. The The Empire player sets up his entire

Skoven Plague Monk

Empire player can seect 2,000 points plus any  The Skaven pk

hen deploy;

of the patrols that survived the previous southern deple

(and were not routing at the end of the battl),

Selections ca

»1 fied by the results of

i : FIRST TURN

BATTLEFIELD ek
R gy

er the game resets as GAME LENGTH

i mmm n deploym

The battle wil lat for six turns

VICTORY CONDITIONS

This is a battle to destroy the

lines (or disappear o oot

deployment zone s within 12!

table edge. The Skaven m

the southern table edge. Control of the ither side. Use Victory Points (see page

determine if the town i fi to the

gatehouses or sewers in the pre

provide additional deployment not-so-tender mercics of the ravenous ratmen!




Z CAMPAIGNS

Linking games through a story, map, or some other method is considered
the ultimate challenge to many gamers. In such campaigns, single battles
are only chapters in the ongoing war and there are plenty of excuses to
fight out challenging and varied tabletop games.

More so than any other kind of wa Fors ot e e 2 g

campaigns offer endlcss scope for plyers to army. This adds new srateg

invent their own scenarios, and extra rules. Ina  challenges to a battle s conpandi i e

n, players must decide how to ‘run their  decisions to make that can influence his games.

rules and concepts as they  Skilled generals might be able to find a way to

mpaigns arc about conquering  bring several armies into contact with a foe,

lands with cach player controlling many thus gaining an advantage in army size (points

different armics. Each rival faction is on the tabletop). If the enemy can be

attempting to build up his own dominion, outmanoeuvred on the grand map, on the.

securing territory and increasing the size and tabletop this might translate into a player

h of his armies and specially buil bringing in troops from the flanks or rear

strongholds. After an initial ‘and grab’ such

campaigns then turn bloody, as armics march  Campaigns can be complex, including rules for

with miniatures on the tabletop, with maps or as plagues or rampaging monsters. Alternatively a

rues gosening the type of erin an bl campaign canbe quiepared down, vithony |

cters influencing the types of abletop
fought — such as where the battle i
ind who won the last battle |

: from pitched battles to ambushes, few pa
raids, or full-on sieges). Conquering

S50 K el o s, et defated

CHECK LIST 3

Here i a good list of questions that campaign organisers mi own linked series of

want to consider before launching th

battles. Different

ampaigns willincorporate some, none, or all of the things mentioned, but it is better to plan and agree 2

course of action so players can get playing with an understanding of what to expect.

* What is the narrative behind the campaign?

o R R |
it \

i * What are the sims of the different participants? |

© Is there a full-time games master or organiser? If not, can

* Is everyone available to fight battes as needed? If not, are stand-ins available?
* I the campaign set in a specific area?
[« Will a map be needed?

[ * How will movement, reinforcements and casualties be addressed:

‘  How long is the campaign to last in both narrative and ‘real’te
| Whataspects of the campaign must be fought out

 How will you handle alliances, politics, and intrigue?

CANEAGNS



GETTING STARTED

Before embarking on a Warhammer campaign it

is worthwhile talking about what cach of the

sain. For those wishi

get more battles in against regular opponents
there is 0 need to belabour the point with too
many extra rules considerations. For players
wishing to add more of the factics a Warhammer
general might have to consider before a battle,
the focus of campaign rules should be about
organising armies, chain of command, recruiting
and grand army manoeuvres on a large-scale
map. Players most interested in developing a
story within the W spend

more time flesh

g out and developing characters

and environments. OF course it is more likcly
that a gaming group will want a bt of

everything, making it important that everyone
discusses
the campaign

what they are hoping to achieve from

Players should be wary of adding too many
layers that will create too much note-taking and
leave you no time for tabletop gaming

whatsoever. The honest truth is that lots of

)a

gamers start (or talk about startin
campaign, but very few ever really get launched,

ainly most dwindle or fade away

rather than end with a bang. That docsrt
however, stop them from being the “holy grail
of gaming to many wargamers (several of the

authors included)

There are as many ways to play campaigns as

there are plaers. Some like to make up the rules

as they go along, others will want to produce a

detailed rules pack before even

Our advice for thos

firs itis a good idea to keep

mpaign, s th
say the summer

the size and scope limited
raiding season when the forces of Chaos
attack the Empire border — rather than
recreating the whole of the Great War Against
Chaos! It s better to get stuck into the action
straight away and add complexitics lter than

o never get launched at all because players are
still painting, inventing campaign rules, or
preparing elaborate maps.

ighty Empiesica m

yitom that alrzs you 1 take

our Warhammer armies on

Wth the modudar; 1

from the sandy dunes of

Khemri 10 the Chaos Highted

Northern Wasts




globe, with more springing up every y
a great way to meet other like-minded
just talking about the hobby.

Up until now, it has been assumed tht you will
be playing with a small group of friends, and

that you will decide how to organise the games

the matter for yourselves.

you play by discussin

This s certainly how we most often play

The main thing that differentiat
play from the more traditional
game s that there will usually be certain
conventions about how the batte s played and
which scenarios are used. Although by no means

definitive, what follows is a brief look at th

of conventions that can be used for such g

CLUB PICK-UP GAMES

There are more and more Warhammer clubs

One of the bt th beyond the scope of this book, so suffice

¢t you will find plenty of advice about how to

1 existing one) on the

GAMING CLUBS
& EVENTS

There are Warhammer clubs, tournaments and gaming events across the

[hese types of organised play are
dividuals - either playing games or

Once you find a club, you're likely to find that

they have some

about how games of Warhammer are played.

The most common and useful of these

suggested points limit and scenario for ‘pick-
up’ games at the club. Pick-up games are ones

where two players turn up at the club with an

army, find their opponent then and there, and

indecd, the whole point s that the

d in advancel — it makes sense for

things such as the points value of the game
and the scenario to be used to be pre-
stipulated. This will allow players to select a

suitable army befor

ing to the club, and get

set up and playing as quickly as possible.

From experience, armies of 2,000 points each
is often considered standard for a pick-up

game, although anywhere from 1,500 to 3,000

points per side will allow for an evening’s

battle. For pick-up games, any of the pitched
battles described on pages 140-151 of the

Rules section m;
In
are played us

excellent scenarios to play

neral, it's best to stipulate that the games

cither the rules straight from

the rule using a select list of club

shouse rules’ that are used for all pick-up

games played at the club.

Although it's perfectly feasible to ask an

aying a different

opponent if they mind
scenario or with house rules of your own

devising, it's generally considered rather bad.

form to do s0 — nobody likes to be forced to
say nol Far better to play your first game

using the club rules, and the
opponent get along, you can arrange a second

game at a futu

e date using whatever points
limits, scenarios and house rules you both




BRING-AND-BATTLE
A ‘bring-and-battle’ game is one organisational
step up from a pick-up game. Generally; bring-
farhammer gaming

events, such as the Games Days orga

and-battle games are run at V

round the world by Games Workshop. Such
events will have a wide variety of different things
o see and do, one of which may be bring-and-
battle participation games.

As their name implies, bring-and-battle games

require you to bring along your own models to

the event. Most often this is an entire army built

o a given points value, but sometimes it might

be more specific — such as a single Core unit up
t0 200 points. The organisers will stipulate
which scenario(s) you will play, and which house
and-battle

games usually take place at events where time is

rules (if any) will be used. As brin

limited, the points used will often be small and

the scenarios chosen straight-forward to set
and play. If using armics, we recommend
limiting the size of the forces involved to about
1,000-1,500 poins, and using just one of
pitched battle sce
are played (Battleline or Blood and Glory make

excellent straightforward choices)

Once signed up to take part in a bring-and-
atched up against

battle game, you will be
another entrant who is doing likewise. From this
point on, the game works much like a club pick-
up game, with the caveat that the scenarios and
house rules being used for the event must be
followed. This is because bring-and-battle

events will ofien provide certificates or prizes for
players that do exceptionally well, and it would
hardly be fir to win such a prize if you were

ing different rules to the other participants!

After you have finished your game, you can
cither go off and look at the other things on
display at the show, or sign up for another game.
It is a great way to meet fellow enthusiasts and
see a wide range of different armies. If you play
quickly it is perfectly possible to get in thre or
more games before the end of the event

Not all W

hammer bring-and-battle events

follow this format — others might be group.

ese types of games are generally exciting
affairs with many players (fr
few dozen). Such gaming can get frenctic!

(from a few up t0 2

atle events are ftn part of a Games Day or a spcial ent in a hop or

s a chance 1o bring a fiso wnitsalong and o i the mlii-player mafom.




TOURNAMENTS
Ifbring-

ig-and-battle games are one step up in
organisational terms from pick

p games, then
tournament games are one step up again. The

biggest differcnce between bring-and-battle games

and tournaments i that a tournament is usually an
eventin its own right, rather than a part of a
bigger show. The two-day Throne of Skulls Grand
Tournament organiscd by Games Workshop is a
g0od example of this sort of event, and there are
many other Warhammer tournaments organised by
hobbyists around the world

Before we talk about the conventions used at a
tournament, it’s important to make clear that
Warhammer is not specifically designed for

ly competitive, cutthroat play. It i vital that
the players who come along to such an event do
soina spirit of friendly competition, where

taking part is more important than winning.

Remember the old a matters not

whether you win or lose, it's how you play the

game.” As long as you follow this advice, 3

‘Warhammer tournament will provide some of

the best gaming you will ever have, including a

chance to meet other players, see magnificent
armies and immerse yourselfin the hobby for a

whole weekend. What could be better?

As with bri

nd-battle games, the organisers
will announce points values, senarios and any
house rules that will be used. You will play a
scheduled number of batles against a seris of
opponens as selected by the organisers. Most

ard points based on your battle

resuls, and sometimes other aspects, such as army

or sportsmanship. At the end of the
tournament the player tha scores the most ponts

lared the winner, to the general acclaim of

the other players taking part. There ar variations
on thi

me. One popular alternative is the
‘doubles’ tournam

t, where you play as part of a

two-player team. Our website includes a number
of slernativ formats and, as already mentioned,
there are many tournaments being run by

obbyists, cach with its own unique format




CAMPAIGN WEEKENDS
Enjoyable as tournaments can be, many
consider campaign weekends to be the
pinnacle of organised gaming events. It's
difficult to describe a campaign weekend
briefly, as each one is different, being
designed as a ‘one-off” by the cvent
organisers. A campaign weckend creates a
series of ongoing games and battles that affect
and influence each other as we described in
the Linked Games and Camps
earlier. And they do it all over  day o two, so

gns chapters

the story of the campaign can unfold over the
course of the event.

As a participant at a campaign weekends, you
will almost certainly be playing as part of a
team, and you will get to fight a number of
battles against players from other teams over
the course of the weekend. The battles are
usually quite similar to tournament games, in

that the organisers of the event wil tell you

how many points’ worth of troops to bring
along and if any special house rules apply

However, in a campaign there arc likely to be

more restrictions and house rules being used

than is the case with a tournament game

At its most extreme this can even limit the

races that can be used — a campaign about the

 of the Beard might only allow Dwarf and
High El
there will often be special house rules and

armies, for example. In addition

scenarios that are used to recreate specific

aspects of the campaign being fought. 1¢'s

common to say that a team may not include

more than one of each named character or

magic item, for example.

Campaign weekends wil also have a system
for determining how well each team is doing
based both on the battles they fight and the
strategic objectives they achieve. More often
than not, this will be shown on a large map
that is updated after each round of gaming.
Sometimes a player will be called upon to
fight a battle that he can't hope to win, but by
doing 5o he will allow his side to achicve a
more important strategic objective.

It s this storytelling aspect of campaign
weekends that makes them so compelling and
enjoyable. Although they are very hard to run
compared to other events, when done well no
other form of organised play comes close.

A gaming scecken

fantastic terraim ik this one, <hic s

 intessing

ol rules, uch as quicksand, ambushes by

GIVE IT A TRY!
As you can see, there a y of

ised Warhammer events that you can take

part in. There is no ‘one right way’ to play, but

all well

an endless assortment of possibi
worth trying out. Each type of batle offers an
excellent way to meet new opponents, see new
armies and commanders in action and play your
favourite game. Organised play is perhaps the
best way
battles against. War
game where the camaraderic o other tabletop

to build up a network of friends to play

mmer s, above all, a social

commanders often is even more rewarding than
any victory laurels won on the ficlds of battle!

paign in Listria might ond it a climactic batle on

fatared at @ Games Day in France some years aga.

territorial gains m’/wvm«.’
on o Mighty Empires map, ke










LEGENDARY
BATTLES

forgotten, but the epic conflicts live on, ins
are remembered, be they written in weighty tomes, reci
campfires, carved upon monoliths or enshrined for the ages in ever-

igs and champions may die, but legends live on...

ry Batl

battefeld eatures or situtions




The challenges of recreating a famous batde are
manifold. You will need to research the conlict,
ze, disposition and look

secking details on the
of the armies and their notable commanders.
Where, almost invariably, something is missing

or st fully explained, the information must be
extrapolated by the players. Suitable models
must be found, borrowed from friends or a
gaming club, and remaining clements collcted
and painted. The terrain that characterses the
conflit must be modelled to represent the fabled
site. Finally,the scenario and any special rules
must be devised o create an exciting game
allowing for the possibiliy of alternate, yet
enjoyable endings. One of the challenges of a
Legendary Battle is to see if you can ‘beter” the
historical results. For instance, can Malckith, the
Witch King, win the Battle of Finuval Plin,
instead of suffering yet another ignoble defeat?

On the following pages is an example of a
Legendary Battle — an account of the Chaos
Invasion of the Empire in the year 2515. In

addition to providing entertaining reading, we
hope it inspires you to try your hand at playing

an epic battle. The spectacle of such a grand

‘game makes such battles *historic’ for everyone

lucky enough to participate in the.

found in the Warhammer World section (sce page 153
Warhammer Armies book. Some of these, such as the Battle of F

books!) documenting a L

FAMOUS BATTLES OF THE WARHAMMER WORLD

Accounts of many of the mast famous battles of the Warhammer world can be

3) as well as within every

uval Plain,

have extensive background (in both the High Elves and Dark Elves army

s describing aspects of the battle tself. Other epic battles will have little more

than a mention in the timeline or a short overview buried in the h

below are just a few of the most famous of the many battles in Warhammer.

The Fall of Xahutec

Karak Eight Peaks

Battle of the Cairns

Battle of Hel Fenn

Waaagh! Grom

The first temple-city of the Slann is destroyed by the

newly risen daemonic onslaught

Darfs, Skaven, Ores and Goblins batle it out above

and below ground at this ancient stronghold.

The Lichemaster Heinrich Kemmler’s attempt to
make himself invincible is thwarted by Wood Elves.

An Emy
von Carnstein, the I

ire army and is allies corners Mannfred

f the Vampire Counts.

Grom, the Paunch of Misty Mountain, beat the
Duwarfs at the Battle of Iron Gate, burnt Nuln to the
d was finally defeated by Eltha

t some of the troops and characters present, as well

tory. Listed |




SLAUGHTER
AT VOLGANOF

)

Chaos had the Empire seen so furi

There were many signs and portents warning of the invasion from
the north that culminated in the bloody battle outside the gates of
the city of Volganof, but it seems obvious now only with the

hindsight of history.

Every year, when winter first slackens it icy grip on the top of
the world, warbands launch raids southwards. The only
warning of their sudden attacks is the blaring of harsh horns
and bellowed vows to the Chaos Gods. And so it has always
been, as told by the fathers of the fathers of the eldest who now
live. None can remember when the lands were not ravaged by
the men of the north. The spring of 2512 brought deadlier foes
and more destruction than any could recall, save for those tales
told of age

past. But this was only the beginning, for the dread

power of Chaos was once again growing.

The first maiders were led by the Sea-kings of the tibes of

Norsca,arriving across the Sea of Claws by longship to assal
| the coastlines of Nordland and Ostland. Other, more
formidable warbands came out of the Northern Wastes — the
forbidding arca above the Troll Country: Some of these.
warbands were particularly large, their numbers swollen with
heavily

oured wartiors that openly bore the foul mutations
of Chaos. They drove through the lands of ¢
nomadic tribesmen made elusive fargets, o the despol

isles, but

travelled further south to the richer plunder of the Empire
| Tales of marauding Giants or village-destroying attacks by

winged monstrositis, creatures of legend that had not been

| seen with any frequency for several generations, were once again

commonplace in Ostland and Ostermark.

The following years were grimmer still. The winter brought
bitter cold, but litle peace. With the harsh weather camie
ravenous packs of unnatural warhounds, leaving their hunting
grounds in the far north to savage herd animals or maul unwary
travellers. As the snows melted, the raids began again, quickly
surpassing the bloody pace of the previous year. Soon warbands
f merciless invaders prowled the lands like wolves amongst
sheep. But not all were defenceless. The Imperial Navy sent an

They came out of the north, hrmg| g wuh them fire and ruin. Not since the Great War Against

Gods. Is this war a madman’s qucsr for revenge, or is it the begs

n from the barbarian worshippers of the Dark
£ of the end?

ada of warships to the
atha
‘numbers. Admiral Kronenheim led the flect,

of Claws, braving the many

s and sea monsters that had begun to appear in greater

secking to sink any

marauders long before they could make landfall. Nordland
redoubled its coastal patrols, but Ostland took the most

aggressive steps.

‘Commanded by Valmir von Raukov, the fiery Elector Count, the
grand principality of Ostiand preparcd for the onset of war. Von

Raukoy
the border forts, and rallying his troops to meet the enemy head

was everywhere, mustering new state troops, bolstering

on It vashe who suggesed epri rmid,aking the figh nto

Norsca iself. The frst counter-attack set forth in 2

3, returning
Iatein the year with the broken prows of seven longships and the
carven beams of a Great Hall as proof of the destr

coastal vilages. Many hailed von Raukov s  true hero
of Ostland and toasted his name. Others protested, saying such
sudacity would draw the ire of the barbarians, or even, some
dared to whisper,the attention of their foul gods.

But what followed in the year 2515 still causes a shudder to

those who survived

| THE GREAT WAR AGAINST CHAOS
| The furth
| dmperial isory

xpansion of the Realm of Chaos recorded in

in 2301-2303, during swhat is kno

the Great War Against Chass. In growing darkness, the

forocity of raids increased for years, culminating in the

warriors of the Northern Wastes marching southevards in
| untold wumbers. Magical enerey rverfloceed and Daemons

| stalked mortal lands. Beastmen rose out of thir forests, their

atred of Mankind stoked to sohite-hot rage. Insidious cults
emerged in the cities o spread wnrest. Afier wm/’ destruction,
the forcesof Chaos were beaten in the year 230
of Kislew. For years afier that battle, the por va/(/max
receded. But since then the barbari tribes have

i the gates

and fury, and are now greater than ever



THE ATTACKS OF 2515

The attacks on the Empire in the year 2

were unlike

anything seen in recent memory. The roiling storms within the
Realm of Chaos burstforth with unbridied fury. The skies
blazed with multi-coloured lightning,

the displaced tribes that had been driven away by the growing

wars further north,

Encouraged by the rampant Winds of Chaos,

more attacks
followed. An army descended from Norsca acros 3
Claws. It se
was not la

ze, but

keeps. Another cven |

front into Kislev, causing a swathe of

um dissipated in the endless st
farflung warbands of that wave bypasse the border forts of
Ostland and caused much havoc in that province. T
attack was led by Prince Sigvald the Magnificen.

hird

Chaos Invasion of

the Ycar 23515

s army blazed through Kislev and into Ostland on a
month e Battle of
states had
d province of Ostland, who, beset by

mpage until it was finally blunted at ¢

he Temple of Skull. A coalition of many Imperi

s had put forth a call for help. But these attacks
a foreshadowing of what was to come

THE HEART OF THE INVASION

powerful thrust, the true black-]

art of the invasion,
followed hard on the heels of its forerunners. This was no.

warm-weather raid

sntent merely to plunder the rich lands of
the south. At its head was Lord Mortkin, a favoured scion of
Chaos, a king of kings and leader of many tribes. This horde of
iron-bound warriors, barbaric tribes, and hell-spawned
Dacmons was the most powerful army to cross the borders of
the Empire in an age. Fear ran before the Chaos host and in
their wake was left only smouldering ruin and grisly tributes to
their bloodihirsty gods. Tt seemed that naught could stem this
evil tide and that a new era of darkness was about to descend
upon the Old World.




THEY

CAME FROM THE NORTH

Past Troll Country and far into the Northern Wastes there reside barbaric tribes divided into factions.
beyond counting. In the Imperial year 2515 these warriors united under a single banner and began

an epic tale of devastation and invasion.

WAR AT THE TOP OF THE WORLD
Near the polar gate the landscape writhed as supernatural

veil between them and

inst the ever-thinnin

al power that pure

energy leaked through the barrier. Those attuned to magic
suffered waking visions, and beguiling assurances of

immortality could be by those willing to listen. Armies

congregated, drawn to the promise of eternal glory. Under
d. The
sinst cach other in a batdle

led by limitless energy,

tormented skies the contest for domination raj

Champions of Chaos we

for ultimate power. Sorcerers, fue

unleashed titanic magics. The unending war of the Realm of

Chaos had spilled through into the lands of men. The free-for
b

all slaughter amused the gods. Yet no mortal yet stepped

hordes.

forward o claim mastery over the gather
WHO WILL RISE TO LEAD THEM?
Amongst the mightiest of dark champions, several did not

nd his elite followers,

join the tumultuous clash. Arch:
the Swords of Chaos, were away in the Worlds Edge
Mountains, secking long-lost artefacts. Quixiom, the three-
headed Sorcerer and favoured of Tzeentch, had shapeshifted

50 that he might diwellin far-off cities of men and was

currently studying under the Daemon-aided sorcerers of
Araby;

glowering gloom

ord Mortkin, the Black-iron Reaver, was mired in

| THE BLACK-IRON REAVER
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Knowledge of the Empire’s reprisal attacks along the coast of

Norsca had travelled throughout the Northern Wastes. Some

tribes howled in rage and indignation, others welcomed the

attacks, pleased to fight against men anxious for battle. Lor
Mortkin, leader of the Fell Legion, and ruler of many warriors
had not spoken since hearing of the raids. By chance, the
coastal town of Ulfennik, the place he had once called home.
had been razed to the ground. Locking himself away, he

leep within his fortress of blackest iror

Itis said that in a bitter fury Lord Mortkin made a pact with
he Chaos Gods. When he emerged from his self-imposed
solitude, he did so with a single-minded purpose. Lord
Mort
stop the

nstrode forth, with the full might of the Fell Legion, to

hem southwards to destroy the weakling nations of men. To aid
his dread cause, a host of Dacmons, under the command of the
Bloodthirster Kargharak, emerged at his flank. Lord Mortkin's

forces arrived upon the battlefield and began to lay waste to all

who would not bow before him.




Zakhar, the Master of the Coven of the Eternal Eye, was the
fist to join, maintaining that he had scen the gods promisc

ictory to Lord Mortkin. This was an easy claim to believe,
for Lord Mortkin smashed the other champions aside with
ease. Already at his bidding marched a legion of black-
armoured warriors, a host of Dacmons and even a mighty
Dragon flew to join his cause. Lord Hackbile quickly
followed Zakhar, pledging his Plaguc Army to Lord
Mortkin. Many lesser lords and barbarian kings also bent a
knee to their new leader, but others defied and were soon
destroyed. After eight days of butchery, Lord Mortkin led a
unified host southwards.

KISLEV IN FLAMES
As the.

they continued to absorb barbaric tribes and newly materialised

parate armies under Lord Mortkin began their advance

Dacmons into their number. Those who refused to join were
crushed or driven befor the oncoming host
5

by displaced reavers. The countrysi

lands of Kisley; still covered in melting snows, were beset

was aflame as warbands
laid waste to all they encountered. Many nomadic horse-tribes
were able to keep on the move, a

danger for a while, but
the discordant warbands were so numer d widespread that
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10 few of the horsemen were trapped. Femmed in on all sides,
their blood soon warmed the icy ground

Through the maelstrom of raiders marched a formidable
spearhead, an army that angled directly for Ostland. In the

ruins of the scor

town of Tzeskagrad, Lord Mortkin
paused the endless columns and commanded Zakhar to

perform the Ritual of the Shrivelled Hands, an accursed spell
that would help locate the Beastmen and summon them to war.

THE BEASTS OF THE WOODS

uum the voices of his daemonic advisors, Lord Mortkin
ablish the old bond with the Children of Chaos,
i b Messengers rode out to seck what lay hidden in

the twisted forests. Pointed along trackless paths by sinister
shrivelled hand talismans taken from the doomed people of
Tzeskagrad, the messengers rode in search of Ul-Ruk the Red,
chicftain of the largest warherd in the Forest of Shadows.

Before the herd's trophy mound, riders presented the hundreds
of shrivelled hands to three cowled Bray-Shamans. The
‘Shamans foresaw darkling dreams of slaughter and nodded

ascent to their leader. With a thunderous bellow, Ul-Ruk

summoned the warherd. Within days many cloven hoofs
‘marched northwards to join Lord Mortkin's forces.

HEADING STRAIGHT FOR OSTLAND

Lord Mortkin held his horde together,allowing none to stray
The whispered Dacmon-counsel of his many advisors told him
how best to cripple the Empire, but Lord Mortkin had other
ideas and heeded naught but his own plan.
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With a tempest from the Realm of Chaos blowing at his back, Lord Mortkin marched south, at the
head of warriors beyond count — armoured barbarians, fur-clad Marauders, immortal Daemons, and
hulking mutated monstrosities — all united under the banner of the Fell Legion

THE FELL LEGION
Since his
Shadowlands, Lord Mortkin
has led the Black-iron
Reavers. Many more tribes

ergence in the

have be orbed into the

army
the Fell Legion.

now known as

lm CRIMSON REAPERS

Mortkir's bodyguard, the

4 n Reapers, have been especially
Mortkin's battleline, the black heart of the blessed by the Dark Gods. They wil

Fell Legion follow their commander into hell itslf.
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THE DAEMONHOST THE PLAGUE ARMY OF LORD HACKBILE

With m lands flooded with foul encrgies Lord Hackbile has joined Lord Mortkin's cause. Under his fly
Sods favoured their mortal champion with a banner can be found the deadly Tainted Ones,

l))umm}m\( led by the Bloodthirster Kargharak and the Corrupters

BARBARIAN RAIDERS THE KLUDBURGH
ibes have joined Lord Mortkin, ~ SAVAGES

the Beast-Flayers, the Wyrmkin, the  Amongst the many

Brethren of the Crow, the Blackaxcs, and the scities there was one
Kin-Slayers.

the
r at Kludburgh.

The culprits were a

men accustomed to war
wept openly when they

saw what was done

SCOURGE OF THE WARHERD OF
THE NORTH UL-RUK THE RED

The tribe known as the

Scourge of the North provid
the invasion with a vang

oflight horsemen. warherd of Ul-Ruk the Red.
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their mighty
hampion lrung
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OSTLAND UNDER SIEGE

Ostland is the northernmost of the Empire’s provinces. It is a harsh land that breeds brave men
‘who are tempered by battle, or quickly slain. Although it is dominated by the Forest of Shadows -

as dangerous a woodland as can be found anywhere —

Ostlanders fear the most.

THE ELECTOR COUNT IS CALLED AWAY

After the last raids into Norsc urned home late in the year
2514, Valmir von Raukov, the Elector Count of Ostland,
reccived an urgent summons from the Emperor; Karl Frans

Tension was rife between the Empire and Bretonnia, due to

border troubles along the Grey Mountains. Hoping a show of

strength at the council would intimidate King Leoncoucr, Kar

Fran requested nd, including Valmir, his most

warlike Elector Count. This took Valmir far from his lands as

the invasion began. He lef control of the province to his sons

trusting in their judgement and the strength of the Ostforts.

SONS OF THE ELECTOR COUNT
Its told that Valmir von Raukov had many offspring, but this

might only be rumour spread about a warrior-leader who was

ofien on campaign. Certainly Valmir only claimed two childrer

as his own. His wife, the Countess Ivana, bore Valmir two sons,

the heirs to the ruling throne of Ostland — Vassily and Oleg,

two men of greatly diferent character

i in line to inherit the rule

Vassily was the eldest son and the n
of Ostland. Vassily was widely regarded as frail and sickly. He
was, frankly, an embarrassment to his warlike father. Certainly
Vassily was shrewd and was behind many unscrupulous dealings.
In several cases, such as the disastrous border agreement with
Count Theoderic Gausser of Nordland, only military action by

Vassily’s younger brother had saved the situation.

The younger son was more like his father, a bold leader of men
and a warrior born. Since achieving manhood, Oleg had led

countless patrols into the Forest of Shadows, earning well his

promotion to Captzin. The youngest von Raukov famously
chose to fight on foot, marching at the fore of his own it of
Greatswords, the Scarlet Bulls. At the bricf but bloody Bate of
the North March, against the forces of Nordland, Oleg and the
Scarlet Bulls turned defe

units and slaying

into victory by decimating several

Baron Nachtmann

emy commander

In subsequent campaigns Oleg tracked down and destroyed
predatory herds of Beastmen near Wolfenburg and cast down
their fell monolith. It was he who toppled the Skull Tower of
Ravenhil, a beacon to al evil creatures that was found on the
edges of the castern hill. After such heroics, Oleg was

appointed as Grand Marshal of Ostland, a senior military
leader under his father. It was Oleg who led
into Norsca, including the ruthless attack of 2514. The timber
and leviathan-bone longhouses of th
and the chief coastal towns of Aarvik and Ulfennik were razed

he retaliatory raids.

-kings were cast down

it is the threat from the far north that

to the ground. No longer would the dragon-prowed longships

of Norsca cursed

launch in reaver fleets from those ports.

Oleg’s name, and n

wny were the vows of vengeance proffercd

o the brutal gods of those savage people

WAR LOOMS

ot Lo he Elector Count Valmir von Raukov rode

southwards, even before the snows of winter had begun to melt,
there were grim tales along the border of Ostland. Ferocious

creatures and many warbands were wanderin

he phains of

Kislev. The Beastmen that diwelt in the Forest of Shadows were
becoming bolder and many dark things sirred in the night.
Even as word from the north driffed in, Oleg von Raukov
wasted no time in counsel. He deployed many of the newly
mustered sate troops into the Ostforts along the northernmost
e force into Kisley, joining with Pitr
Sergeyen, a great Kovnik (Captain) of Erengrad. There, with his
fst-moving cavalry alies, Oleg hoped to confront and destroy
any invaders on the plains before they could reach Ostland.

border and then led a s

ey



BATTLE ON THE BANKS OF THE LYNSK

Atfist the old alliance stood firm against the threa from the north.
Individually powerful, the Chaos warbands that despoiled the lands
Iacked leadership, allowing the quick-moving Kislevite cavalry and
the tactically minded Grand Marshal Rakov to destroy the
marauders piecemeal. But the skies darkened, heralding the arrival
of anew force. The fa-riding Kislevite scouts mad sighting of
Lord Mortkir's spearhead. Against the obvious might of such a foe
Pitr Sergeyey suggested flling back behind a screen of mounted
archers,a classic Kislev manoeuvre. But Oleg, cver-reckless,

convinced the Kovnik 10 join the Ostianders in making a stand on
the hill before the River Lynsk. It was to prove anillchoice

Lord Mortkin sent the horsemen of the
tribe to his right flank. Flis own Fell Legion formed to the front

ourge of the North

Human strength and steel were pitted against Chaos armour and
the corrupt gifts of their patron gods. The Chaos numbers were
100 great. With an earth-shattering charge, the Brass Riders, dark
ights on metal behemths, broke through the centre of the

in army. A massacre followed.

hun

RETREAT TO THE OSTFORTS

‘The shattered Winged Lancers broke for Erengrad, only to be

ridden down by the tribesmen of the Scourge of the North.
Lord Mortkin released the Dacmon Host to chase the fleing
Ostlanders. The swiftest o the creatures — hooded devil-

hounds the colour of blood and ghastly she-Dacmons atop

snake-tongued lizards — destroyed much of the routing army
The waters of the Lynsk ran red. The timber palisades of the
Ostforts proved no defence against the fury of such unnatural
focs. By nightfall flames marked the site of cach border fort.
Survivors streamed from the ruined watchtowers. Rallying those
he could, Oleg von Raukov headed for the walled city of
Volganof. There he hoped to regroup his shattered army. Urgent
this was no raid but

messengers were nearby provinces

tto
an invasion capable of wiping Ostland off the map.

THE HUNT FOR VON RAUKOV

Anidst the ruin came a rumour — the fell-handed lord that led
the northern host was seeking Oleg von Raukov. Everywhere
the invaders sought word of any of the von Raukov family. Affer
crossing the Lynsk, Lord Mortkin ordered his army to spread
out to scarch and destroy. The Daemons of Kargharak slew all
they found in the town of Zundap. Bohsenfels was hard-pressed
by the slime-encrusted warriors of Lord Hackbile’
Army and only the timely arrival of Baron Beckburg’s army out
of Ferl

igen prevented another massacre. Ostland was burning

OSTLAND DOES NOT STAND ALONE

Although not above politcal squabbles, the provinces and city-
states of the Empire pulltogether at need. With Ostland under
sicge, many armics were mustered from throughout that vast
nation. The roads resounded to the drums of war as man
marched north. The riverways, the grea arterics o the Empire,
were clogged with ships rushing to aid their belcaguered brethren.

Noid would be in time to save Castle Raukov The Fell Legion
advanced to that ancestral stronghold in hopes of catching some of
its royal family. Indeed, Vassily von Raukov had hoped to avoid.
the invasion, cowering behind the wall of his forefathers. It was
0t t0 be. Steam-driven mi

1 sege towers rolled forwa
devices had
pire — they bore the sterling
craftsmanship of the Dwarfs, yet were cruelly devised and covered
in leering faces and foul runes. Exven as they reduced the walls to
, Vassily and his bodyguard fled via secret tunncls,
making their way towards the city of Volganof. All others,
including Ivana von Raukoy, were never heard from again.

rubb

ALL FORCES HEAD FOR VOLGANOF

of is one of the largest cities of Ostland, but unlike the

provincial capital of Wolfenburg, it is fully enclosed by a
massive thick wall eplete with towers and battlements.

It was to Volganof that refugees fled, flling the cramped

cobblestone streets. Soldiers too straggled into the city leaving
behind them burnt and ruined forts and towns. In some cases
the hounds of

haos were at their heels, chasing the rageed
survivors to the very gates of the city: So it was that Lord
Mortkin heard o this bastion-city and ordered all of his armies

to converge upon Volganof
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THE DEFENDERS OF OSTLAND

Pitted against the surmunding forces of Chaos, the men of the Empire relied on gunpowder, steel
and their own bold resolve. Would it be enough against the unrivalled might brought to bear by the
followers of the Dark Gods? If not, what would become of Ostland? Or, indeed, the Empire?

VON RAUKOV

Elector Count Valmir von
Raukov is away south at the
ehest of the Emperor
during the opening phases
of the invasion. His two
sons, Vassily and Oleg, rule

in his absence

The Staeart

¢ Curs originate

from the cityof Widfonbarg.

It is ot unilthe end of the
cnfc tat Vi and s
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THE STALWART BULLS OF CASTLE RAUKOV THE SCARLET CURS
The elie bodyguard of Valmir's favoured son, Oleg von Raukov, are the The Scarlet Curs, a regiment of Halberdiers
Stalwart Bulls. Also known as Raukov’s Own, the Stabwart Bulls are out of the city of Wolfenburg, guard Vassily

recruited from proven regiments throughout Ostland. von Raukov: Although not known for his
milary provess, Vassly will sl play a partin
the Slaughter at Volganof

CITY GUARD OF VOLGANOF The Gryphon Guard are the

The City Guard of Volganof arc

like their city — weathered, but

the C

that do o carry the Octland

( Bl on thir il

unbent. They are organised into

five battalions, four guarding

quarters of the city. The elite fifth

battalion is assigned the Gates of

the Gryphon.

The mact common p—

T Defonders
Tin South Tiscer Deonders.
The five battalions of the Volganof City Guard are the South Tower Defenders, West Tower
Bar o Volanef, which Guard, Fast Tower Marchers, Black Tower-men, and the Gryphon Guard. Their duties include
ears e ciy’s Coat of Arms standing sentry,stret patrols and regular marches into the Forest of Shadows to clar out Forest

Goblins, bandits and Beastmen.
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THE ARTILLERY OF VOLGANOF
The war machines that line the walls of Volganof are under the command
of the Tower

[mamsicat Volganof:
‘ The Horns o he Bull - The i
|

aptins. However, they are trained by Kannonmeister
Gunther Trundlekopf, an old Engineer out of the Nuln Artillry School.
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VOLGARS SHADOWMEN THE FERLANGEN CONTINGENT

Perhaps the most famor

The survivors of the attack on Ferlangen gathered
under Baron Beckbu

he renown swordsmen the Oxhides, the

hunters are the §

adovmea led by
Grimal Volgar. The me

Notable

ents included

loques of
Shadows is their home and ¢ Ferlangen and the Sable Guard.
archers are skilled beyond m. ken
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OSTERMARK VOLUNTEERS | THE TALABHEIM RELIEF COLUMN

Units from Ostermark included The ne

the Bechafen Halberdiers, the

sent many troops across the River Talabec to | |
Moormen Blackbolts, and

Mannstein's Manticores

Swordsmen drawn from Elector

\7 the succour of Ostland. The column-led by
Captain Stugnar, was marching on the

Right Road when they were ambushed by
st of Shad

Although battered, several full regiments

Count Wolfram Hertwig’s own

royal retinue
fought their way through to Volgano,

entering the city before it was fully encircled

The Bechafon Hlberdir Mlamasi B Toalbastion Guard,
ild their ron against the i e

Dacmons




AT THE GATES OF VOLGANOF

With growing dread the city guard atop the battlements of Volganof watched the hordes of
Chaos emerge from of the Forest of Shadows. The city’s walls had never been breached,
but now it stood surrounded by a foe unlike any other.

THE NOOSE DRAWS TIGHT

Rumour of the advancing Chaos armies ran rampant
through the over-crowded city of Volganof. Exery
that came through the gates brought a new tale of g
that the barbarians were burning everything as
advanced, that prisoners were caten alive. Survivors from
the towns of Bohsenfels and Zundap claimed that Daemons
and monstrous creatures had joined the Northmen, while
towns to the south added that the Beastmen had risen out of
the Forest of Shadows and that no roads were safe. The few
survivors from Kludburgh refused to recount the atrocities
they had seen. All were now trapped in Volganof.

In this atmosphere of growing despair a solid wall of
unnatural black cloud appeared over Volganof. It grew so
gloomy that the surrounding Forest of Shadows could
barcly be discerned from the watchtowers. Yet something
was out there, for the trees on the edge of the cursed
woods swayed and shook, as if a great body of troops and
ell beasts was gathering

o the harsh blaring of a thousand horns, Lord Mortkin
appearcd out of the blackest shadows. He was flanked on
His right by a towering Daemon, a bat-winged monstrosiy
that roared its bloodlusting challenge for all to hear. On
the Chaos Lords left hovered a floating island, a great
hunk of ground ripped from the carth itself to serve as a
mount for Zakhar, matchless Chaos Sorcerer and master
of the Coven of the Eternal Eye. Despite the terrifying
wonder inspired by such fell ieutenants, it was upon Lord

Mortkin himself that all eyes were inexorably drawn.
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Mounted atop a Daemon-beast made of hatred and
living brass, the massive armoured form of the Chaos
Lord was wreathed in an aura of power so dreadful to
n that it stung an onlooker’s soul. So much
eldritch energy was being channelled into the warrior
king t
truly was the chosen champion of those wh
owned in flame. From the
void behind the iron helmet came an ultimatum that

iridescent flames flickered around him. Here
ld-not-
be-named. A lord of king:

echoed across the distance, booming loud for all to hear:

“Surrender von Raukov to me, or I will crush your city
All of Vol

will be

inof il di. T swear to the gods your suffering
cat. You have a single day to decide your fute”
Afte speaking he stared for a while upon the high wals of
Volganof before turning back to the enveloping gloom.

ULTMATUM

ncd by the obvious might of the Chaos Lord, soon all
of Volganof began to talk. From high-born nobles to
soldiers, craftsman to innkeepers, there was no doubt as to
whom the armoured barbarian king had referred — Oleg.
von Raukov, true son of the Elector Count and pride of

Osthand. S0 outraged and overwhelming was the cry of

refusal — that Oleg should not be allowed to leave the gates
of Volganof

give up their commander without a fight dared not speak

that the few cowardly dissenters who would

their minds. This stubborn spirit, for which Ostlanders
have long been famed, helped to convince Oleg von
Raukov not to give himself up — for surcly the ruthless
invaders would only slaughter him and attack Volganof
regardless? The Ostland phrase A wolf a the door i silla
wolf” came to mind. All knew the ravenous wolves of the
north would not leave without much bloods

The following day, when once again, to the blast of many
b Lo Ve dv i) Fom R g AR
answered not in human voice, but with tongues of fire
Every cannon atop the walls of Volganof fired a single
shot — the muzzle flashes blazing bright in the permanent
dusk that had settled over the cty

At such extreme range there was litle chance of a
cannonball scoring a direct hi, yet the shots seemed to

vanish in the shadowy murk

Still, Volganof’s answer had been made.




ZAKHAR UNLEASHED

Lord Mortkin raised his axe and flames erupted along its
blade. At this gesture the woods heaved as the Forest of
Shadows disgorged its hidden horde. There advanced, in
4 solid mass,all the n

htmarish troops of Chaos ~ fur-
clad barbarian tribes, beast-headed men, and legions of
hulking warriors encased in hell-forged armour.
Loathsome and gangly limbed Trolls lurched from under
the ea

es, along with bull-headed Minotaurs and packs of
baying devil-hounds. Bursting above the canopy strode
Giants, smashing aside trees as a man might brush aside
tall grass. The ground shook as the warhost formed up in
companies beneath foul banners upon which were

scrawled venerations to the dark powers.

As the throng halted at some unseen signal, all eyes turned

to Zakhar. The chanting of his unholy acolytes in
in pace and volume as, slowly, the floating island began to
ise higher. The levitating land mass began to spin,
rotating on an unseen axis. Seven peals of thunder rolled
across the churning black clouds. Standing all in the

middle of the coven, Zakhar reached skywards, beginning
0 glow with  bluish nimbus. High-pitched maniacal
laughter could be heard as untold energy coursed from the
heavens into Zakhar's outstretched hands. When the
harge could no longer be contained, the multi-hued ball
of living lightning v er. It
struck the walls of Volganof and blasted them asunder,
vapourising stone and defender alike. Seven times
Zakhar's magics smote the battlements and seven times
they wronght gaping holes.

hurled by the Covenma:

FORWARD, FOR OSTLAND

As the survivors picked themselves off the ground and
shook offthe dust of crushed stonc, a low moan could be
m the defenders. They had placed much hope in

d seemingly impregnable walls of Volganof and

the tll
now they had been irreparably breached before the battle
had cven begun. Yet even as the howls of the northern
invaders began to ise, Oleg von Raukov stepped into one
of the sill-smoking gaps in the once proud walls. Loud, he
spoke

“Hold fast, men of Ostland. Where walls fal, there must

stand men. But L will not be pulled from Volganof like a

from a trap! Who willjin m

taking the fight to
our foe? Who vill sally out with m

Such bravery could not be denied, and everywhere along

the still-standing walls stout-hearted C:

cmboldened champions picked up the warcry: Every
Ostlander kner it was better to die fighting. And s0,
amidst the looming dark, a new plan was hastily
formulated. The walls and breaches must be manned, but
1o the south, against Lord Mortkin himself,there

launched as strong a counter-attack as could be mustered.

The Imperial forces advanced out from the breaches

ALL-OUT WARFARE

S0 began the Battle for Volganof. Neither force expected
mercy; nor would any be given. Heroic clashes and fell-
handed deeds awaited both sides and many tales and sagas
celebr

e (or condemn) the acts done this day:




BLOODBATH AT VOLGANO

THE DEFIANCE OF OSTLAND

The f the Emp o ming up beneath their man

bright in the gloom dmarshal Ole

the head of his bo d, the Stalwart Bull







hordes of
hrenched,







THE CITY BESIEGED
At Lord Mortkin's signal the Chaos invaders surged forwards.
Leading the charge were dozens of tribes of Northmen, al
eager to win glory. They hoped o attract, through decd of
battl, the eyes of their Dark Gods. Along the city wall the
defenders were not waiting idle. Handgunners discharged
their weapons, handed their gun to a loader, acceped  new

firearm and, almost without needing to aim, fired again into
the oncoming mass. Crenws struggled to fire and reload war
‘machines; others manhandled artillery picccs ino the gaps in
the wall ready to repel the attackers with multple volleys or
blasts of grapeshot.

But it was at the south walls, where Oleg von Raukov led his
counter-attack out of the gtes, that Lord Mortkin put forth
his real strength. It was there that he releascd the howling fury
of Kargharak and his Dacmonhost. They drove decp into the
enemy and there was much slaughter. As of yet, Lord Mortkin
held in check the matchless warriors of his own Fell Legion

MAN VERSUS DAEMON
The volleys from the walls of Volganof failed to blunt the

thrust of the onrushing Daemons. Kragharak, enraged beyond

measure, carved a swathe through the Northmen of his own
side in his haste to get to grips with the foc. Regiments fled
from the sight of such monstrous rage, only to be cut down by
the inhuman fiends in his vanguard. There stalked bright red
Bloodletters, pale prancing Dacmonettes and many more

ry for the destruction of all that
men hold dear. Regiments of Volganof City Guard fell sain
and trampled before the onslaught.

Behind the Daemonhost followed clanking metal siege towers

moving forwards by some power or foul enchantment. If the

Daemons could sweep all before them, the beastly machines
would topple the remaining walls. Shots from monstrous

Chaos Hellcar
The men of the Empire were driven backwards, but they did

s arced over the walls, stting the city alight

0t yet turn to run. Brave captains held the line as soldier

after soldier stepped up to replace the slain. Against
Kargharak himself, no strike had yet proved telling. Spears
snapped against his impenetrable hide and his axe swept

away ranks at a time. The rapid push back threatened to

become a rout at any time.

At that moment the Bechafen Halberdicrs stepped forw
into legend. Having marched from Ostermark to aid their
brothers, the purple and yellow-clad soldicrs entcred the
battlline in time to repel a Bloodletter charge. Secing his
minions dispatched, Kargharak turned
men of Ostermark. Undaunted, the unit raised their halberds
as one, presenting a forest of blades. The enraged
Bloodthirster struck like a thunderbolt, his impact sending
bodies high into the air and slaying the unit's Captain. Yet
the proud sons of Bechafen stood firm, striking the unholy

ttentions to the

beast again and again. Soon the Greater Dacmon's hide was
oazing ichor from dozens of rents. With all the strength he

could muster, Sergeant Oberwald drove his sword hilt-deep

into the hell-spavrs chest. Incandescent with rage,

Kargharak picked up the Sergeant and squeezed. Bencath
such incomparable strength and limitless fury, Oberwald was
pulped, unrecognisable in death as ever having been a man
Yet this atrocious deed only inspircd the remaining Bechafen
Halberdiers.
slew many

ey hacked the Greater Daemon down. He

ore of the Imperial soldiers in his writhing death
arak did not rise again

throes, but K:

THE BRIEFEST OF HOPES
‘With the downfall of their champion, the Daemonhost
wavered. Again, the voice of Oleg von Raukov rang out

“To me, to me, men of the Empire. Pres:

fear no foel Victory can be ours, fight on!”

Once again the hearts of the Ostlanders and their allis ralled
and once again, the Imperial forces pressed forward. One of
the monstrous sicge fowers was overrun — it toppled with
resounding crash. The lightly armoured barbarians fell in
drov

hell-forged armour proved tougher opposition. When these

before the resurgence, but those warriors encased in

were encountered, the momentum failed. The Daemonhost,
driven back and much reduced, put up a ferocious fight
around their Blood Banner, before it too was cast down,
hacked apart by the Greatswords of the Stalwart Bulls. At
this, a hearty cheer ro

rom the men fighting outside of the

ity and was picked up by soldiers on the walls. For perhaps

the ;anof began to hope that they
of the sun.

st time, the men of Vol

might live to see the true

THE FELL LEGION
Lord Mortkin, his armoured form full to bursting with dark
energies, knew it was time to enter the fray. At last the Fell

n advanced beneath banners of black and red. None

ook i

The Black-iron Reavers were all but impervious to harm

beneath their hulking armour. The Crimson Reapers, wielding
enormous axes, clove men in twain with every blow. The walls
of Volganof shook when the lumbering

uggernaus of the

Brass Riders began their thunderous charge. There flew
Skulex: the Great, breathing clouds of fire upon the black and
white uniformed soldiers of Ostland.

As his counter-attacking army evaporated, even Oleg von
Raukov could not stop the flight to the walls. Many of the
surviving soldiers flung down their weapons and fled, but
those nearest the young Grand Marshal and his Stalwart Bulls
gave ground only grudgingly. This rearguard action allowed

many regiments to escape t0 the battered walls of Volganof.




BACKS TO THE WALL

Atlast, only the Stalwart Bulls remained outside the walls, and
they were soon pressed back into the gap. Twice the Black-iron
Reavers charged and twice they were repelled with much loss
of life. The ground was slippery with spilt blood. Oleg’s blade,
gifted to him by the Ice Queen of Kislev, shone bright and.
cold in the dim light. Panting heavil; the batdle-worn
Greatswords waited for the next attack.

Then the hordes parted and all saw why the defenders were
granted a brief reprieve. Lord Mortkin, at the head of the
Crimson Reavers, had arrived. Death was in their gaze, as they
strode forth into the gap. Slicing through swords, platemail,
and bodies, Lord Mortkin made his way straght for von
Raukov, who, although weary with a long day of battle, did not

flinch, but leapt forward to meet the attack.

Three times Oleg von Raukov struck Lord Mortkin, but it was
ot for mortal man to destroy the commander of the Fell

Legion. Having weathered the smaller mari's flurry of desperate
blows,it was time to unleash

his own. With a single swipe that
would have felled a Giant, Lord Mortkin smote Oleg, whose
body crumpled. Although mortally wounded, the valiant man
struggled to rise, to strike once more. Mercilessly, the Chaos

Lord strode upon him, snuffing out the last of his ife beneath

an armoured heel. For a single, surreal moment, the battlefront

was silled. Then, in the distance, came a blaring of horns.

The Relief Force

As she head of e el

olunn the banner of Vlmir won Raukoscould

the Reikomarsh

een alon ond the Empera’s Chompion

Banner ofthe Reiksmarsha

The

THE REIKSGUARD ARRIVE

Bursing from the Forest of Shadows along the Gloomroad, with
‘many a horn call and cries of ‘For the Emperor’,the Reiksguard
arrived onto the feld of battl. Shining resplendent n their silver
armour,they rode over several units of barbarians lurking near
the woods. As the knights formed up, a their head could be
seen Kurt Helborg, the Grand Master of the Order and
Reiksmarshal of the Empire. At is side galloped Ludwig
Schwarzhelm, the bearer of the Emperor’s personal standard,

the awe-inspiring banner glowing brightly n the darkness.
Foremost amongst their ranks rode Valmir von Ratukor, the
Elector Count of Ostland, and a righteous vengeance blazed in
s eyes as his banner was unfrled.

POWER INCARNATE

Lord Mortkin stood over the body of the fallen von Raukov,
gazing down upon the broken man. Oleg was the pride of
Ostland and had fought bravely against a foe he could not hope
0 best. In the distance the horns of the Reiksguard trumpeted
clearly. It was as the Dacmon-whispers had promised. He had
been forewarned they would arrive at such a time and Lord
Mortkin had held back half of the Beastman warherd of
UL-Ruk the Red
had rankled with the bloodthirsty Children of Chaos.

o deal with them, although this command

All he had to do was give the signal for the Beast
advance out of the woods against the cavalry

to
ind final victory

was assured. He felt power flow in his veins, the Winds of
Magic supplying so much dark energy he could feel it
throbbing in a corona around him. This, Lord Mortkin knew,
was only the beginning of the real battle. Already, fr to the
north, an even larger host of Daemons was tearing through the
ever-thinning veil between the worlds. An even grester
gathering of the tribes was congregating, ready to march south
and join him. He was the mighty vessel chosen to enact the
great plans of the gods. And yet, now his mind was clear. He

vengeance he sought and now his part was over:

Lord Mort
thousand voices chan his name. Now all he longed for was an

n had met every challenge. He had heard a hundred

ending. Lord Mortkin dropped his axe. With both hands he
removed the helmet from atop his head, tossing it onto the piled
‘mounds ofthe fallen. Loud, he spoke these words for al o hear

“Wergild is paid. Let Volganof burn to pay for my home of

Ulfennik. Never again will  return there. My saga is ended. I
choose now t0 die as a man, my il my own. T go now, 00 late
mayhap, to the halls of my fathers.”

With his oath spoken, the aura about Lord Mortkin dimmed,
the bitter gods, perhaps, faking back that which they had
given. The Crimson Reapers awoke from their amazement oo
late to safeguard their lord. The tide of battle swept over the
Chaos champion. Once again, battl was joined.

LIGENDARY EATTLES




As Lord Mortkin fel,the veil of gloom was rent and shanting
rays of sun shone down upon the battefield. The disparate
armies of Chaos were instantly shorn of the driving wil tha had
held them together. Rumour raced across the killing fields. Half
of the invaders,including Skulex the Great, broke the field, some
skulking into the forest, or turning upon each other, sttling old
scores through combat. Yet o mighty was that host, that even
bereft of half ts number,the batle was not yet decided.

UL-RUK THE RED COMES FORTH

The Beastlord Ul-Ruk the Red had waited in the woods for a
signal that never came. Pushed beyond limits, his bestial rage
boiled over. He would wait no longer, instead ordering his
warherd into the smoking city. Only by sacking Volganof
itself, feasting upon its citizens and tearing down ts towers,
could the Beastmen wash clean the anguish of taking orders.
Bursting from the woods, the Beastmen tipped the scales
again in favour of the invaders. They drove the defenders
from several of the breaches and ran amok in the city. The
streets ran with blood and the Beastmen took vengeance on
any that crossed their path, be they warriors of the north or
soldiers of the Empire.

'WHERE FALLETH THE KING?

It had been the Scarlet Curs, filled with hate over the death of
Oleg von Raukoy, that had overrun the despondent Lord
Mortkin i the breach of the southern wall. The Crimson
Reapers, Lord Mortkir's bodyguard, had been too stunned and
00 slow to intervene. Now their lord had fallen. Enraged at their
loss, the Crimson Reapers waded into the fray; laying waste to al
who stood between them and their fallen iege. The blood-
splattered warriors fought their way through the press of Empire
troops until they formed a circle around the crumpled form of
their lord. The remnants of the
halberds and fled. No living foe would advance into the
courtyard to challenge the fallen leader’s bodyguard, although
volleys of gunfire and cannonballs tore through the battered

carlet Curs threw down their

SKULEX THE GREAT
There are many sagas o the deeds done during the
Valganof. Whoccer the

storyteller; be they Imperial poct, skald
s

wan of the

¢ Skl the Great his

thunderbolt-lke aszaul of the ancient monster
ol others crushed bencath it bulk, ohole regimens seere
burnt 1o ashes by the great gous of flame. The Steam Tonk
Indomitable’, sas eracked open and ts

cannonball that rent his ast pinions only made Skulex angicr
At the death of Lord Mortkin, Skules sared at the newly
arrived Reiksguard, but instead chase 10 ly back toszards is Lo
Jigh up i the sce-peaked mountains of Norsca

Some wwere caren

ereso caten. Th

|
|

remnants of the Crimson Reapers. They heeded it not.
Grief-stricken, they bore the body within the walls of Volganof
and there, for a time, none dared approach them.

THE CHARGE OF THE REIKSGUARD
On the Emperor’s orders the Reiksguard had night-marched
northwards to reach Ostland and confront the foe. Now that he
saw the size of the horde before him, their leader,

Helborg, did not question his orders, but instead bellowed out
“charge!” Before they could
reach the gates of Volganof they had to ride through many of
the invaders. There stood the remaining Daemons, vengeful for
their earler losses, Lord Hackbile and his Plague Army, and

the only command necessary

innumerable barbarians, still eager for their share of what lay in
the breached and burning city Into this hellish multitude the
Knights of the Empire crashed, cleaving through the enemy
until they came to the ruins of the southern wall. There a last

great challenge stood waing.

Metal-bound Juggernauts steamed and pawed out divors the size:
of shallow graves. The Brass Riders, dealers of untold death,

sought to grind the pride of the Empire beneath st
Helborg, feelng the oncoming thunder of that charge, ordered the
Reiksguard to lower lances and galloped to meet them. The carth-

hooves. Kurt

shaking collsion of those unts meeting was equalled only by the
white-hot fry of their combat. Many fll, hacked down or
stampeded over, butin the end it was the Runefings of Kurt
elborg and Valmir von Raukov that made the difference. Slcing
through armour and mefal beast alike,the two, along with Ludwig
Schwarzhelm, ensured that not a single Brass Rider escaped.

With the fall of the Brass Riders, all of the invaders who
remained on the field saw their hopes of conquest vanish. There
was sl fierce fighting within the city walls, but the forces that
had not penetrated into the city now began to vanish back into
the forest. But it was too late for the city of Volganof.

FUNERAL PYRE FOR A FALLEN LORD
While the final clashes occurred on the pains outside the gates,
inside Volganof swirled a maclstrom of many smaller batles

Warbands roamed the streets and desperate defenders manned

hasily constructed barricades. But too many of the invaders had
stormed within the walls and everywhere the ity burned.

Ciz
escape the hell within the walls

s and soldiers alike streamed out of the gates eager to

For many long hours the Crimson Reapers fought off Empire
soldiers, Beastmen and fellow Northmen who accused them of
turning traitor. But they made no effort to leave, even as the
flames, grown unchecked, washed over the whole of Volganof.
Eventually the tall towers and proud walls collapsed and the
flames scoured the city, utterly consuming the last faithful
remnants of the Crimson Reapers. And so, i the end, the very
ity of Volganof became a funeral pyre for the last of the Fell
Legion and their mighty Lord.
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GAMING A LEGENDARY BATTLE

The sheer size of the battle that happened outside the gates of Volganof makes for a spectacular
gaming event. Add to that special rules for the scenario, the characters and overarching story, and

you have the makings of something legendary.

On the following pages are details of the sc
special rules that we used to create our massive game of the

ario, army lists and

Shaughter at Volganof. This will llow a uscful insight into how
we went about recreating the battl.

SOME INFORMAL GUIDELINES
Before fight
0 our gan
guidelines to ensure everyone played ‘in character’ for the battle

g our Legendary Battle we added some parameters
These were not strict rules, but more informal

For instance, it was decided that, unless we all agreed it made
sense to do so, characters were not allowed to join units other

n the one they were most identified with. This kept iconic
leaders (Oleg von Raukov) in their proper place (in the Stabwart
Bulls). It might be advantageous for a player o rearrange or
group together these characters, but that would ot reflct the
role those ks

individuals played in the battle. Some characters,

particularly the ‘it players” in the grand story; are a least partially

free o roam around as play

see fit (Baron Hukhurguu lead
le).

any regiment of the Ferlangen conting

e et tougie The oy
characters and famous regiments were listed out with specific
tfelt

numbers and upgrade options chosen to reflect the story

00 restrictive to complete the full army list in this manner, so
poi
Players some wiggle room to us

s totals for the remaining troops were given, leaving the

their model collections,

However, no extra Lord-level characters were allowed,

the emphasis on the main protagonists of the story (the ones

fisted out). Consequently, a number of special character models

were used to represent ‘normal” heroes of the same type.

As the scale of our battle was large, we wanted large units. You'll

see impressive blocks of 40+ models, which gave the game an

epic look and feel. In many cases we simply combined two or
three smaller units into a single colossal regiment. This wasrit

always tactically wise, but it looked grand! No additional magic

items except those listed in the Battle Lists were taken. This

allowed us to concentrate on all the units, characters and special
rules we already had in play

| HOW OUR GAME WENT

The preparations for our Legendary Battle took 2 considerable
p g

Design Staio got avolved i the prodaction ofthe barte,but
| pariclar menton must go ou t Nick Baton, Ches Peach and

| Duncan Rhodes, for i the end it was their task to gather, borrow,

or paint up afresh all of the innumerable units required. It was no
| small effort, to say the least! Special effort was made to model, paint

| or somehow signify many of the named characters, monsters, and

regiments. More of their impressive results can be seen on the

following pages.

| W it came time 0 pla; we st he foxces o i
‘components. The invaders were divided in four, with separate plyers

| controling: Lord Mortkin and the Fell Legion, the Dacmonbost,
ULRuk the Red’s Warherd, and ‘the rest which was a morley

| colcction including many Marauders, the Chaos Sorcerer Zakhar,

the enormous Chaos Dwarf-built siege engines, and Lord

Hackbile's Plague army: Three players controlled the brave

defenders of Volganof and they were divided into  right flank, let

mk with the third positon in charge of the renforcements and

ng out with the many war machines on the wals (afte al, the

miw:;mm don'tshow up unillater).

Our batle outside the gates of Volganof went long into the night. In

many ways it was similar o the story, but with important differences.

For instance, as in th

background, Oleg von Raukov and his
bodyguard wiped out many invaders. However, they surprised us all
by surviving the battle (true, there were only seven lef, but stil..).
Other highlights included the Brass Riders delivering such a charge
that a vast hole opened up in the Empire lines. Lord Mortkin

refused to fa et roll. The Gryphon Gates

asingle “Look out,

changed hands three times, with the Chaos army finally holding
possession thanks to remnans o the Black-iron Reavers. Th

courtyard t0o proved t be a bloody ste, where many units perished.

It came down tothe last few s, but Chaos won. It should be
oted that thisis a very hard scenario for the Empire to win
especall if Lord Mortkin stays devoted to the Dark Gods until
latel In ur battle he finally rebelled in Turn $ and thus survived the
batte (that 2+ ward save s awesomel). He ended the game as the
only u

the courtyard and so won a mighty swathe of victory
points for his boldness! This was the deciding factor. In the end the
Empire scored 23 hard-earned points versus 30 for the invaders. In
this alternative ending, the forces of Chaos would push further south
into the vulnerable Empire




THE SLAUGHTER AT VOLGANOF

The following scenario and accompanying host of special units and characters were created to
refight the overused battle outside the city of Volganof.

THE ARMIES

The armies are lsted on the following pages.

THE BATTLEFIELD
‘The terrain for the battle i set out as shown on the map below
using a 16'by 6' table

DEPLOYMENT

‘The Empire players set up first (minus Volgar's Shadowmen
and the Relief Formation) i their deployment zone (see map
below). The

Gloomroad and west of the Gloomroad Gallows.

behind the

A

erlangen continge:

Next, the Chaos players place models in their deployment zone
(see map). Any models that do not fit on the
brought n as reserves. Note also that only half the Beastmen are

ble can be

deployed in their deployment zone. The rest will arrive using the
Beastman Ambush rule. Sec page 471 for more detail,

Finally, the Empire side can place Volgar's Shadowmen (the

only Scouts allowed). The Relief Formation arrives on Tarn 3.

FIRST TURN

The Empire player gets the first turn,

GAME LENGTH
‘The battle will last for seven turns o until one side has

achieved all of its victory conditions (or you run out of time),

o
Beastmgn Deployment
Area

Ca gm
o H‘? 18

VICTORY CONDITIONS

Only the special victory points listed below are used. Add up
the points at the end of the battle to determine who won the
game (an equal amount of points on both sides s a draw)

ictory if, at the end of any

Either player can achieve an instant

game turn, he can claim every condition on his lst

CCHAOS SIDE POINTS
the Gryphon Gates 10
Gloomad Gallows s

* For cach unt thais nside the Courtyard s

The points are doubled (10)if Lord Mortkin leads the unitl

ters are worth 2 pointsexch: 2

Valmir von Raukoy, Oleg von Raukoy, Kurt Helborg,
Ludwig Schyarzhelm,

* Iflain, the following cha

* Ifsin,the ollowing charactes are worth 1 point ach
Vassily von Raukoy, Baron Beckburg, Sergeant Oberwald,
Baron von Bluten, Captin Schwarzhelb, Captin

EMPIRE SIDE POINTS

* Slay Lord Mortkin 10

* Hold the Gloomroad Gallows s

* Hold the € -

* Each von Raukov live 3

* 1 shin, the following models are worth $ pains each: 5
Kargharak, Skulex,each of the Chaos Doom Towers

* Ifsin, the following models are worth 2 pains exch;

Lord Hackbile, UL-Ruk the Red, Lord Zackhar, G




THE FELL LEGION

The Fell Legion is the personal army of Lord Mortkin.

LORD MORTKIN
Lord Mortkin is a Chaos Lord.

He bears the Hellfire Sword and is
mounted atop a Jugger
the Diabolic Splendour ¢

Gods and the

specal rules below

Chosen Vessel of the Dark
Gods: Lord Mortkin has become a
mortal conduit for the Chaos Gods.

Aslong as he is the Chosen Vessel

save. Any unit he leads is Unbreakable and, as

Grand Allance, the range of his Inspiring Presence is

Defying the Dark God:

conduit for the Dark Gods' plans, Lord Mortkin is conflicted.

Although seemingly a willing

Buried deep, he car

ies a growing urge to renounce the

path of immortalit; choosing instead to dic as a man,
as he was long ago.

At the sartof each Chaos turn,roll « D6 and add the turn
number. On a oll of 8 or higher, Lord Mortkin renounces the
Chaos Powers. Ifthis happens, Lord Mortkin loses his Chosen
Vesselof

Dark Gods special rules

Death of the Warrior-king: If Lord Mortkin dies every

unit in the invading army must immediately pass a Leadership

d to have

testat 2 or be instantly removed (they are cons
slunk off the battlefield or destroyed cach other in combat).

WULRIC THE BLACK
Walric is an Exalted Hero
that carries the Fell Legion's
Banner, the personal Battle
Standard of Lord Mortkin.
This acts as a Battle Standard,

s a range of 24",

THE INVADING ARMIES OF CHAOS
ORDER OF BATTLE

This battle list uses the Warriors of Chaos, Daemons of Chaos and Beastmen Armies books.

THE CRIMSON REAPERS
A unit of 75 Chosen. The Crimson Reapers’ nitial Eye of the
Gods roll s automatically the Slaughterer’s Stre

Dhe Crimson Reaper

THE BLACK-IRON REAVERS
nits of 40 Chaos War

THE BLACK REAVERS
An additional 3,500 points can b
Warhammer Armics: Wa

excluding any choices from the Lords category.

chosen from the

ors of Chaos book,

Pucks o Chass Warhounds illoed the

marching armics southards, ager fir bowd




THE BRASS RIDERS

One unit of 19 Chaos Knights mounted not on Chaos Steeds,
he Brass Riders is
ks cach). The

but upon Juggernauts. Each member o

Champion (so cach Knight

thas not 2, but 3
unit has a standard and musician.

THE DAEMONHOST
The Daemonhost, led by K:
Lord Mortkir's bidding on

Trusted Allies (see page |

KARGHARAK. DESTROYER OF CITIES
Kargharak is a Bloodthirster with a long his

Chaos invasions ~ including the destruction of Pra

n and Lizardmen cities

B Chtnoral Furysud Ao S

GREATER DAEMONS
Three Lords of Change, one Great Unclean One,
two Keepers of Secrets, and one Bloodthirster

THE FLESH TAKERS

One unit of 64 Bloodeters.

DAEMONHOST

An additional 2,500 points of can be chosen from
the Warhammer Armies: Dacmons book,
excluding any choices from the Lords catey

heir army: The majority of these surround Volg
some are deployed against the southern walls. An additional 1,000

points of Marauders or Marauder Horsemen can be selected

from the Warhammer Armics: Warriors of Chaos army list.

THE WARHERD OF 'UL-RUK THE RED
U

Ruk has come to join the o

but he bears the
Northmen no loyalty. All Beastmen treat the other contingents

as Desperate Allies (see page 138). All units in

e warherd
have the Beastman Ambush rule, although they cannot enter
the board within the city walls

UL-RUK THE RED
Ul-Ruk the Red
Axe of Men, and must enter play using the Beastman
Ambush special rul

a Beastlord. He is equipped with the

GRUK THE MAN-HATER
Gruk is a Beastman Hero who carries the Battle Banner of
Ul-Ruk the Red. This former banner of men now causes Fear.

RED PRIDE
One unit of 45 Bestigo

THE WARHERD

An additional 2,000 points can be chosen from the

Warhammer Armies: Beastman book, excluding any choices
from the Lords category




THE PLAGUE ARMY
OF LORD HACKBILE

Lord Hackbile joined the Fell L

LR
Plague Army bear the Ma

of Nurgle.

LORD HACKBILE
Lord Hackbile is a Chaos Lord. He be
has the Stream of

Filth Mace and
rruption Gift of the Gods.

ONE-EYED GLUGMIR THE BESLIMED

Glugmir is an Exalted Hero who carries the P!

dard — the Fly-Banner. Any enemy unit in close
with a unit including this
y toallits To Hit roll.

overed ban

ROGUE CH ‘\R ACTERS AND
FORMATIO!

Not every unit was connected to one of the army contingents.

SKULEX THE GREAT

Skulex the Great s a Great Fire Dragon (sce page 4

profile). We used a large Apocalypse Hellstorm template (¢

same shape as the normal templat

only 16.5" long with 2

maximum width of 5") for his b eapon.

uffers

THE PLAGUE ARMY
00 point
Warhammer Armics: Warriors of Chaos book,

An additional be chosen from the

excluding any choices from the Lords

THE KLUDBURGH SAVAGES
One unit of 30 Forsaken. So atrocious s the reputation of this

unit that it causes Terror.




CCOVENMASTER ZAKHAR
Zakhar is a Chaos Sorcerer and favoured of Tzeentch. He isa
level 4 Sorcerer Lord with the Mark of Tzeentch. Zakhar can

also call upon the power of the Coven of the Eternal Eye

The Coven of the Eternal Eye: Zakhar is accompanicd by
his acolytes mounted atop a leviating hunk of arth. Zakhar
and his coven cannot join other units and have a single
combined profle — that of a Chaos Sorcerer Lord with +4
Wounds (for a total of 7). Th

additional D3 power dice during cach Chaos Magic phase and

is protected by a 3+ ward save. Once per seven ycars Zakhar
and his Coven can cast the Spel of e St
Unfortunately for you, he's already done ¢

GROGG
Grogg is a two-
Wounds. Additionally, if he does not move, Grogg can hurl

aded Giant that has +1 Toughness and +3

objects, usually large pieces of masonry he has recenly destroyed,
but occasionally uprooted trees or enemy war machines. These
are hurled in the same way as firing a stone throvwer, except that
all misfires cause a single wound to Grogg himsclf

DOOM ENGINES

Volganof. See page 426 for rules for these metal monstrosities

THE BROTHERHOOD OF SPAWN
Perhaps it was the upsurge in the Winds of
Magic or merely the comfort of fellow cursed
souls secking release, but the Spawn, so

‘common on the periphery of a Chaos army,

began to band together, forming many

loathsome regiments of mutated b

For this battle Spawn are allowed to form up
into Skirmishing units of between 2-5 modcs.
Roll once for the Lurching Horror rule and the
whole foul Brotherhood throbs, drags and

heaves itself forward at the same speed. Al
‘Spawn in a Brotherhood can add an additional
+2 to their Movement ol (s0 a total of
2D6+2) s the spravling, tentacled creatures
push each other along, like some sort of

Grgg, the eco-headed Giant. i sk

Through the aid of his Daemonic alles, Lord Mortkin was able to persuade Hothgar, the
rogue Chaos Duwarf forge-sorcerer,to build engines of war to assis in the Chaos invasion. Tiwo

of the enormous ironclad siege towers accompany the armies deployed against the south wals of

The Brotheiond o Spaon.




THE DEFENDERS OF VOLGANOF
ORDER OF BATTLE
R o oo

defend their home city. Only the three Grand Marshals of

The sons of Volganof are eager t

stand and the Elector
OLEG VON RAUKOV Valmir von Raukov outrank the 2|
A Baron. He is a Captain of the

formidable warrior, but on this
day he was either touched by

destiny or blessed by Sigmar.
He proved more than a match 2 i

of the North
it was not until he faced Lord
Mortkin th
Oleg is a General of the

He has full pl

and T vord of Power. The

an join any uit of City The Kricgmarsh

s luck ran out Guard or Gryphon Guard. Baron Von B

THE CITY GUARD OF VOLGANOF
These troops reflect the City Guard that have joined the force
that sallied forth under Oleg von Raukoy

Empire wearing Dawn Armour and bearing a n
Blde, gt to him by the ce Qucen of Kiskev, All of Oleg
Al

ants him the

Inspiring Ray of Hope: All Imperial so
Grand Marshal Oleg von Raukov are
ds a Grand Alla

piring Presence

Fateful Destiny:

by Lord Mortkin.

THE STALWART BULLS

One unit of 60 Greatswords. The Banner of the Stalwart Bulls

gives the unit a 5+ ward save.




An additional 3,000 points can be chosen from the
Warhammer Armics: Empire book
from the Lords category

excluding any choices

At the

regiment of Halberdiers, Spearmen, or Swordsmen (with full

art of each turn affter the first, a s

40 strong model

command) can enter as reinforcements anywhere on the
northern table edge.

CAPTAIN
SCHWARZHELB

The fiery Captain of the South
Tower Defenders is a Captain

of the Empire with full plate
armour, a pistol and a hand

weapon. Any unit with Captain

Schwarzhelb in the front ran
is Unbreakable

THE GRYPHON GUARD

Tivo units of 30 Swordsmen.

The et Gryphon Guard

THE VOLGANOF ARTILLERY
Atop the

lements of Volganof were many artilley pieces,
some of which were particularly notable. They are under the
command of venerable Kannonmeister Gunther Trundlekopf
a Miaster Engincer

OL' PUDDINGS
This cannon is old and almost worn smooth. Yet it stll delivers
shots with a deadly and well-known accuracy. The first artillery

dice cach turn may be re-rolled.

SPINNING BERTHA

During the batle, the barrels got so overheated on this south
wall Volley Gun that civilians had to form a bucket-chain to
bring enough water to cool down the whirling device. Spinning
Bertha can double the amount of shots fired (simply multiply
each roll of the artillery dicc by two)

Up to 1,500 points of any combination of Mortars, Great
Cannons, Helblaster Volley Guns, or Helstorm Rocket
Batteries can also be selected

THE FERLANGEN CONTINGENT
A stron
marched out from Ferlangen under the
command of Baron Beckburg. They

begin the battle on the north-west side

ntingent of veterans

of the Gloomroad Gallows.

BARON BECKBURG

The Baron s a Captain of the Empirc

Beckburg

A riment of the Sable Guard,

THE SABLE GUARD
An additional 1,000 points of Core selections and 500 points of
Special selections can be chosen from the Warhammer Armies:

Empire book

OTHER OSTLAND TROOPS

Many additional re

joined the fight, having
marched from all corners of the pr

The Kludburgh
Miltia

THE KLUDBURGH MILITIA

One unit comprising 30 Free Company. This unit represents the

entire surviving population of Kludburgh. They Hate ll forces
of Chaos,




VOLGAR'S SHADOWMEN THE FLAGELLANTS
One unit of 20 Archers (upgraded to Huntsmen) led by Volgar, ~ OF THE FOREST OF SHADOWS
2 Captain of the
can stand and fire, unleashing a double volley only say ‘I told you so’ during the whole awful invasion),

mpire with a longbow. Once per battle, the ~ One unit of 50 Flagellants with a Prophet of Doom (who can

firing twice with no penalty for their muliple shors.

die Huntomes

Shadiromen, The Flagelant of the Forst o Shadow

TROOPS FROM OTHER PROVINCES

Regiments from all across the Empire marched to the aid of Ostland. Some of the more notable regiments are singled ou.

THE BECHAFEN THE BLACKHATS OF TALABHEIM
HALBERDIERS One unit of 30 Swordsmen. After many bitterly fought battles,
One unit of 50 Halberdiers. L the Blackhats Hate Beastmen

They are led by Captain Volkmann.
Each unsaved wound caused by the |
unit champion, Sergeant Oberwald,

is multiplied into D6 wounds.

Caprain Vlkmann,
Halberdir

from Outermark

The Blackhats of Tlableim.

KLAUS SOLMANN

Klaus Solmann is a Level 4 Celestial

Wizard. He is an advisor to Baron vor

Blutten. Solmanr’s tower in Volganof is

bedecked with an observatory and a

shimmering dome that can disappear at his |

VASSILY VON RAUKOV command. He can choose to for

Vassily has the same profile as an magic in his own phase to dircct the beam

Empire Swordsman, except wi

of the great telescope. The beam can only

2 Wounds. He wears light armour and be seen by spellcasters. It reveals a

bears a sword. Guarding Vassily are mesmerising glimpse of the Winds of

the Scarlet Curs, a unit of 35 Magic made visible — heady stuf to
Halberdiers. Th
Vassily von Raukov willenter play at picked out by the beam cannot move,

arlet Curs and confuse any individual. Any enemy Wizard

the start of Turn 3 from anywhere on shoot, or cast spells in his next player turn
the northern board edge.

unless he first rolls a 6 on a D6. Flaxs Salmasn

Vasily von Rakrs




SERGOV PFEIFFER. BRIGHT WIZARD
Sergov has failed to impress any of his masters in his
f

apprenticeship in the study of magic. Thus fir, Sergov has

gained more notoriety for his predilection for fistfghts than for
magical skill. Sergov marched with troops out of Wolferburg
2 and joined the defence of Volganof. In the most desperate

hour, when the city faced certain destruction, something

| unexpected happened. Tnspired by the chants of  nearby

‘Warrior Priest, Sergov began a spell. E

blazing with sudden

outstretched hands. Many who survived claimed that in its
fiery descent, the freball assumed the shape of a twin-tailed
comet before it a
the breached city walls.

ed amongst the massed ranks heading for

r power, an enormous conflagration crupted from his

Sergov is a Level 1 Bright
Wizard. If he is within 6" of
‘Warrior Priest he may, once in his
lifetime, launch his Firy of Signar
fireball. No casting roll is required
~ the spell has irresistible force

but does not cause a miscast. The

spell is a magic mi
fem

Strength 8 hit. All models within a
2D6" range of the template suffer
a Strength 5 hit

THE RELIEF FORMATION

At the start of Turn 3 the Relief Formation arrives.

KURT HELBORG & LUDWIG SCHWARZHELM

‘The Reiksmarshal and the Emperor’s Champion have been
sent by Karl Fra
nitin the Re

to stem the tide of Chaos. They can join any

mation.

Kurs Helborg

Ludis Socarselm,

They can choose to turn up anywhere on cither the western table edge or the
southern able edge. They can announce a charge on the turn they arrive (measuring from the table edge).

THE REIKSGUARD
Tio units of 45 Reiksguard
One bears the magical Steel Standard.

VALMIR VON RAUKOV AND HIS STANDARD
Elector Count Valmir von Raukov is an Empire General who
bears a Runefang, the Dragon Bow, full plate armour and rides
ptain of the

a warhorse. His Battle Standard is carried by a
Empire who wears full plate armour and rides a warhorse.

THE RELIEF COLUMN

An additional 1,500 points of mounted models

can be chosen from the Warhammer Armies: Empire book,

excluding any choices from the Lords category
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battle reports.

+ Advice on painting and
assembling your models.
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in your region.
+ New battles to fight.
impaigns.
« Terrain building.

+ Showease armies.
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Many Warhammer players are lu




'WARHAMMER
ON THE WEB
Perhaps one of the best ways to find out more
about Warhammer i to access the Games
‘Workshop website. This vast reservoir of
information has pictures of every Warhammer
miniature currently available, painting guides,
sample army lists, geting started information
and lots more. You can also find additional
articles, assembly

upcoming new eleases and a ibrary offanastic
hobby projects you can build o

guides, scenarios, s of

‘The Games Workshop website also has a store
locator allowing players
‘Workshop store or independent refile
nearest to their home or destination. If no shops

to find the Games
hat is

are nearby you can find the full range of

products on our safe and secure online store.

www.games-workshop.com

S oammase
o T

B

FWarriors oF Craos

BATTLE REPORTS
For many years, one of the most popular seris of White Dyvarf
artiles has been the battle report. Each one of these articles
offers a blow-by-blow account of a battle, including army lists,
maps and after-match thoughts from the players. The action in
o the world of

question could be an important historic battle fr
Warhammer or it could be a competiive grudge match between

two masterful tabletop generals.

Battle reports offer invaluable tactical advice for the beginner
and veteran alike. They provide  rare insightinto a
commander's head during a battle, and make for action-packed
reading to boot




BESTIARY

The characteristics given in the following lists allow you to start playing games of
Warhammer straight away with your collection of Citadel miniatures. Once you
have chosen which army you would like to collect, the next step is normally to buy
the appropriate Armies book.

The Warhammer Armies booksprovideyou Troop Types key

with the points value of each of the models,

ou to plan and build your army to @ In = Infantry
total points value. The points values are ~~ WB. = War Beast
al rules Ca =
that apply tocach model but have not been MI = Monstrous Infantry

ey reflect many spec

included here for the sake of simpliciy MB = Monstrous Beast

your opponent what cach model is cquipped Sw = Smams

with. Note that profles have not been included = Unique
for champion models. \m = War Machine
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Beasman Bray-shaman

OF MAGIC

Wizards are a formidable force on the battlefield, able to wreak incredible
destruction, weaken or strengthen other warriors, or summon terrible beasts to

fight at their side. We've already covered the rules for the Magic phase

chapter, we'll discuss how spells are generated, and present the cight Battle Magic

spell lores.

SPELL GENERATION

Before you deploy your Wizards, you need to
determine which spell they know. The usual
method for selcting spell is for cach player to

randomly generate spells for cach Wizard.

When you chose your army; you should have

selected which Lore of Magic each of your

Wizards s going to use (if you haven't, shame on

you. Go back, choose now and remember to do it
properly for your next game). This will
sometimes be one of the Lores of Battle Magic —
the cight most commonly used sorcerous
disciplines included in this rulebook, but many

Wizards have race-specific spelllores to choose

from as well, as described in the appropria
Warhammer Armics book.

The spells a Wizard knows are determined by
rolling dice and consulting the Lore of Magic in
question. This s done openly; so both you and
your opponent will be aware of the spells each
Wizard has generated. If your army includes
more than one Wizard, you can choose the order

in which you generate their spell.

Regardless of the Lore of Magic your Wizard
has chosen to usc, youl nofice that the spells are
numbered between one and six. To randomly

erate the Wizard's spells roll a D6 for each of

his Wizard levels and consult the chosen lore to

sce what spells have been generated.

Ordinarily each spell.éan only be known once in
the same army. The oply exceptions are where a

spellis not generated randomly; such as:

* Ifa model has no choice over which spell(s) it
knows, either because it s fixed by the model's
rules, or because if has ‘bought’ a specific spell
as part of army selection.

« If the army book or spell lore clearly states that
a model can exchange another spel for the spell
in qu

Otherwise, if you roll a spell twice (whether for
the same Wizard or for a different Wizard in the
army) you must normally replace the duplicate
spell with another of your choice from the same
Lore. If you cannot, because all the other spells
have already been taken by other Wizards, for

example, then this extra spell slot is lost.

SIGNATURE SPELLS

Some Lores of Magic have signature spells
A signature spell is so intrinsic to the lore’s
character that we can assume that any

practitioner of that lore will know how to cast it

After choosi

g replacements for duplicate spells,
a Wizard can always choose to substitute one of
the spells he rols with the signat

lore — even if another Wizard in the same army

already knows the signature spell

Regardless of the spells your Wizards have
generated, it's worth making a note on your
itsall too

army roster to forget which

spells otherwisc!

Wizard has exactly whic

is has a Level 4 Celestial Wizard, <who knoces
ol o th Laré of Hoavi Whex e e
s deployed, Jerois rlls for dice 10 genrate s
spells. He rolls ud 4, thus gencrating
Harmonic Cowvergence, Wind Blast and tsoo

Urannon's Thunderbolts. As each spellcan only be

loron once in the same army, Jervis must

ap me
of the Urannon's Thunderbolts for-a diffrent spell in
the Lore of Heavens. In the end, he dhooss 10 s00p
one Uramon' Tiundobols o the rmidable Chin
1 ihtning! Jervis also wanis to get hold of Leeshard

v, the signature spell from the Lore of
M cavens. He can exchange any o hissplls 1 get




Iceshard Blizzard, s, figuring that Chain Lightning
ill e him all the 2ap he requires
exchanges his remaining Urannon's T,
leaving him with Iceshard Blizzard, Harmonic
Comvergence, Wind Blast and Chain Lightning. If
Jervis had another Celestial Wiza
that Wiaard soold onlybe able 0 Learn the
remaining spels from the Lore of Heavens, and the
signature spell ‘lecshard Blizzand:

in his ar

LORE ATTRIBUTES

Some Lores of Magic, including those
presented in this book have something called a
“lore attribute’. This is essentially a grouping of

one or more special rules that are applied to

certain spells for that lore. A lore attribute might
give certain spells an extra effect against a
particular troop type, or alter the way a spell
behaves. Regardless of the detail, a lore atribute
only has an effect on spells from its own lore

but a splinter of the pure magic pra ety te
High Elves; one focused shard of magical

energy, with a particular tra
Lore of Fire, for example, is chiefly a repository
of raging and d
of Life spec
healing.

al of its own. The

ructive spells, whilst the Lore

lises in spells of protection and
ach of the eight lores harnesses energy
from one of the divisions in the Winds of

Magic. Some kinds of energy are denser than
others and sink low to permeate the ground,
others are more rarefied, billowing like high
clouds through the upper atmosphere

Your choice of lores will depend on how you
want o use your Wizards, and also upon how
many you plan to field. Presented on the
following pages are eight magical lores, the cight
sorcerous tradifions as taught by the High Elves
0 the Wizards of the Empire. Although many
of the Warhammer world's races practise their
own magical traditions and thus have their own
spell lores (as detailed in the relevant
Warhammer Armies book), most also have some
understanding of at least one of the cight lorcs
described in this section.

The Lore of Fire has ts basis in
powerful ranged attack spells,

ssive damage on
your foes. If you see your Wizards
‘magical artllery” then the Lore of Fire is
probably the one for you.

The Lore of Beasts is dominated
by augmentative spells that grant your
models extra capabilities. I best

chosen if your army intends to win its battles in

designed to wre

essentially

close combat, as a few timely spells from the
Lore of Beasts can transform mediocre troops

into fearsome battle winners.

The Lore of Metal is bascd
around the manipulation and
transformation of metals. As you

might expect, enemies that rely heavily on

armour should beware the Lore of Metal, as its
spells cither ignore armour, or turn it agains its
wearer with horrendous consequences.

The Lore of Light can broadly be
described as protective magic, granting
defensive bonuses to your troops.

It also contains a few ‘exorcism” spells that

banish Undead and Dacmonic creatures,

The Lore of L

primarily a defensive lore, with an

e unleashy

I world. It is

array of spells that heal your troops and augment

their resilience.

The Lore of Heavens
manipulates the forces of the sky;
harnessing destructive weather or
drawing upon the predictive power of

astrology to alter probabilities  if's particularly

effective against flying enemics.

illusion and deception, rlying chicfly
on phantasmal attacks to sap the

; The Lore of Shadow is a force of

enemy’s will or ability) o fight

Last, but not least, The Lore of

Death has a formidable battery of

short-ranged damage spells that
specialise in zapping enemy characters. Death
magic is more destructive even than Fire magic,
but the Wizard has to be pretty clos to his foe
(perhaps dangerously close) to use the Lore of
Death toits full, fearsome potentia.

Gobiin Shaman

"THE LORS OF MAGIC




THE LORE OF

IRE

i, Inmalation, Pyromancy

Bright ma

FIREBALL (Signature Spell) Cast on 5+

The Wizand conjurs a oling ball o magic flome and hur's i t a

nearby e

Fisball s  magic missle with a range of 24" and causes D6

e i his
spell 136" and the number of his to 2D6. I he docs so,the casting

value is increased to 10+. Alternativel; the Wizard can choose to
extend the range of this spell to 48" and the number of hits to 3D,

1f he docs so, the casting value s increased to 18-+
1L CASCADING FIRE-CLOAK Cast on S+

A shicld of flame appears around the Wizard, scorching nearby foes.

Remains in play: Caccading Fire-Claakis n

sugment spel cast upon
the Wizard and his unit (F any). At the end of each Magic phase,
any enemy unitin base contact with the arget immediately suffers
216 Strength 4 hits.

2 FLAMING SWORD OF RHUIN Cast on 8+
The Wisard ensorcels s alles” <ceapns, making them burs it
a savagely hungry flam.
Flaming Sward of Rhuin s n gt spell with a range of 24

| The target unit has a +1 bonus when rolling to wound with all

| shoting and cos combat atacks i the st ofhe caser'snest

| Magic phase. The target unit aso countsa having both magical

| attacks and the

ming Attacks special rule. The Wizard can choose
( o extend the range of this spel 0 48" If he does s0, the casting

value s increased to 11+

‘ 3 THE BURNING HEAD Cast on 10+
A cackling visage, wreathed i flame, appears befre the Wiard

\ With a final screech of glee, it bounds towoards the enemy.

| The Burning Head s n dirct damage spel. Extend a sight lne,

} 18" in length, within the casters front arc and dircetly away from his

h model in the way (determined as for a bouncing

‘cannonball) suffers a Strength 4 hit. A unit that suffrs one or more

casultis from e Buring Head must ake a Panic test. The Wizard

can choose to extend the Burning Head's‘bounce’ 0 36", If he does

50, the casting value is increased to 13+

KINDLEFLAME  (7.0re Asribuce)
Fire feeds fire, and teo blazs togetherare mare dangerous than 0 apart
i the Lore of Fire re Flaming Attcks.In additon, i

magic misile spell from the Lore of Fire i cast at a ut

that has aleady been hit by a diret damage or magic missle spel from the

Lore of ir in thesame Magic phase (even fthe spellvas cast by a
@iferent Wizard)the casing Wizand adds +D3 to b casting ot

SRR

4 PIERCING BOLTS OF BURNING  Cast on 10+
For

vg all his mystical might, the Wizard strikes his foe with a

flurry of incandescent missles.

Plercing Bals of Burning s 3 magic missil with a range of 24" and

causes D3 Strength 4 hits for cach rank of fiv or more models in

the target unit. The Wizard can choose to extend the range of this

spellto 48", I he docs so, the casing value s increased t0 13+

5. FULMINATING FLAME CAGE
Searing rads of magical flame shoot from the W
hands, trammelling his chasen fo i a fery prisom

Cast on I+

zand's outsretched

Fiminating Flame Cage is 3 hex spell with a range of 24", The target
unit immediately suffers D6 Strength 4 its. In addition, if the

ry model i the unt suffers an

farget unit moves for any reason,

immediate Strength 4 hit and the spel ends. If the wnit does not

move, Fulminating Flame Cage automatically ceasesat the stat of the

casters next Magic phase. The Wizard can choose to extend the

cange of this spell to 48", IF he does so, the casting value is increased

6. FLAME STORM Cast on 13+
A column of oiling flame burss from the batleield, the roar of its
creation almast drooning out the screams of ts vitims.

Flame Storm s a dircet damage spell Place the small round template

anywehere within 30° of the Wizard — it then scatiers D", All
models hit by the template suffer a Strength 4 hit. The Wizard can
choose to create  larger conflagration, using the large template
rather than the smal template. 1 he does so, the casting value is
rather than D"

increased to 16+ and the temphat scatters 2D




BEASTS

Amber Magic, Totemcalling, Shapeshifiing

WYSSAN'S WILDFORM (Signature Spell) Cast on 10+
The Wizard unleashes the beast within, shaping is firy to
transform his allics n 1o bestial forms

Wssan's Wildorm is an augment spell with a range of 12", The
target w
the

cains +1 Strength and +1 Toughness until the start of

s next Magic phase. The Wizard ca
range of his spell t0 24", IF he does so,the casting value i increased

to13

1L THE FLOCK OF DOOM Cast on 5+
With a mighty bellr the Wizard invokes Corous the Crovo Lovd,
summoning s seranis fo eck at the fo's eyes

The Floc o Doom is 2 magic missle with a range of 24" and causes

2D6 Strength 2 hit. The Wizard can choose o extend the range of

this spell t0 48", IF he does so, the casting value is increased to 8-+

2 PANN'S IMPENETRABLE PELT Cast on 8+
Calling upon the beast-spirits of the <ild, the Wizard sheathes his
wulnerable flesh in unyiclding fir and hide.

Pun's Impenetrable Petis an augment spellthat i cast upon the
Wisardor anothe rendly character witin 12" The target gins
pha

+3 Toughness unil the st i
B e e hare b el gl fienly

characters within 12 Ifhe docs 0, the casting

including himsel
i value is increased to 16+

} 3 THE AMBER SPEAR

Sounding a gnarled horm, the Wizard summons a
spear: Sei
the foe

Cast on 9+
lovving amber

1g hard upon the spear”s translucent shaf, he hurls it at

th uncanny accuracy

The Amber Spear is 2 magic missile with a range of 24" It nflcts

6 hit that causes Multiple Wounds (D3) and then

single Strengs
| pentstes anks it same manner a2 shot fom ol thrower
) the first model i lsin — the § E

Strength of the hit i reduced by

each subsequent rank. Armour saves are not permited against

wounds caused by the Amber Spear. The Wizard can attempt to cal

forth a larger, deadlie spear that inflicts a Strength 10 hit, causing

Multiple Wounds (D6). I he docs s0, the castng valuc s increased

WILDHEART (Lsre sribuce)

Spells from the Loreof Basts ae casicr to cast on beast,or crefuds

stuned tothe wildernes. 17 sell from the Loreof Beass i targeted gn

cavalry charots, monsters, swarms or any unit from Warhammer Armics

Beastmen,then the casting difficlty of the spel i reduced by |

4 THE CURSE OF ANRAHEIR
At e W

dlacving o

Cast on 10+

ard's command, nebulows ature spiits asal the fo,

them <t hands not neardy as insubstantial as they appear:
The Curse of Anraheir is  hex:with a range of 36", The target unit
suffers a -1 penalty to its To Hit rols (to both it shooting and close
comba

acks) until the star of the caster’s next Magic phase. In
addition, the unit treatsal errain (other than impassable terrain) as

dangerous terrain and will fal Dangerous Terrin tests on a 1 or 2,

than a 1. The Wizard can choose to extend the range of this
Ifhe does so, the castng value s incressed to 13-+

5. THE SAVAGE BEAST OF HORROS  Cist on 10+
The beast within is a formidable thing if nleashed 0 ts
il potentil,

The S

age Beat of Horras is an augment spell with a range of 12'
and s cast on  friendly characte which can be the Wizard himself
The model gains +3 Strength and +3 Attacks until the start of the
caster’s next Magic phase. The Wizard can choose o instead have
his spell target all friendly characters within 12" (including himsel).
I he docs s0, the casting value s incressed to 201+

6. TRANSFORMATION OF KADON  Cast on 16+
Kadon scas a master of forms, able 1o hift his shape 0 that of any
monster: On

ay he found that he could not change back
Rl T Tt o S i g ol

can only be cast upon the Wizard, and only if he is on foot. Whilst

the spelis i effec, the Wizard transmogrifies himselfinto one of

Manticor

the following monster: . Black Hydra, or Horned

Dragon. If the Wizard s in a unit, he can remain within the unit

he is now technically a monster (although you may have
5 e e o e B B s s
idance). I he cannot be placed because there is not enough room,
the spel docs not work. Whils transformed, the Wizard cannot
channel or cast spells, and al of his magic tems and mundane
equipment (armour, weapons, et.) temporarily stop working. Any
wounds suffered by the Wizard are carrid over betueen
transformations. The Wizard can choose o cast 1 more powerful
version of the spel, and become a Mountsin Chimera or a Great
Fire Dragon. I he does so,the casting value increases to 20-+

Profils for these monsters can be found a the end of the Bestiary

“THE LORES OF MAGIC
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THE LORE Ol

METAL

Gold Magic, Alchemy, Transmutancy

SEARING DOOM (Sigaature Spell) Cast on 10+
A cinillating spray of sizling siker slivers skips from the
Wizard's outsretched ingers.

Searing Doom is 2 magic missile with a range of 24" and causes D6
His. The Wizard can choose to have the spellinstead inflict 26
hits. I he does so, the casing value i increased to 20+
1L PLAGUE OF RUST Cast on 7+
At the Wizard's command, the armour of the enemy begins 1o of,
shedding aveay i clouds of tiny flakes

Plague of Rust s a hex:vwith a range of 24", The target's armour save

is lowered by one point for the rest of the game (eg 2 model with

light armour and shield will ony have a 6+ save). Plague of Rt can

be repeatedly cast on the same target, reducing ts armour save by a
further -1 each time. The Wizard can choose to extend the range of

this spell to 48", IF he does so, the

asting value is increased to 10+
2. ENCHANTED BLADES OF AIBAN  Cist on 9+
| The Wizard sends porserfil magic conrsing over his alles”

| secapons, making e ifnicysrnger and sarper thon B

Enchanted Blades of Aiban i an augment spell with a range of 24"
The target unit has 2 +1 bonus when rolling to hit with all shooting

and close combat attacks until th start of the caster’s next Magic
s both magical attacks and

phase. Al of their attacks also coun
have the Armour Piercing special rule. The Wizard can choose to
Ifhe does 5o, the casting value

extend the range of this spell 0 48",

isincreased to 12+

| 3 GLITTERING ROBE Cast on 9+
| Shaping a sigil o poscer; the Wezard conjures a gaudy (but
\ ffctive) claak of shimmering scale to protect his alie,

Glitering R is an augment spell with a range of 12°. The target
it has the Scaly Skin (5+) special rule unilthe sart of the
caster’s nest Magic phase. The Wizard can choose t instead have
his spelltarget allfriendly units within 12", I he does so, the casing

value is increased t0 16+

oo g o s 5l 156 b o st csting i o e
o '"”’“,Lf‘\/\_j

METALSHIFTING (2 Asribuce)

Armour il defencesgainst sl lchemist - under s command, le
» ok, scing

damage spellsfrom this Lor do not have 3 Sength —their T> Wound sore

v cplto e sl emr e of o g, o gy ]

 skild (fora 5+ save) s wounded on 3 5+, whilta

heavly A.n,,mm,m ‘who carrics  sield and rdes on 8 barded stedy
ded

e wounded. No rmou sves ae permitted sginst wounds caused by spell

fromthe Lore of Metal,which o svayscount 25 Faming Atacks.

Cast on 9+
4 summons &

4 GEHENNA'S GOLDEN HOUNDS
Blaroing on a limmering olden shisle,the W
masse pair of cockscork hounds, which bound afir his chasen prey QU

and drag i screaming 1o is doom,

Gehenna's Golden Hounds s a direct damage spell with a rnge of
12".Ch uffers D6 his.

This spell can be used to single out a character in a unt,although

ose asingle enemy model within range

ol for each of

the character i allowed to make a “Look Out S
the hits (representing his comrades defending him from the
hound). The Wizardcanchoose 0 extend the range of i spll 10

1Fhe docs so,the casting value i increased to 12+

5. TRANSMUTATION OF LEAD Cast on 12+
s the Wizard gestures at his focs, their woeapons become muich

e
moments before

ier and cumbersome — twice the burden they soere but

Transmutation of Lead is  hex with a range of 24", The target
ill and armour
saves untilthe start of the caster’s next Magic phase. The Wizard
1 he does so the

suffers a -1 penaly to ts Weapon Skill, Balistc S

can choose to extend the range

casting value is increased to 15-+

6. FINAL TRANSMUTATION Cast on IS+ |

hail of magical energy, transmuting the

The Wizard unleashe
flesh of his fies 10 unliving golden satues.

Final Transmsationis a divct damage spel with a range of 18"
S+ it has been

Roll a D6 for every model in the ta

turned to gold and is removed 1 casualty with no saves of any
kind allowed. Models with more than one wound on their profile

are only affected on a roll of 6.

In additon, any cnemy unit within 12° o the target at the start of
itself) must test for

their following turn (including
Stupidity in order to overcome the lure of the riches that have

appeared in their vicinity. The Wizard can choose to extend the




THE LORE OF

IGHT

White Wizardry, Soulkecping Guardian Magic

SHEM'S BURNING GAZE (Sigaature Spell) Cast on 5+
Blts of cleansing energy fly from the Wizareds hands, searing cvil
whercver they strike.

Shem's Burning Gaze s & magic missile with 4 range of 24" and

causes D6 Strength 4 hits (which count as Flaming Attacks).
The Wizard can choose to extend the range of this spel o 48" and
increase the Strength from 4 10 6. IF he does so,the casting value is
increased to 15+

L PHA'S PROTECTION n 6+

Cast o
The Wizard calls upon the bencfcent Guardian of Light 10 proect

| is ltes from harm.

[ Light o Bart isan

value i increased to 18+
L

Allatacks

against the target unt (shooting or close combat) suffer a -1 penalty

Phd's Protetion s an augment spel with a range of 24'

to hit until the star of the caster’s next Magic phase. Shooting

atacks that do not use Ballstc Skill must roll 4+ on a D6 before

firing, or the shot(s) islost. The Wizard can choose to have this

spellaffect allfriendly units within 12" If e docs so,the casting

value i increased 0 12+

2 THE SPEED OF LIGHT Cast on 8+
Light knowos no burden of flesh, and nor-db thase that eceive

its lesing

The Sped o Light is an augment spell with 3 range of 24" The target

unit has Weapon Skill 10 and Initiative 10 until the start of the

caster’s next Magic phase. The Wizard can choose to nstead have

i spellaffect all frendly units within 12", If he docs so, the casting

value is increased t0 16+

3 LIGHT OF BATTLE Cast on 9+
Reaching into the Wind of Hysh, the Wizard dravos frth
ennobling energies o seads faint hearts.

1f flecing, the

ment spell with a range of 1.

target ralles immediately. Additionaly, the targ
Leadership tests (regardles of modifiers) unilthe start of the

et will passall

caster’s next Magic phase. The Wizard can instead choose to have
his spell ta

rget allfriendly units within 12" IF he docs so,the casting

EXORCISM (L7 sriture

Light Magic excels t the scourging and destruction of supernatural

creatures  foul creaturesfrom the Realm of Chaos and th unaiet dead ci
al be barished back to whence theycame by is linding beams. I spell
from the Lore of Light infcts  number of hison an enemy unit it will
couse a extra D6 hits (e 2D hits would become 3D hit) i the target i

Undead or a Dacamon

4 NET OF AMYNTOK Cast on 10+
The legendary Net of Amyniok scas rumoured to have been swoven
1o hold the Great Deceiver itelf

Netof Amyniok s & e with 2 range of 24", The target unit must

pass a Strength test every

e it moves(included moving 252
charger,flcing, pursuing, moving compulsoril, tc.) or shoots or
castsspells unil the start of th castr’snext Magic phase, Ifth test
is passed, the target acs normaly. Ifthe tes i fild, the unitis
unabie © perform the desied action, remaining i place and taking
D6

choose to extend the e of s spell o 48

ength $ hits from the net's barbs of light. The Wizard can

Ifhe does so, the
casting value is increased to
5 BANISHMENT Cast on 10+

purest light can destroy anything tainted by darness.

Banishment
2D6h

Wizards that know spells from the Lore of Light within 12" of the

4 magic missile with 4 range of 24" — the target suffers
“The Strength of the hits i cqual to 4 plus the number of
caster (not counting the caster himself). Successful ward saves taken

ment must be r-rolled. The Wizard can choose to

of this spell 0 48" If he does so, the casting value

13+

6. BIRONA'S TIMEWARP Cast on 2+
The Wizard infises his alles woith Light Magic, frecing them from
the passage o time and speeding their acions

Biroa's Times The

is doubled, and its Attacks increased by 1 untl

arp is an augment spell with a range of 12

targer's Moveme:

the start of the caster’s next Magic phase. The unit also gains the

Always Strikes First special rule unilthe start of the caster’s next

Magic phase. The Wizard can choose o instead have his spelltrget

al friendly units within 12", I he does so, the cating valuc s

increased o 24+

THE LORES OF MAGIC




LT‘HE LORE OF
Jade Magic, Druid Lo, Animism

EARTH BLOOD (Signature Spell) Cast on 8+
Tipping int the Winds of Mogi, the Wisard creaes o charm of ebirth
tht betesgreat silence wpom el and s companions.

Earth Bload s an augment spell that i cast upon the Wizard and bis
unit i any). They have the Regencraton (5+) special rule unl the

start of the caster’s next Magic phase.

|
1 AWAKENING OF THE WOOD

Ties have long and ol memories, needing only a lisle magical

Cast on 6+

encouragement tolash out <ot roo and branch.
Lkakening ofthe Wadis a irect damage spell with a range of 18" and
causes D6 Strength 4 hits Ifthe target is even partially withina

umber of hits isincreased to 2D6.

2 FLESH TO STONE Cast on 8+

The Wisand transmates bis alles’ morial form 1o wnyielding rock

Flesh to Stone is an augment spell with a range of 24", The target
it has +2 to ts Toughness value unilthe start of the caster’s next

Magic phase.

| 3 THRONE OF VINES Cast on 8+
The Wizand fushions for himelfa ealking throne o vine and bracken, o

| oo and strengehen his conecton it the lving cortd

rolla dice. On a 2+, the miscastis ignored.

¢ Wizard's castings of the fllowing spels have the

Furthermore,
additional benefits given below (it does not change the effects of
\ spells that have already been cast):
 Earth Blond grants Regeneration (4+)
| rather than Regeneration (5+
o Arwakening of e Wond instead inflcts hits at Strength 6.

* Fleh to Stone instead adds +4 Toughness.
* Regrocath instead restores D6+1 wounds worth of models

« Shildof Thorns instead hits at Strength 4.
i

THE LORES OF MAGIC

LIFEBLOOM (Lo Auribute)

Life needs lte excuse to propagate,and even the cating ofthe simplest of

R

spels can brig forth the fll bloom of encwal. It whalesome enengies can

reinvigorate and heal, rekniting broken bones and scaunching blood loss.

When aspellfom th Lore o Lif s succesflly cast, the Wizard (or

another friendly model witin 12°) instantly recovers  single Wound lost

carer i the batle

4 SHIELD OF THORNS Cast on 9+

command, eraling brambles burst.from the rownd,

A+ the Wiands

Jirming a liing barrir around s ali

Remains in play: Shidof Tharns is an augment spell with a range of

2 end of each Magic phase, any enemy urit in base conact

rs 26 Strength 3 his.

At the

with the target su
‘ i
5. REGROWTH Cast on 12+ |
Drvoking the name of Duthandor; lod of the ancint wildshrines, the
asing oounds and healing

Wizarnd infce i fllen frends oith s

broken bones ot supernatural speed

Regrcth i an augment spell with a range of 24", The target unit
instantly recovers D3-+1 Wounds’ worth of models slain earlir in
the battle (cavalry count as 2 models). The wounds in the unit are
regained in a strict order. First, the champion is esurected, and

then the musician (standard bearers are never resurrected — if the

bearer’s been shin, the banner s gone for good), displacing rank”

e modes o reired. Then k-l odeewih
‘multiple Wounds (including command figures) are healed to their
Iy, any remaining wounds resurrect rank and file

alue, Fi

models (in the case of multiple wound rank and fle models, the first
resurrected models must be fully healed before another can be
, and 50 on). These models are added to the front rank

until it reaches at least fve models — additional models can then be
added to the front or rear rank. If the wnit already bas more than

one rank, models can only be added to the rear rank. Regrveth |

cannot take a unit beyond its stating size, and cannot be used to
heal characters or their mounts. The Wizard can choose o extend

the range of this spel o 48", I he does so, the castng value of

Regrowth i increased t0 15+

6. THE DWELLERS BELOW Cast on 18+

res emerge from the round, thei sl stron frgers tcaring

Grarled.

at thefes flesh,clutching their b and droggingshem doon 10 ho

p———r

The Drcellrs Belo i a irect damage spell with a range of 12" ‘

Every mode i the target unit must pass a Strength testor be sain,

1o saves of any kind allowed. The Wizard can choose to extend

the range ofthis spell to 24", IF he does s0,the casing value is

increased to 21+




THE LORE OF

HiAVENS

Celestal Magic, Astromancy, Divination

ICESHARD BLIZZARD (Sigoature Spell) ~ Cast on 7+
Razor-sharp shards o ice hurlfrom the il sic 0 Hind and dicearten
thefe

Teshard Blizzard s  hex with a range of 24", The target suffersa -1

‘modifier o ll To Hit rols (both shooting and close combat) and to ts

Leadership un the start of the caster’s next Magic phase. Shooting
p

attacks that do not use Ballisic Skill must rol 4+ on a D6 before

iring o th shot(s) i lost. The Wizard can choose o extend the

range ofthis spell 10 48" If he does so, the casting value isincreased.

010+

1 HARMONIC CONVERGENCE Cast on 6+

Divining auspicious igns,the caster guides the minds of i fillro

Harmonic Corsergene is a augment spel with a rnge of 24", Until

the star ofthe caster’s next Magie phasc,the target re-rols all To
Hit, To Wound and a

have this spelltarget all fiendly unit;

mour save rolsof 1. The caser can choose to

within 12", If he does so, the

casting value s increased t0 12+

2 WIND BLAST Cast on 7+
he Wizard scies the sins o the btfeld,directing thm againtthe o
Wind Blast i a magic missile with a range of 24", The target is
“pushed D3-+1" directy away from the caster (it does not change
facing). If the target unt comes into contact with impassable terrain
it stops 1" away and suffers D6 Strength 3 hits. Ifthe target unit

comes into contact with another unt it stops 1" away and both urits

suffer D6 Strength 3 hits. Targets that cannot move are not pushed

back atal,but sl suffer D6 Strength 3 hits. The castercan choose
o summon a more poverf

D6+2', raher than D3+1
increased to 14+

wind that pushes the target back

I he does so, the casting value is

3 CURSE OF THE MIDNIGHT WIND ~ Cast on 10+

Only thre soonds o his ancint onge are bron i e days thre

| e e "

Curse ofthe Midigla Wind i a hex with a range of 24". The target
must re-rol all 65 when rolling (0 i, to wound and armour saves

untlthe start of the caster’s next Magic phase. The Wizard can

instead choose to have this spel targetall cnemy units within 12
IFhe does o, the castng vaue is 20-+

ROILING SKIES (Lo A

Spels fom the Lore of Heavens manipult the thes ofthe skies Even asigle

cantip can upse he delcate blance of the heavens,uncashing waves o e that

bufft and pummel sybound crestures. When  spel fom the Lore of Heavens
tanges an enermy Aying it or 4 model with the Fly specialrl,the targe suffrs

D6 Strength it in sddision to sy ober efcts caused by the sell.

4. URANNON'S THUNDERBOLT Cast on 10+
With o crack of thunder, the Wizard cale docom an almighty bl of
lihtning and hurl it a the eneny

Uramnon's Thunderdel is  magic missle with a range of 24" that causes
D6 Strength 6 hits. The Wizard can choose to extend the range of this

spell t 48", I he does s0, the casting value is increased to 13+

5. COMET OF CASANDORA

Reaching ou acrssthe Winds of Mag
W

Cast on 12+

it the highet havens the

dron oxcards the batdfeld,
This spell s cast upon any fxed point on the tabletop. Place a
suitable marker over the exact spot affcted —  small coin i idel for

the start of

this. For as long as the spel lasts,the player rolls a D
each player’s following Magic phase. On a score of 1-3 nothing
happens, but place another marker on the first On the score of 3 4-6

the comet strikes the spot. All units from cither side that re wthin

D6 are struck by the comet. Each unit struck by the comet takes
26 hits, +1 hit or each marker on the comet, at a Strength equal

0.4 plus the number of markers on the comet. Once cast the comet
cannot b dispelled. The Wizard can choose to cat this spell so that
the comet stars with two counters ather than one, and two counters
are added each time the comet fils to land. IF he does so, the casting |

value i increased to 24+

6 CHAIN LIGHTNING

Lightning bu

Cast on IS+

hands and ares acrus the batl

fom the Wizar's

leaping from oe 1 e withcracklng i,

Chain Lightning i a dicet damage spellwith a range of 24°. Chain

Lightning causes 16 Strength 6 his. Once the damage has been

resolved, roll a D6: on a 3 or more, choose an enemy within 6" of the
ps to that unit, which suffers D6
Strength 6 hits. Keep roling for frther victims (cach within 6" of the

inital target  the

hing

last target struck), unl th roll s iled or there are no more viable

targets a it can ony be the target of i Lighning once per

Magic phase).
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THE LORE OF

HADOW

Grey Magic, Legerdemain, Phantasmancy

MELKOTH'S MYSTIFYING MIASMA
(Sigasture Spell)

The Wizard creates a numbing fog that causes his foolish foe to
lislecdy stagger and stumble,

Cast on S5+

\ Melksh's Mytifing Miaoma s b with  range of 45", The target
units Wespon Skill, Ballsic Skil Initative or Movement (you

choose which) is reduced by D3 (to a minimum of 1) unti the start

of the casters next Magic phase. The Wizard can choose 10 casta
more pawerful version o this spellthat instead reduces all four

characterstics (dor't roll a D3 for each — make one roll and apply it

toall four charscterstics). 1 he does so, the casting value of
Malko's Mystifying Miaoma s increased to 10+

L STEED OF SHADOWS Cast on 5
A coal-black, insubstantial drake materialises 1o carry a hero asoay
on wwings o night

Stced of Shadases is an augment spellthat can be cast on the Wizard
or a friendly character within 12", The target immediately makes &
move using the Fly special rule as if it were the Remaining Moves

sub-phase.

2 THE ENFEEBLING FOE
Deceived by the Grey Wizand's wiles, the enemy’s burdens
impasibly heavy upon their shoulders

Cast on 10+

Remains in play. 7
All models in the targ

Enfiebling Foe is  hex spell with a range of 18",

unit have their Strength reduced by D3 (to
a minimum of 1) for the duration of the spell. The Wizard can
choose to extend the range of this spellt0 36", I he does so, the

casting value of the Enfebling Foe s increased 1o 13-+

“ 3 THE WITHERING Cast oo 13+
| The Wizard reaches ntoshe minds of th fs, insigtin nebulons
| imagesof weeakness and doubr

|
| Remains in play:. e Widhering is a hex with a range of 18", All

models in the target unit have their Toughness reduced by D3 (10
minimum of 1) for the duration of the spell. The Wizard can extend
the range of ths spell to 36", I he does so,the castng value is

increased to 16+

SMOKE AND MIRRORS (Lor Azritue)

Shadow Wisards are masters ofllusion and displcement,sble o melt sy’

fotothe st s ifthey had never becn thre at ll. Thei spels often hase
i catrips of teleportaton wovenint the lager sorcer unaticed
nseen by th enemy: At a el from the Lore of Shadow s successflly

cast and resolved, the casting Wizand can choose 0 imnediely swap places
with a friendly characte ofth same troop type anywhere within 1,

4 THE PENUMBRAL PENDULUM  Cast on I3+
feed pendulums materialises in he air above the
Wizard. On s singe word of command, ihe pendlm swings

A ghasly razo

towands the enems, picking up speed as it docs so. I the pendlum
real enough 1o &ill o s it just @ conjurer’s trick? Only a fool sooudd.

tand in is path o find out.

The Ponsmbral Pedalum is 3 direct damage spell. Extend  straight
line, 6D6" i length, directly avay from the caster. Each model in
the way (determined as for a bouncing cannonball) must pass an

Intitive test or suffr a Strength 10 hit causing Maultiple Wounds

(D3). The Wizard can choose to double the Povumbral Pondlum’s
range (making the distance twice the total rolled). I he does so, the

casting value ofthe spell s increased to 18+

{
5 PIT OF SHADES Cast on M+ |
The Wizard opens a vortex to the infamous Pitof Shades. Torrified
<varriors fall creaming through the portal, plummeting 1o &

dimension filled with shaduo and the incessant wailing of those

who droell beyond’

Pt of Shades is  direct damage spell. Place the small round template
hen scatters D", All models underneath

ss an Initaive test or be dragged to their

anywhere within 24" —

the template must p

DOOM! (remove them as casualies with o saves of any kind
allowed). The Wizard can choose to create a vaster portal, using the

large template rather than the small template. IF he does s0, the

value i increased to 17+ and the template scattrs 2D6’
rather than D’ |
6. OKKAM'S MINDRAZOR Cast on 18+

The Wizard summons phantasmal <wcapons for bis allics tha shred

the flds of consciousness and reason. Victims of these mindrazor

believe themselves slain, and s they die

Obtam’s Mind

sor is an augment spell with a range of 18" and lasts

unilthe start of the caster’s next Magic phase. Models i the target

unit use their Leadership instead of Strength when rolling to wound

with al close combat atacks whilstthe spell remains in effect (any

Strength bonuses from weapons are ignored). The Wizard can

choose to extend the range of this spell to 36”. If he does 50, the

casting value of Obtam’s Mindrazor s increased to 21+




THE LORE OF

EATH

Amethyst Magic, Necromancy, Soul-sealing,

SPIRIT LEECH (SIGNATURE SPELL)  Cust on 7+

The Wizard extends an ebon hand txeards the chasen foe, leeching
its spirit through tainted sorcery

Spirie Leech s  direct damage spell with a range of 12" that argers a.
single enemy model (even a character in @ uni). Both caster and

target roll a D6 and add their respectve unmodi

range of this spell t0 24°. I he docs so, the casting value isincreased
010+

Cast on 4+
allis. Only the

| L ASPECT OF THE DREADKNIGHT

A invisible aura of horror surrounds the Wizard

bravest foes <l novw stand before them

Aspect of the Dreadbwight is an augment spell with a range of 24", The
farget unit causes Fear untilthe start of the caster’s next Magic
phase. The Wizard can choose to make the target even more

horrifying if he wishes, and cause Terror, rather than Fear. If he does

50, the casting value i increased to 9+
2 THE CARESS OF LANIPH Cast on 6+
Laniph toas an Arabyan sorceres whose ardent passions seere
edipd ony by her-capriciousnes. 1t akes il fort o cal her bk
 from the spirit world 10 caress @ new lover of the caster’s choasing.

‘ The Caress of Laniph is a direct damage spell with a range of 12" that

3 SOULBLIGHT Cast on 9+
Harnessing thesickly powcer of Shyich, the Wizard seeakens his

| fos" il 10 survive the batte

Soudlight s 2 hex spell with a range of 24", The target has -1
Strength and -1 Toughness (to a minimum of 1) untlthe start of

the caster’s

next Magic phase. The Wizard can choose to have this
spelltarget all enemy units within 24" — i which case the casting
valueis 18+

LIFE LEECHING (Lre Auribu)

spell. When s Lo of Desthspell s esoled, il D for cach unsaved wound,

caus by the spel (models remoree by the Purple Sun of Xereuscach sdda

umberofdiceequal o their Wounds characerisi). Fo ech 5 or 6 rolld n

S

4 DOOM AND DARKNESS Cast on 10+

Spirits of the departed asail the casters focs, sapping ther resolve

Remains in play. Doom and Darbess s a hex spel with  range of 24"
The target suffers a -3 penaly toits Leadership. The Wizard can
choose to extend the range of this spel to 48", IFhe docs s0,the

casting value is increased to 13+

5. THE FATE OF BJUNA Cast on 13+
Bjuna was a mighty warrior; 50 the story gocs, but fomously never
miled d cursed him 1o laugh

wentl his sides ruptured and spli

Leatscays not uniil the tickster g

lers of his tale cannat agree
<uhase fate woas soorse: Bjuna’s, o the servants who had o clean

up the mess

The Fate of Bjuna is a diect damage spell with a range of 12" and
targets a single enemy model (even a character in a unit). The target
suffers a number of hits equal to 2D6 minus his own Toughness

Hits from the i wound on a roll of 2+, with no

Bina cause
armour saves allowed. Ifthe target survives, he is subject to

Stupidity for the remainder of the game.

6. THE PURPLE SUN OF XEREUS  Cust on I5+
dsed darkness materialises upon the
battlefeld. Thase woho do not scape its touch are turned 10 inert

and wnfeling crystal,

A calussal orb o purple

Remains in play: e Parple Sun is 3 magical vorte that uses the

small round template. Once the template s placed, the player then

nomiinates the direction i which the Purple Sun vl move.
To determine how many inches the template moves, roll an artllery
dice and mulsiply the result by 3. Any model touched by the
emplate must pass an Initaive test or b slain outright with no

saves of any kind allowed. Ifthe result on the artillery dice

template on the caster and roll  scater dice and a

Dé. The template maves the number ofinches equal to the result of

the D6, in the directon shown on the scater dice (if you roll a Hi,
use the lite arrow shown on the Hit! symbo). In ither even, in
subsequent turns, the Purple Sun travels in a random direction and
moves a number of inches equal o the rol on an artllery dice. Ifa
misfire is rolled in subsequent turns, the Purple Sun collapses in
uponitself and is removed. A partcularly brave Wizard can infuse
i of Xereuswith more porwer,so tht it uses the large
round template instead. If he docs s0,the casting value is 25+




The Warhammer world
Soul-drinking swords

for the po

SELECTINC MAGIC ITEMS
Each Warhammer Armies book describes in
detail the many different kinds of magic item.

that each s

y can use. Here we shall examine
the magic items that are commonly used by all
races. Where a model has the option of choosing
one or more magic items, it wil be clearly stated
in his army list entry, as will any restrictions on
the magic items he can take. If a magic item is
listed both here and in your Warhammer Armies
book, use the points value printed with the later
some races have lesser or greater access to
certain magic items, which is reflected in their

points value

In add

n 0 any specific restrictions noted in
the relevant Warhammer Armics book, there are

dless of the bearer’s allegiance. These can

be summarised as follows:

SRR
TR e

UNIQUE
Magic items are considered to be unique — you
can only have one of each in your army unless
otherwise staed in the magic item’s rules.
Whilst 1 describe the magic items in this
appendix as ‘commont I mean to say that they
are common to'all aemies in the Warhammer
world and not that they are commonplace in any
sense. Even the least potent magic item is a
dangerous device, stecped in the fickle powers of
and is extrémely rare. A fortunate

hoarder of rinkets can consider himself lucky to

see one example of a particular ‘common’ magic
item in his lfetime, i at all.

MAGIC ITEMS

s rich in magical artefacts and holy relics of great power.
mpenetrable suits of armour, ancient tomes of sorcerous
knowledge and lost rings of incalculable might — many a war has been fought solely
ion of such treasures and the power they bestow.

BALANCE OF POWER

Usually only characters can carry magic items.
Each model can only carry one of each type of
magic item. Magic items are divided into six

categories: Magic Weapons, Magic Armour,

Talismans, Enchanted Items, Arcane Items and
Magic Standards. Each category covers a
particular kind of tem and ‘family’ of effects —
Magic Weapons give bonuses to a model's
fighting skill, for example, whilst Talismans
provide protection. A model can only ever
choose one item from each category. If he were
to do otherwisc, the magical emanations from
two similar types of item would overlap, cancel
out and ultimately explode in a suitably messy
fashion (although it would probably look very
spectacular, so it woulds' be a complete loss)
The only exceptions to this rule are some special
characters, who might well have two magical
weapons, for example. In these (rare) cases, we
assume that magical safeguards have been built
in t0 the items so that both can be borne by the
individual.

MAGICAL INTERFERENCE

Wizards ca

not choose magic armour unless

they have an option for ‘normal’ armour. Magic
is the stuff of dreams and nebulous imagination,
and rests uncasily alongside the physical. There

is little more real and physical than wrought

metal, and it tenacious actuality casts a peculiar
and unyielding shadow in a Wizard's mind. As a
rds cannot wield the Winds of
Magic i they wear armour of any kind ~ their

result, most

magical senses are smothered by the armour's
embrace — and so cannot choose an item of
Magic Armour.

The only exception to this is when a Wizard has
armour as part of his standard equipment or an
option for ‘normal’ armour, such as light armour,
or a shield. Such sorcerers have trained their

mind to focus and can wear armour without
confusion or penalty. The chief examples of this
Kind of Wizard are the dread Chaos Sorcerers of
the frozen north




MAGIC WEAPONS

Magic weapons are artefacts of bloodshed, pure.
and simple — they grant the wielder extra
abiliies or an increased characterisic profile so
that he might better slay his enemies.

lessathervisesated, a magic weapon s
reated as a hand weapon, and follows the rules
= exceptions:

* A magic weapon cannot be used alongside an
additional hand weapon to gain an extra attack.

* A magic weapon cannot be used alongside a
shield to gain a parry save.

PAIRED WEAPONS

Paired weapons are Magic Weapons that are
bought as a pair. In addition to their other
effects, paired weapons grant the bearer the
ra Attack special rule.

GIANT BLADE T 6 poins
Close comba attacks made with tissword are
resolved at +3 Srength

SWORD OF BLOODSHED 60 points
The wielder has +3 Atacks.

| OBSIDIAN BLADE 50 points
( Amour saves cannot be taken aginst wounds
caused by the Obsidian Blade

OGRE BLADE 40 points
Close combat atacks made with this sword are
resolved a +2 Strength

| SWORD Of

F STRIFE 0 p
Tis wieder o he Swod of S s +2 Atk

FENCERS BLADES 35 points

Bafed weapons. Thebearr bas Weapon Sl 10,

SWORD OF ANTI-HEROES 30 points
The bearer has +1 Strength and +1 Attack for
ey cnemy charcterin b comct it i o
his unit. These bonuses arc

each round of close combat and last unti it end.

SPELLTHIEVING SWORD 25 points
‘A Wizard that suffers unsaved wounds from the
Spellthieving Sword loses one of his spells
(determined randomly) for cach unsaved wound.

SWORD OF SWIFT SLAYING 25 points
“The wikde of the Sword o Swift Saying has the

Jculated at the start of

Always Strikes Fist special rule
SWORD OF BATTLE 20 points
“The wielder has +1 Artack.

BERSERKER SWORD

WHAT'S IN A NAME?

The magic weapons listed below often have a

name that describes them as specifically being a
sword or another particular type of weapon. This
doestt mean that the model has to have a sword
to use the ‘Ogre Blade’. We can simply assume
that his axe, hammer or other suitable hand
weapon has the same properties and is, for
example, an ‘Ogre A

M USING THIS ONE

A character that has a magic close combat
weapon cannot use any other close combat
weapons (his magic weapon is his pride and foy,
and he’s sure as sunrise going to use ). If a
character has more than one magic weapon, he
must choose which one to use at the start of the
combat (unless a rule specifies that both can be
used at the same time) — the chosen weapon
‘must be used for the duration of the combat.

2 p
The bearr has the Fenzy specalrle and can
never lose his Frenzy

SWORD OF MIGHT 20 points
Close combat atacks made with this sword arc
resolved at +1 Strength,

GOLD SIGIL SWORD 15 points
Atacks from the Gold Sigil Sword are made at
Iniative 10,

|
SWORD OF STRIKING 15 points
Attacks made with the Sword of Striking receive a
+1 bonus to hit

BITING BLADE 10 points
Close combat attacks made by the Biting Blade are

RELIC SWORD 10 points
Attacks made with the Relc Sword will svays
wound on 5+, unlessthey would normlly eed a
lower resul.

SHRIEKING BLADE 10 points
The bearer causes Fear.
TORMENTOR SWORD 5 points

A monster or character that suffers an unsaved
wound from the Tormentor sword has the Stupidity
special rule for the rest of the game.

|
'WARRIOR BANE 5 points |
A monster or character that suffers unsaved wounds
from Warrior Bane permanently loses one Attack for
ach unsaved wourd (0 misimum of Atacks 1. |

Drcar Thane




Queen Khalida

MAGIC ARMOUR

e T oo

— magical breastplates, ensorcelled shields, and

50 on. Only the most influential characters will
be clad in magical armour from top to toe. Most
characters might have a single piece of magical

armour, which they combine with ordinary

picces of equipment

Except where otherwise stated, magical suits of

armour and shields follow the same rules as

ARMOUR OF DESTINY S0 poins

| Heavy armour. The Armour of Destiny grants the
| wearer a 4+ ward save

| tRicKsTERS HELM 50 points

| e weare counts ks armur sve 3 bing n
(vai al. Any successful ol to
woun aguinst the wearer of the Trickster's

Flekm must be re-rlld

ARMOUR OF SILVERED STEEL 45 points

ARMOUR OF FORTUNE 35 poinis
Heavy armour. The Armour of Fortune grants the

| HELM OF DISCORD

30 poin
| The wearer counts his armour save 15 being one

If the test s faid, the characte succumbs to
( the helnvs sibilant whispers of malice and jealousy:

In this Close Combat phase, the victim cannot make
| stacksand s it atomatical

roll of 2

mundane ones, but keep in mind that

* A model can only have one suit of armour and
one shield, so if you give a model a magical suit

of armour or a magical shie
‘mundane cquivalent already worn by the model.

« A magic shield is treated as a normal shield,

but cannot be used alongside a hand weapon

o gain a parry save.

GLITTERING SCALES
L nour. Encmies suffe a -1 o hi p
en atemping tostrike the weare i close combat

25 points

ght arm enalty

SHIELD OF PTOLOS oints
Sh

hield. The bearer has & 1+ armour save against

shooting attacks.

SPELLSHIELD 20 poiats
Shicld. The bearer gains Magic Resisance (1).
GAMBLERS ARMOUR 0 points
avy armour. The Gambler’s Armour grants the
DRAGONHELM 10 poiats
The wearsr couts s o e 3 g one
o bighés an ol The werer s 2+
Vard save against faming atacks.
5 points

ENCHANTED SHIELD

The bearer counts his armour save as being

o pints higher than norm than the
e oo pot tat 3 sild woldnorally grut
CHARMED SHIELD S points
Shicld. One use only: The firsthit suffered by the
e the Charmed Shid s dicounsd oas

|
|

|

\




TALISMANS

The Talismans category includes charms,
amulets and other tokens of protection.

| TALISMAN OF PRESERVATION 45 poiis  OBSIDIAN TRINKET 15 points
The Talisman of Presrvarion grans the bearer a4+ The Obsidian Trnket grants Magic Resistance (1),
ward save.
TALISMAN OF PROTECTION 1S poins |
) OBSIDIAN LODESTONE 45 points  The Talisman of Procecion grants the bearer 6+
{ The Obsidian Lodestne grants Magc Resiance 3).  ward s J
‘ TALISMAN OF ENDURANCE 30 points  SEED OF REBIRTH 10 points |
“The Talisman of Endurance grants the bearcra 5+ The bearer ofthe See of Rebith has the
 ward save. Regeneration (6+) special rule.
OBSIDIAN AMULET 30 poiats  DRAGONBANE GEM  poins |

L
TR o h e Mg
| Resistance (2

| DAWNSTONE 25 points
The bearer e-roll iled armour saves
PAL AMULET 15 poiats

One use only: The Opal Amulet bestows a 4+ ward
be

ave against the fist wound suffered by the

afer which it power fades and it cannot be used again
| durng the game

MAGIC STANDARDS

The bearerof the Dragonbane Gem has a2+ ward
save against laming attacks, [
PIDGEON PLUCKER PENDANT

5 points |
o combat by model thatbave.

bl
the Fly special rule.

|
LUCKST 5 points
One use only. The Luckstone allow |
h

the bearer 1o e-roll a single filed armour save. |

Some units are allowed to carry magic banners,
as detailed in their army list entry. A Magic
Standard can only be carrid by a standard
bearer, as shown in the army list in the relevant
‘Warhammer Armies book.

| RAMPAGER'S STANDARD 55 points
| A unit with this magic standard can re-rol its
| charge distance dic

| WAILING BANNER 50 points

p
| A unit with this banner causes Terror in is enemies.

| RANGER'S STANDARD 50 points
[ A unit with the Ranger's Standard has the Srider
| special rule.

| RAZOR STANDARD 45 poiats
Modes in a unit with the Razor Standard have the

| Armour iercing special rule.

WAR
| Aw

35 poi
with this banser adds +1 o combat esolution.

| BANNER OF SWIFTNESS 1S points
Modelsin a unit with the Banner of Swifincss have
| 1o thir Menement characerisi

The only character permitied to carry a Magic
tandard Bearer.

Standard is the army’s Battle

LICH[BONE ?ENN. I\T 15 points. ‘

STANDARD OF DISCIPLINE 1S points
Modelsin a unit with the Standard of Discipline
have +1 Leadership, but cannot use the General’s |
Inspiring Presence special rule

ER OF 10 poists

Mo 'l e B of s P |
e Pl Akt

GLEAMING PENNANT
One use only. A unit with the Gleamiy
can re-roll its first filed Leadership test |

S points |

SCARECROW BANNER

A unit with the Sc

S poits |
e Bannercuss Fearin |
models with the Fly special ru !

Lizardman Standard Bearer




ARCANE ITEMS

Arcane items are items that enhance a W

ards

‘magical powers in some fashion. Only a
character with a Wizard level can carry an
Arcane Item. Characters with no sensitivity to

FoOKloRia 70 points
e bearer receives & +1 bonus on attempts to ast
s b

FEEDBACK SCROLL 50 points
One use only When an enemy spell has been cast,
Wiiard who bas  Fedback Serll can read i stead
ofattempting to dispelthe spell,

The spels st o norma b, of
been resoved, ol

the spel. The casing Wiza
result

S for oy
-+ rolled, with no armour saves allowed

| SCROLL OF LEECHING 50 points
One use nly When an encany spel has been cast, a
Wizard who has a S
inscad of rmping o dope e el The

Lecching can read it

His pool cqual to the number of dice used to cast
spell(remember tha your dispel pool cannot exceed
| 12 dice

SIVEJIRS HEX SCROLL
One use only, When an cncmy spell has bee:
Wizard who has

50 poiats
a Hex Scroll can read it instead of
;mmmw.hwou spell. The spell s cast s
ol b

 porion of the sl negy

and rediected at the caster. The en

Vieardca i e s s by n«ummmm
under his wizard level on a D IFhe fils, an

amphibian transformation takes hold and he becomes

cannot channel or cast spells,all of is magic tems
and mundane cquipment (rmour, weapons, ec.)

FORBIDD] 35 poiats

il o sl e L
an Arcane |
brains sucked out through their ears should they
try o use it

m useless and inert, or have their

EN ROD poi
One use only: The forbicden rod adds +D6 dice to
the power pool a the sart of the
phas, but also nflcs D3 wounds o the bearer (with

aster's own magic

0 armour saves allowed).

TRICKSTERS SHARD 25 points

One use only. Declre youare using this tem at the
phases.

suffers a wound with 10 armour saves allowed

EARTHING ROD 25 points
Gne use only. Ifthe wizard rollson the miscast table
he can re-rol the resul
DISPEL SCROLL 25 points
One use only. When an enemy spell has been cast,
wizard who has a dispel scroll can read it nstead of
attempting to dispelthe spell by using dispel dice.
maticaly dispel the nemy spel; no dice

ol e Noe hat o s sl il ok
help fthe spell hasbeen cast with rresis

Noe st dpel sl s b e o dipel
spels tha remin in play oher than at the moment
they are cast.

POWER STONE

One use only. The Wizard can declre tht he s using

» ‘working and all of
i reduced © 1 (except fo his wounds, which are
unaffcted). His controling player can roll a D6 at
the start of cach of
spelldissipates on  roll of -+ and the wizard returns

his subscquent magic phases; the

to his norma form (but sillatemps to cat fies o
several daysaftervard).

POWER SCROLL oiats
| One use only. A Power Scroll can be used when the
‘Wizard makes a casting atempt. During that castng
atempr, any roll of a double will cause irrsistible
force (and a miscast).

WAND OF JET
One use only The bearer can increase one of his
casting resuls by an aciional +Dé, affr other
Casting i have been olld. This s powes dice
can contribute to casting 2 spel with irresistble force
(and a miscas),

the casinga spell If
e docs o, two extrsdice are added to the power dice
tht he s going to oll(you sill need to roll a least
one dice from the power pool).

SCEPTHE OF STABILITY

One use only: The bearer can choose o increase one:
of his dispel results by an additonal -+DD6, afte his
other dispel dice have been roled. This exta dispel
dice can contribute to dispeling with rresistible force.

HANNELLING STAFF 15 poiats
The Wizard adds +1 to al o his channeling atemps.

SCROLL OF SHIELDING 15 points

xR b s

Wiard who has a Sroll o

instead of attemping to ol e sk Trespets
rmal, but the targe of the spel i granted

% ward save againstany wounds causd by thespll:




ENCHANTED ITEMS

The Enchanted Items category includes all
‘manner of wonderful artefacts too unique or

specific to be included in another category
WIZARDING HAT 100 points

The wearer s treated as being a Level 2 Wizard

who can use a randomly chosen spell lore. Howerver,

he also has the Stupidity special rule.

FOZZRIK'S FOLDING FORTRESS 100 poists
Afer deployment zones have been agreed, but
placea

your deployment zone o represent
the Folding Fortres. This is treaed 1s 2 standard
‘wwumwu page 126 for detils).

1fyou do not have a suitable building to place, you

e
| ARABYAN CARPET 50 points
Tafantry o monstrous infanty models on oot only:

The owner of this magical carpet has the Fly specia

rule. However, he cannot join units

CROWN OF COMMAND 35 points
| The bearer of the Crown of Command has the
Stubborn special rule

| HEALING POTION 5 points
ae el The Horling i ca b drele
| thestart ofthe controlling players trn. The

e i
the batle

| FEATHERFOE ToRC

s (and

35 points
ir riders) must re-ro

successful ¢ hearer (and any

I hit against the
| unit he is with) in close i

| RUBY RING OF RUIN 25 points
Bound el poee e . The Ruy i of i

contains the Fireball spell(se the Lore of Fir

"They ar ofien amongat e meost prizd MAgKAL

items to possess.

THE TERRIFYING MASK OF EEEI2S poiats
. However,
hip

The wearer of this mask causes Ters

er models can never use his Leade

OTION OF STRENGTH 20 poiots

One us nly. Th Posionof Srength can b drunk

a the sart of urn, The imbiber has +3
et unl heend o the tur

POTION OF TOUGHNESS 2 points

One use only. The Po

of Toughness can be
The imbiber
sghness unilthe end of the turn.

at the sart of any player’s turn

drunk
ha

THE OTHER 15 points
TRICKSTER'S SHARD,
Models in base contact with the bearer (riends and

ot ki

IRONCURSE ICON

The character unit he s with)

ward save against war machin weapons.

FOTION OF FOOLHARDINESS
 usc only. The F
Anm at the start of any player's turn. The imbiber

5 points
sion of Foolhardiness can be

s the Immune to Psychology and the Devastating
G et i e W
POTION OF SPEED 5 points

One useanly. The Poion ofSpcd ca be drunk

any plaers tum. The mbiber b

Chans Socererof Tecentch




SUMMARY

PLAYER TURN |

1L MOVEMENT PHASE
Under normal circumstances, each unit can
actin just one of the following sub-phases

iii.  Compulsory Moves
iv.  Remaining Moves

2 MAGIC PHASE
Roll for Winds of Magic, then follow the
steps below untl the player cannot, or docs

not wish to, cast any more spells:

3 SHOOTING PHASE
‘Work through cach unit that wishes
to shoot, one by one, following

the steps below

i, Nominate Unit to Shoot
i, Choose A Target |
i, Rollo H

iv. Roll to Wound

v Take Saving Throws |

Vi Remove Casualties

4 CLOSE COMBAT PHASE

The player whose turn it s decides which
order to resolve close combats, each time
following the steps below:

i Fighta Round of Close Combat

i, Caleulate Close Combat Result

il Loser takés a Breal
iv.  Flec and Pursue

MOVEMENT

MOVEMENT TYPES SUMMARY

All Movement s calculated at the speed

of the slowest model in the unit |

Movem | ‘
Charactenste |

Normal Move =

March Move = Moyement

Characteristic x 2

Charge Roll Movem:
Characenitic + 2D6®

FleeRoll = 2D6*

PursueRoll = 2D6*

SHOOTING ‘__;}
ToHT

3
To Hitscore 6 5 4

SHOOTING MODIFIERS |
Moving and Shooting 1 |
Firing at Long Range o
Standing and Shooin -1

Behind Hard Cover 20
Target has Skirmishers special rule -1

|
Target Behind Soft Cover -1

7+ TO HIT

6 followed by a 4, 5 or 6
8 6followedbyasor6 |
9 6followedbya6 |

10+ Impossible!




|COMBAT

) COMBAT RESULT POINTS

| Wounds Inflicted ~ +1 combat result for each wound inflicted |
| Charge! +1 combat result if the unit charge i
| Extra Ranks +1 combat result for each extra rank with at least five models, to a maximum of +3.
Count the highest rank bonus on your side in the fight.* \
| Standard +1 combat result for one or more standard bearers. ‘
Flank Attack +1 combat resultif your unit is fighting the enemy unit’s flank.** |
| Rear Attack +2 combat resultif your unt i fighting the enemy units rear* |
! The High Ground  +1 combat result f one or more of your units charged downhill )
Battle Standard 1 combat result for one or more Battle Standard Bearers J
+1 combat resul per excess wound caused in a challenge, to & maximum of +5.

arebing attched i the lnk o rear by eveicsthat themsloes e o

| | TO HIT CHART ARMOUR SAVES
| TARGET'S WEAPON SKILL Armour Saving Throw
| | 1123 4|5|6|7[8]9][10| N None
e T [ [sr oot | or ] s | Lisbcammu o+
| ight armour and shield 5
4 2[o% [ 4% | 4v [ 4 5+ s+ 5+ ke b b g i o
[ & 3w 3 [ax v [ov 4% | 5% [ 5% 5+ y armour and shield 44
B 4|3+ [ 34| 3+ | 4t |4+ [ 4t | 4+ | 4+ | 5+ Mounted + no armour 6+*
H Mounted + lightarmour s+e
| § 513+ [ [ 3% |3 [ar |4 |4 av 4+ R o
g armour and shield 4+
8GN G 3+ |5+ | 3+ | o | o+ | 4+ | 4% | 4+ | 4+.| 4+ | Mounted + hosvy armour e
b e e 3% [+ [ 4 [ 4% [ 45| Mounted + heavy armons snd shicld| 34
R e moe w ”
(% 93+ |3+ 3+ 3+ 3+ 3+ 3+ | 4+ 44|  ARMOUR SAVE MODIFIER TABLE
| 0[5+ [a+ 3+ o+ 33+ | 34 |3+ [4+| Sregh 4 5 67 8 9 10
=t - - Modifier - 2 3 4 -5 % -1

'CHART

TARGET'S TOUGHNESS

- |
c
4|
c
(=]
z
g

I e e e e e oo | PANIC
| ‘ 2 aall AR5 B
G 2138 |4+ | S| 6F |64 6+ |6+ ] 6+ |6+ |6+ | | 4 unitimmediaely takes a Punic st whe
| B 3|2+ |3+ |4+ |5+ |6+ |6+ |6+ 6+ |6+ |6+ * A unit suffers 25% casualties.
| & 4|2+ |2+ [o+ |4+ |5+ |6+ | o+ | 6+ | 6+ | 6+ * A friendly unit is destroyed within 6.
B e e B N B T ‘ « A fiendly unit fails a break test within 6", |
2 2 ||« Itis fed through by a riendly unit
| g 6|2+ | 2+ i A s an (G vl [ Only one Panic test is taken per phase.
\ | £ 7[2+]2 2+ |2+ [ 3+ | 4+ 6+ | 6+ |
| =" ge+ [2r 2+ | 2+ |2+ o+ 5+ | 6F
9|2+ |2+ |2+ |2+ |2+ |2+ | 2+ | 3+ | 4+ |5+




ult.
iv. Every Wizard channels one extra dice on the roll of a 6.
. Neither the power northe dispel pool can exceed 12 dic
CASTING SUMMARY
If the dice roll + caster’s Wizard level (the casting total)
beats the spell’s casting value, the spell is cast |

However
i the total dice roll is less than 3, the spell fails

« _..if two or more 6 are rolled, the spellis both cast with
irresistible force, and miscast

+ Spells cast with irresistible force cannot be dispelled

DIRECT

| SPELL TYPES MAGIC
§ DAMAGE MISSILES
! Lie within forward arc? % ¥
{ Needs lne of sight? N Y
| Must be within range? ¢ %
| Can be targeted into combat? N N
i 'Brgusﬁ-zndt N N
Y : 4

| MISCAST TABLE
| 206 RESULT
|24 Dimensional Cascade. Centre the large round
\ template over the Wizard — every model underneath
. the template (including the Wizard) suffers a
| Strength 10 hit. Once the damage has been resolved,
' roll a D6. On the score of 3 o less, the Wizard is
removed as a casualty. On a roll of 4-6, D6 dice are
lost from the power ool instead.

|56 Calamitous Detonation. Centre the small round
| template over the Wizard — every model underneatl
the template (including the Wizard) suffers a

|
| Strength 10 hit. Additionally, D6 dice are los from
| the power pool.

\

DISPELLING SUMMARY |

If the dice roll + dispelling Wizard’s level (the dispel total)

beats the spel’s casting total, the spell i dispelled.

However.

+ ...if the total of the dice roll s less than 3

o ...ifthe dispel
automatically succeeds.

the dispel fils.

cempt contains wo or more s, the dispel

|
|

AUGMENT HEX MAGICAL |
VORTEX ‘
N N ¢ {
Y X R 4 |
% @ | X |
Y ¥ na
i £ N
N Y n/a |
206 RESULT
7 Detonation! All models in base contact with the

Wizard (but not the Wizard himself) suffer a
Strength 10 hit. Additionally, D6 dice are lost from

the power pool.

89 Magical Feedback. The Wizard and every model
on the same side that can generate power or dispel
dice suffer a Strength 6 hit. Additionally, D6 dice

are lost from the power pool.

Power Drain. The Wizard's level i reduced

by D3, to a minimum of 0 and he forggts a single
spell for cach Wizard level lost (the firstis the spell
that was miscast —other spell lost are defgrmined
randomly). The Wizard cannot attempt to cast
further spells this phase.

1012




|REFORMING
| TYPE

WHEN Ld TEST?

| Normal Reform  Before moving No

Swift Reform Test after making a Yes*

norma reform

|

Combat Reform  Afier passng Break test  Yes**

(lostfight)

Combat Reform | After enemy has passed | No

(won/drew fight) | Break t

Resminand  Aficrenemyhasfled  Yes

 Reform

out all No
combat enemies

Restrain and
Reform

After wipi

[ * Reguins o musiion

BLACK POWDER WAR MACHINE
MISFIRE CHART

D6 RESULT
12 Destroyed! The war machine is destroyed.

34 Malfunction. The war machine cannot fire this
turn or the next
5-6 May Not Shoot. The war machine can shoot as

normal again next turn

[ALIES CHART
|
| Can use allied General's Inspiring Presence

| Can use alied battle standard's Hold Your Ground

| Caibe joined by alied characters

e Panic tests in allies
Are treated as friendly urits for the purposes of spells

| Hiave to take Dangerous Terrain tests when
| flecing through allies
Can use alled battle standard if the same race

* Only iftheyare chsen from thesame Armics bk

TRUSTED

[ TROOP TYPES
RANK = HORDE SUPPORTING = SWIFT-

| WIDTH WIDTH ~ ATTACKS  STRIDE?
Infantry S 10 1 No
| War Beasts| 5 10 1 Yes
| Cavalry 5 10 i Yes.
Monstrous| 3 6 Upto3 No
Infantry
Monsirous 3 6 Uptod Yes
Beasts
Monstrous | 3 6 Upto3® Yes
Cavalry
Monsters | na | nh a No
Charot | nh | nh No Yes
Swarms s 10 1 No
STONE THROWER
MISFIRE CHART
D6 RESULT
1 Destroyed! The war machine is destroyed.

2.3 Disabled. The stone thrower suffers a wound and
cannot fire this turn or the next

4-6 May Not She
normal again next furn,

The war machine can shoot as

DESPERATE

SUSPICIOUS

Yes No No

g No No
Yes No No
Ye Yes No
Yes Yes No
No No Yes
Yes No No

3
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A World of Chaos. A Time of Heroes. An Age of War.

Enter, if you dare, the Warhammer world - a strange and dangerous
realm, riven with battle, bloodshed and slaughter, twisted beyond sanity by
the warping power of Chaos. Warhammer, the Game of Fantasy Battles,
puts you in command of a force of mighty warriors, monsters and war

engines. With armies of Citadel miniatures, you will wage war over a .
tabletop battlefield, unleashing wild magic, darkening the skies with arrows
* and smashing aside your enemies with sword and claw.

This book contains all the information you need to become the general of a Warhummer
army, including full rules for fighting out Warhammer battles, a history of the world and
the races and armies that fight over it, examples of hundreds of gloriously painted
Citadel miniatures, and advice on how to start your own all-conquering army,
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