


This official Expansion 
has been brought to you 
by Jervis Johnson, who, 
as a history buff, knows 
a great deal about civil 
wars whether it's the 
Wars of the Roses, the 
Thirty Years Wars or the 
Sundering. Yes, when 
you've been a games 
designer for as long as 
Jervis has, real world and 
Warhammer history tend 
to get a bit muddled! 

• 

C
ivil wars are the most brutal and 
bloody of all types of combat. No 
battle is ever quite as vicious as that 

fought between former friends and allies. 
Love and hate, they say, are but two sides 
of the same coin. Brother turns against 
brother, and former comrades in arms come 
to blows. Injuries and slights incurred over 
the years are remembered, and bloody 
revenge is taken for each and every one. 

Civil War is an official Expansion for 
Warhammer that provides extra rules that 
can be used in a game where both sides 
are chosen from the same army list. Such 
battles are far from uncommon in the 
Warhammer world, and no race is immune 
from descending into brutal internecine 
conflict. Perhaps two powerful warlords 
come to believe that the only way their 
rivalry can be resolved is on the field 
of battle, or a simmering feud that has 
festered between competing factions finally 
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explodes into open warfare. The history of 
the Warhammer world is littered with tales 
of terrible civil conflicts that are only finally 
resolved in the white heat of battle. 

Warhammer: Civil War allows you to 
fight such battles. It has been designed so 
that no advance preparation for the game is 
needed. The only requirement is that both 
players chose their army from the same 
army list, and that both players agree to use 
the following rules. In practise this means 
that whenever you play a game, you can 

choose to use the Civil War rules if both 
you and your opponent have chosen forces 
from the same army list. 

The Civil War 'rules themselves are very 
straight-forward to use. You pick a Pitched 
Battle scenario to play as you would do 
normally, but before setting up the scenery 
or deploying for the battle you roll once on 
the Civil War Battle table (over the page), 
and then once on the Civil War Army table 



for the army you are using. So if you were 
fighting a Civil War between two Empire 
armies, you'd roll once on the Civil War 
Battle table, and once on the Empire Civil 
War army table. A different army table will 
be provided for each Warhammer army, 
which ensures that the rules that apply 
in your battle will accurately reflect the 
character of the army you are using. After 
all, a civil war fought between two Ore 
Warlords is going to be different to one 
fought between Empire generals. 

The results you roll on the tables will 
require you to include one or more special 
rules in your battle, in addition to any 
special rules that normally apply. These 
preparations complete, you are ready to 
carry on and fight your battle. We think you 
will find that the Civil War rules will make 

for a really unique and interesting battle, 

and a challenging one too, unlike any you 

have fought before. 

., 

FIGHTINGA WARHAMMERCIVIL WARBATTLE 

If you and your opponent are 
using an army selected from the 
same army list, then you may 
agree to fight a Civil War Battle 
instead of a Pitched Battle. If 
you do so, follow the normal 
procedure for fighting a Pitched 
Battle, with the additional steps 
described below. 

Civil War Sequence of Play: 

1. Roll on the Pitched Battle 
table in the Warhammer 
rulebook, or agree which 
Pitched Battle to fight. 

2. Roll once on the Civil War 
Battle table. 

3. Roll once on the Civil War 
Army table corresponding to 
the armies being used. 

4. Fight the Pitched Battle 
scenario with the addition of 
the special rules rolled on the 
Civil War tables. 

The rival factions that comprise 
each race will fight alongside 

one another to repel a common 
enemy, but in times of civil war, 
their infighting can be intense. 
Should Nuln go to war against 
Middenheim, for example, you 
might expect to see a whole 
artillery school ranged against 
an army of warriors of the White 
Wolf. When the Skaven Great 
Clans vie for power, the mutant 
menagerie of Clan Moulder 
might be crazy enough to 
take on the warp-laboratories 
of Clan Skryre. The ghoulish 
armies of the Strigoi may rise up 
against their hated von Carstein 
oppressors, whilst tribes of Night 
Goblins may turn on Black Ore 
warbands and so on. We could 
fill the rest of the magazine with 
potential clashes like this, but 
half the fun is in making your 
own up and adapting them to 
your own army. 

The armies fielded by such 
factions tend to include a greater 
proportion of specialists, and 
we wanted to give you rules to 
reflect that. 

To represent war between 
rival organisations or tribes, 
when fighting a Civil War, you 
and your opponent can agree to 
use the Factions rules. 

Designer's Note: The Civil War 
rules can be used with any 
Pitched battle scenario, but will 
work most smoothly with the 
Battleline, Dawn Attack, and 
Battle For the Pass scenarios. 
You may wish to limit yourself to 
one of these three scenarios, at 
least for the first couple of Civil 

War battles that you fight. If you 
decide to do so, we recommend 
rolling a D3 to pick the scenario, 
with a roll of 7 being Battleline, 
a roll of 2 being Dawn Attack, 
and a roll of 3 being Battle for 

the Pass. 

THE RULES 
When fighting a war between 
factions, each player chooses his 

force as usual, to an equal points 
value agreed before the game. 

Once he has done so, each 
player can then spend an extra 
25% of that value again on any 
units available in his army book. 
Units taken from this additional 
allowance do not count towards 
the usual restrictions for choosing 

duplicate choices in an army. 
Furthermore they do not count 
when calculating the percentages 
that govern how many points you 
spend on Lords, Heroes, Core, 
Special and Rare. There is one 
restriction, however- although 
these points may be spent on 
characters and options, they may 
not be spent on magic item . 

To use the example above, 
an Empire player who has a 
2000 point army representing 
the city of Nuln may decide to 
take an extra three He/blaster 
Volley Guns, .a Great Cannon and 
a Battle Wizard to accompany 
them, just because he wants 
a little extra in the way of 
pyrotechnics ( 495 points in total; 
just under his 500 point limit) . 
The Battle Wizard could take any 
of the options available to him 
(within the points limit) but no 
magic items. 
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Civil War Battles Table 
After rolling to see which type of Pitched 

Battle you will fight, roll 2D6 and refer to 
the Civil War Battle table on the right. The 

table will tell you which special rules apply 

to the Pitched Battle, in addition to the 

rules that normally apply. 

Civil War Army Tables 
After rolling on the Battle Table, roll 2D6 

and refer to the Civil War Army table for 

the armies being used. For example, if you 
were fighting a Civil War between two 

Beastmen armies, you would roll 206 and 

refer to the Beastmen Civil War table. The 

table will tell you which special rules apply 
to tlie Pitched Battle, in addition to the 

rules that normally apply. 
We have included the Beastmen, 

Lizardmen, Ogre Kingdoms and Vampire 

Counts Army tables in this issue, and over 
the next three months we'll cover the rest of 

the races so keep your eyes peeled. 

Fight The Battle 
Having rolled on the Civil War tables, set 

up the battlefield, deploy the armies, and 
fight the battle as you would normally, 

except that any special rules rolled on the 

Civil War tables will apply to the battle 

you fight. Note that some rolls provide 
additional ways you can win the battle, 

which will apply in addition to the normal 

victory conditions. 

Designer's Note: With so many randomly 
selected special rules in play, it is not 
beyond the realm of possibility that you 
may find that the results you roll on the 
Civil War tables could contradict each 
other. In the unlikely event this happens, 

The Most Important Rule applies, and 
you should roll randomly to decide which 
special rule has precedent for the duration 
of that battle. • 
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CIVIL WAR BATTLE TABLE 

2 Annihilation: The only way this dispute will be resolved is by the 
complete destruction of the other side. All units in both armies are 

Unbreakable. Ignore the normal rules for Game Length and Victory 

Conditions for the Pitched Battle you are fighting. Instead the game 

lasts until one side is completely destroyed. The surviving side wins 
the battle. 

3 lust For Battle: The troops in the two armies are desperate to get 

to grips with each other. All units in both armies have the Vanguard 

special rule. 

4 Pent-Up Fury: The two sides are seething with pent-up aggression. 

All units in both armies have the Devastating Charge special rule. 

5 Undeserving: Each side considers the other unworthy to carry the 
battle standards under which they march. The victory points for 
Seized Standards is increased to 100 points for each slain standard 

bearer, and 500 points for the enemy Battle Standard Bearer. 

6 We Will Not Yield: Neither side is willing to back away from this 
fight. All units in both armies are Stubborn. 

7 Ancient Enmity: The two sides have harboured numerous grudges 
against each other for centuries. Roll twice on this table, re-rolling 

any further rolls of 7 or any duplicate rolls. 

8 Hated Rivals: The two generals despise each other. Each Army 

General Hates the General of the opposing army, and will win the 
battle immediately if the opposing general is slain. Should the two 
Army Generals both be slain at exactly the same time, then the 

battle is a draw. 

9 Bloody Feud: The two sides have been feuding for years. All units in 
both armies Hate all units in the other army. 

10 Unreasoning Spite: Both sides are so blinded by hate that they have 

lost all reason . All units in both armies are subject to Frenzy. 

11 We Shall Not Yield: Both of the rival armies believe completely in 
the justness of their cause. All units in both armies are Immune to 

Psychology. 

12 Guerrilla War: The two sides have been ravaging each other's lands 
in a vicious guerrilla war. Up to three units in each army may count 
as having the Ambushers special rule, if their commander wishes 

them to do so. 
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UNCIVIL WARS OF THE 
WARHAMMER WORLD 

(All dates in Imperial reckoning) 

-27"1!9 to -2723 
The Sundering 
Civil war erupts across Ulthuan as Malekith 

attempts to seize the Phoenix Throne by 
force. Malekith's defeat leads to the self­
imposed exile of the Dark Elves in the cold 

wastes of Naggaroth. 

-623 
Betrayal in King's Glade 
Coeddil the Treeman attacks King's 

Glade in Athel Loren, slaying many Wild 
Riders. Only the Wood Elf queen, Ariel's 

intervention prevents a great tragedy from 

unfolding by defeating Coeddil. She cages 
the creature within a circle of waystones 

where its malign influence cannot infect 
other tree-kin. 

--'1155 
Regicide in Khemri 
King Qu'a of Zandri and King Rapesh of 
Numas form an alliance and attempt to 

overthrow Settra. The King of Khemri is 

only saved from an assassin's blade by the 

intervention of his bodyguard. Roused to 
immortal anger, Settra's legions strike back 

against the alliance, immersing the Tomb 

Kings in a bloodless civil war for seven days 

and seven nights. It is Settra who prevails 

and orders the pyramids of the rebel kings 
raised to the ground, and their unliving 
bodies set ablaze. 

658 

The Lost Claim 
Thori Gundrikson discovers gromril in 

the caves west of Blackwater. A year 

later, Bragal Smithshelm turns up at the 

Blackwater Caves accompanied by a throng 
claiming the gromril seam, as his mine 

is closer. Axes are drawn and a battle is 

fought, but never recorded in the annals. 

Tellingly, onlyThori's claim has ever 
been recorded. However, to this day the 

ancestors of Smithshelm and Gundrikson 
refuse to fight in the same army. 

15-'117 to 2304 

The Time of Three Emperors 
One of the most infamous eras of civil war 

was the 750 year period where the Elector 

Counts warred amongst themselves leaving 

the Empire vulnerable to myriad enemies 

within and without. It was not until the 

emergence of Magnus the Pious that the 

Empire would be united once again. 

cl705 
Crusher Zogoth Crushed 
The greenskins are almost permanently 

warring amongst themselves, only breaking 

off to fight an external foe. But even for 

the Orcs, Gorbad lronclaw's battle against 
Crusher Zogoth was a particularly vicious 

affair. Gorbad won the day by personally 

slaying Crusher Zogoth and uniting the 
lronclaw and Broken Tooth tribes at the 

fortress of Iron Rock. 

181-'11 

Madness at Mousillon 
Duke Merovech of Mousillon holds a great 
victory banquet fol lowing the obliteration 

of the Skaven carriers of the Red Pox the 

year before. However, at the banquet his 

insanity becomes publicly known, and 
the blood of the king is spilt in his hal.ls. 

Mousillon is disgraced, and Lyonesse leads 

a force against them. In the ensuing war 

Duke. Merovech is slain and Mousillon 
loses much of its land and wealth to 

Lyonesse. For Mousillon it is the start of 

a dread era that will affect the city for 

decades to come. 

2100 
Lord Xhilipepa's Dispute 
Skink Priests attending to the mummified 

remains of Lord Xhilipepa dispute the 

meaning of the flight patterns of mosquitoes 
circling his skeletal head. The disagreement 

escalates and opposing factions clash over 
the possession of his remains. 

2308 

The N ordlander Affair 
Following the Empire's victory against the 
Bretonnians at the Battle of Parravon, a 

battalion of Nordlanders are mistakenly 

attacked by a relief army of over-eager 

Stirlanders who have heard tales of !§rightly 

clothed foreigners with funny accents 
invading their lands. 

2518 

Master and Apprentice 
The Vampire Melkhior's former apprentice, 

Zacharias, attempts to steal the Book of 

Nagash but is thwarted. Thirteen years later 
Zacharias returns at the head of an Undead 

horde, and mounted on a Zombie Dragon 

he has raised himself. A battle between the 

forces of master and apprentice ensues with 

Zacharias the victor. Melkhior is defeated 

and Zacharias takes possession of the 

accursed Book of Nagash. 
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Roll once on this table if you are fighting a Civil War between two Vampire Counts armies. 

2 Night of Ghosts: The fabled Geistnacht falls but once every seven years, but when it does the spirits of the 

dead rise up across the realm to do battle amongst their own. Roll a D6 for each of your characters and units. 
On the roll of a 6 that character/unit has the Ethereal special rule. If an Ethereal unit rolls a 6, however, it 

loses the Ethereal rule as its members coalesce into solid ectoplasm! 

3 

5 

6 

7 

8 

Grasping Craves: The concentration of Dark Magic causes those buried in shallow graves to reach up and 

grab at those above, pulling them into the graves in which they belong. At the end of each Magic phase, the 
player whose turn it is may nominate an enemy unit. Every model in the unit must pass a Strength test or be 

slain, with no saves of any kind allowed. Once a unit has been nominated it cannot be nominated again for 
the duration of the battle. 

Lords of Bone: The skeletons of those raised from these lands are fossilised or otherwise petrified, their stone 
bones all the harder for it. Units of Skeleton Warriors, Black Knights, Grave Guard and Wight Kings in both 

armies have+ 1 Toughness. 

Necrarch Relic Hunters: The ancient brotherhood of the Necrarchs has sent out agents to recover the 
treasures of their rivals . All Wizards have an additional Magic level, to a maximum of 4. If a character defeats 

another character in a challenge, he may roll a D6 for each of his defeated foe's magic items. On the roll of 

a 4+ he takes that magic item and may use it in the rest of the battle (assuming the item has not already been 

'used up' or is otherwise available to that character). 

The Grand Hunt of Strigos: The troglodyte Strigoi clan is out in force, desperate to claw its way back into 

ascendancy. Crypt Ghouls and Crypt Horrors have the Hatred special rule. 

Ancient Enmity: The two sides have harboured numerous grudges against each other for centuries . Roll twice 

on this table, re-rolling any further rolls of 7 or any duplicate rolls. 

The Iron Fist of the von Carsteins: The von Carstein family exerts its fell powers upon those who would dare 
challenge their rule. All von Carsteins, Vargheists, Fell Bats, Bat Swarms and Black Coaches have+ 1 Strength. 

9 Lahmia Ascendant: Throughout Sylvania the royal sisterhood of the Lahmians reveals itself, striking at the 

heart of their rival Vampire's armies. All female Vampires in your armies gain the Quickblood and Beguile 
powers. Furthermore, Pallid Handmaidens have+ 1 Strength. 

10 Sons of Abhorash: The Blood Dragons rise up in force, their honour demanding that they slay the lesser 

bloodlines. Each player may field up to five Blood Knights in addition to his usual army, provided he has 

the models available. These must form a separate unit. Furthermore, roll a D6 for any male Vampires in your 

army. On a 4+ they belong to the Ordo Draconis and gain the Dread Knight and Master Strike powers. 

11 Animus Morti: The air crackles with Necromantic power, hastening the dead to battle. All Undead units 

may march, regardless of their proximity to the general. Furthermore, all Wizards have the Vanhel's Danse 

Macabre spell as standard- if they roll Vanhe/'s Danse Macabre when generating their spells, it counts as a 
duplicate. 

12 Night of Dark Wings: The stormclouds themselves are heavy with Dark Magic, and those Undead creatures 

able to drink of their bounty become stronger. All flying units have+ 1 Sand+ 11 (this includes the riders of 
flying mounts) . 

• 
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Roll once on this table if you are fighting a Civil War between two Beastmen armies. 

2 Primal Stampede: The forest shudders as tribes rush to battle. Any unit with the Beastman Ambush rule that is 

removed from play is treated as being 'in Ambush ' and may re-enter play on a subsequent turn. 

3 Hidden Pathways: The Beastmen are warring in a clearing to which there are many hidden pathways. The 

player with the fewest units on the table at the beginning of each turn adds +3 to the result when making 
Beastman Ambush rolls. 

4 The Bray-feast: The forest echoes to the deafening bleats and chants of Bray-Shamans, their cries taken up by 

the Beastmen ranks until the trees shake at the cacophony. Units may not benefit from the Leadership of their 

army's characters. Furthermore, all Wizards will Miscast on any roll of a double, not only a double 6. 

5 Bacchanalia: The Beastmen have been celebrating throughout the night, though come dawn the celebrations 

have turned nasty. All units must roll on the Centigor Drunken table at the beginning of the game. 

6 Orgy of Violence: The Beastmen's ritualistic leadership challenges have spilled over into full-scale war, all 
semblance of order lost as the savage ranks tear each other apart with tooth and claw. All Beastmen units 

have the Skirmish special rule. The effects of all weapons and armour, magical or otherwise, are ignored for 

the duration of the battle. The Beastmen will just have to rely on their statlines instead! 

7 Ancient Enmity: The two sides have harboured numerous grudges against each other for decades. Roll twice 
on this table, re-rolling any further rolls of 7 or any duplicate rolls. 

8 Bloodgorge! The Beastmen have been driven into a frenzy of cannibalistic bloodlust. All Beastmen units have 

the Bloodgreed special rule (see the Minotaurs entry on page 43 of Warhammer Armies: Beastmen). 

9 The Prophecy: The Bray-Shamans have long seen this day coming, and have brought the most potent weapons 

the Herdstone can provide. Each player receives an additional 150 points to spend on magic items. He may 

distribute these as he sees fit throughout his Lords and Heroes, ignoring the usual restrictions regarding how 

many points each character may spend on magic items. Write the magic items you have chosen on your army 
roster, then declare them to your opponent. If both players have chosen the same item, roll off- the winner of 

the roll off gets that magic item, whilst his opponent's points are wasted . 

10 The Cycle of Death: The foetid decay of the forest has infected the warherds. Each unit must roll on 

Slugtongue's 'Curse of the Famine-Fiend' table. Any unit affected by the Crippling Weakness or Starvation, 
Body and Soul result must roll 03+3 after resolving the usual effects. The unit has a Regeneration save equal 

to the result. For example, if the 03 roll is 2, the unit's Regeneration save is 5+. Note this does not combine 

with any Regeneration save they may already have. 

11 Morrslieb Looms Large! The Chaos moon looms large in the sky, leering down to shower grim favours on its 
servants. At the beginning of the game, roll a 03. For the entire duration of the turn that corresponds to that 

number, all Bray-Shamans and Great Bray-Shamans gain Loremaster (Lore of the Wild), and all Beastman 

units have Frenzy. Note that this turn number is also used for Moonclaw's Unholy Zenith rule. 

12 Monstrous Menagerie: If he has one available, each player may take a single monster in addition to his army. 
This monster does not count against his points limit. Furthermore, all monsters have the Beastman Ambush 

rule. Any monster that is removed from play is treated as being 'in Ambush' and may re-enter play on a 

subsequent turn . 
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Roll once on this table in if you are fighting a Civil War between two Ogre Kingdoms armies. 

2 Who Rules the Challenge Stone? Place a challenge stone at the centre of the battlefield and scatter it 206". 

All units within 12" of the stone have Stubborn and Extra Attack. In addition if only one side has a non-fleeing 
unit within 6" of the challenge stone at the end of the game, then they win regardless of victory conditions. If 
both or neither side have a non-fleeing unit within 6" of the stone, then the normal victory conditions apply. 

3 Beasts of the Mountains: The two sides are battling to prove that they have subdued the most powerful beasts. 
All Sabretusks, Yhetees, Mournfangs, Gorgers, Rhinox, Giants, Stonehorns and Thundertusks have+ 1 Wound 
and+ 1 Attack. In addition, both sides score double the normal number of victory points for any of these units 
in the opposing army that are destroyed or have fled the table. 

4 The Ancient Giant lands: The battle is in the cloud-enshrouded realm that was once home to the Sky-titans. 
Roll a 06 at the start of each turn. On a 1, cloud descends and the distance a model can see is reduced to 12" 
for the turn. Charges, shooting attacks and spells may not be made on out of sight units. On a roll of 6 one 
unit in the opposing army is struck by lightning or hit by falling boulders; roll-off to see which player selects 
the unit to be attacked. It suffers 06 Strength 5 hits. On a roll of 2-5 nothing untoward happens. 

5 Big Names: This battle is being fought between two Ogres with illustrious big names. Each player is allowed 
to pick a big name for their General. The big name is free and may be taken even if the General already has 
a big name. If one General slays their opposing General in a challenge, then the surviving General receives 
bonus victory points equal to 10 times the cost of the big name the opposing General had taken. 

6 Might Makes Right: Keep track of the number of unsaved wounds each army inflicts. At the start of each turn, 
compare the totals. The army with the higher total receives + 1 combat resolution for the turn. 

7 Ancient Enmity: The two sides have harboured numerous grudges against each other for decades. Roll twice 
on this table, re-rolling any further rolls of 7 or any duplicate rolls. 

8 The Mountains of Mourn: The battle is fought amidst the rubble-strewn slopes of the Mountains of Mourn. 
When setting up the terrain for the battle, set up 03 hills in addition to other terrain. All hills are Scree Slopes. 

9 Emissaries of the Great Maw: The shamans in both tribes are rivals. Slaughtermasters and Butchers in both 
armies Hate each other, and they also Hate any model in a unit joined by a Slaughtermaster or Butcher. Both 
sides score double victory points for Slaughtermasters and Butchers that are destroyed or have fled. 

10 Wanderers Far & Wide: Ogres take great pride in having travelled farther afield than any of their rivals. All 
units of Ogres, lronguts, Leadbelchers and Mournfang Cavalry are allowed to pick one of the skills from the 
Maneaters 'Been There, Done That' special rule. No two units may have the same rule unless all of the special 
rules have been picked (after which all restrictions are lifted). Maneaters pick two of the rules as normal. 

11 Gnoblar Country: Gnoblar units in both armies Hate each other. In addition, both sides score double victory 
points for Gnoblar units in the opposing army that are destroyed or have fled the table. 

12 The Great Maw: Ogres can never escape the lure of the Great Maw. Randomly select o'ne table edge before 
deployment. The Maw lies just off this table edge. All models that start a turn within 6" of this table edge will 
be attacked by the Great Maw. Make an Initiative test for each model in range. If the test is passed the model 
suffers a Strength 3 hit. If it is failed the model suffers a 57 hit with the Multiple Wounds (06) special rule. In 
addition, all units in both armies (apart from Gnoblars) have the Unbreakable and Frenzy special rules . 
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Roll once on this table in if you are fighting a Civil War between two Lizardmen armies. 

2 Feather War: In order to resolve a dispute, the two armies are fighting a ritual battle using blunted weapons 

and non-lethal spells. The weapons are lighter and easier to use, so all attacks have+ 1 to hit (with the 
exception that 1 s always miss), but they are less likely to cause harm so all attacks are -1 to wound (with the 

exception that 6s always wound). In addition, only Augment and Hex spells may be cast. 

3 Beasts of the Jungle: The two sides are battling to prove that they have bred the most powerful jungle beasts. 

All Stegadons, Terradons, Razordons, Salamanders and Carnosaurs have+ 1 Wound and + 1 Attack. Both sides 

score double victory points for any of these units in the enemy army that are destroyed or have fled the table. 

4 Carnivorous Jungle: The battle is fought in scattered clearings in the Lustrian jungles. When setting up the 

terrain for the battle, set up D3+3 pieces of forest terrain in addition to the other terrain you normally deploy. 

These additional pieces are jungle terrain, which counts as Venom Thickets (do not roll on the Mysterious 

Forests table). In addition, all Skinks (of any type) have the jungle Strider special rule 

5 Escalating Battle: The battle is fought close to the barrios of a Lizardman city. Units of Saurus Warriors, Skinks 

(including any Kroxigor in the unit) and Skink Skirmishers that are destroyed or flee the table return at full 

strength as reinforcements in their next turn. They may enter play anywhere on their own table edge. 

6 Mastery of Magic: The battle is being fought between two Slann Mage-Priests, battling to prove who is 
supreme. Each Mage-Priest may be given one additional Discipline of the Ancients, at no additional cost. This 

can result in a Mage-Priest having 5 disciplines. Re-roll this result if either side does not have a Mage-Priest. 

7 Ancient Enmity: The two sides have harboured numerous grudges against each other for millennia. Roll twice 
on this table, re-rolling any further rolls of 7 or any duplicate rolls. 

8 Spawning Pools: The battle is being fought for control of an ancient spawning pool. Place a piece of terrain 

representing the pool at the centre of the battlefield and then scatter it 2 D6". Any Lizardman unit within 6" of 

the pool has the Regeneration special rule. In addition, the side with a non-fleeing unit that is closest to the 
pool at the end of the battle receives 250 bonus victory points. 

9 Deep In Thought: The battle begins prematurely, while Mage-Priests are still meditating. Mage-Priests may not 

attack, or cast or dispel spells, for a number of game turns equal to the number of disciplines they have. 

10 Sacred Duty: The battle is being fought between rival factions from the same temple. As the Temple Guard are 
sworn to protect the Mage-Priests from their temple, they cannot attack a Mage-Priest or any unit it's joined. 

11 Temple Politics: The battle has come about as a result of febrile political infighting between rival groups 

of Skink Priests and their followers. Skink characters and units in both armies Hate each other. In addition, 

both sides score double the normal number of victory points for Skink units in the opposing army that are 

destroyed or have fled the table. 

12 Treasures of the Old Ones: The two sides are fighting a ritual battle to determine if they are worthy of 

protecting an ancient relic. Each side must pick one of the magic items from the Lizardmen army book. Roll 

off to see who picks their relic first. The relic must be a magic item that is not being used by either army. It 

costs no points, but must be given to a character to carry and following the normal rules and restrictions for 
magic items. If the character carrying their army's relic is slain, then the relic is lost and the army immediately 

loses the battle. In the unlikely event that both relics are lost at the same time, then the battle is a draw. 
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