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e1s not to be undi:rraken hghtly—

nirude af effort that Wentinto creating
; WAWACHINE It is a dream achieved through
* sheer perseverance and tenaciry, and is only possible
_ because of the amazing people who saw its porential
~ and mustered in themselves the willpower to put aside
- any semblance of a normal life...and in some cases,
-~ their sanity!
i Thebeginning of this journey is difficult ro
f"\ | pinpoint—a trio of creators dedicared ro quality,
8 and a mission to make a life at something they
. enjoyed. Along the way, others were drawn o this
. mission, and WARMACHINE only exists today
\because of the incredible individuals who joined
the efforts.” Some were long time friends while
others were nothing more than divine blessings
that appeared ar the right time to lend their
skills to a project that they knew theyd be proud
to be part of.

Because I am the last person o see this
book before it goes to press, I am forrunare
enough to have the unique honor ro thank the
- souls thar have bourn us so far and for so long.
The only difficulty is finding a place to start...

Brian Snoddy and Mike McVey—their ral-

their craft and amazing individuals and I can only
hope to be working by their side for years to come.

Fortune shined upon us and we acquired

Jason Soles. Without him, WARMACHINE

might be a scattered ream of paper afloat in the
Pacific, flung there in a fit of frustration. What he
has brought to the game and to Privateer is some-
thing that could not be recounted in a few short
“lines. His efforts and dedication will continue to
ensure the progress of this company.

Out of the blue came a series of individuals
that would allow us to realize the true potential of
this game. The first was Steve Bullerproof” Benton.
With his redrafting of the rules, Steve brought
'WARMACHINE to an unparalleled level of pro-
fessionalism. It is impossible to praise enough, his
contribution to this project. At the same time, James
Sanders donated his editing skills in a lapse of blind

generosity. His expert rouch honed our texts to razor

Br& Steele. Reams of backgmu
vor packed descriptions sprang from

ents are why we are here today. They are masters of

cover the pages before you.

Joe Marrin, our editor in chief, brought the rext
together, polishing our words, managing our continuity, and
giving the Privareer touch.of quality to everything we do.

Once again, Mike South graced us with a
beauriful design for the book, while Rob Campbell
provided his expertise with packaging design. Upon
these pages, we have the rights to boast some of the
industry’s most fantastic artists: Daren Bader, Scort
Fischer, Steve Tappin, Rich Wright, Greg Staples,
Trevor Hairsine, Sam Wood, and newcomer, Torstein
Nordstrand. Once again, we must thank their gener-
osity and willingness to contribute to a labor of love
for these brilliant illuminations.

Our sculprors: the enchanting Chaz Elliort, Jerzy
Montwill, John Winter, Paul Muller, Roy Eastland,
Jim Warner and Will Hannah—you have proven
that you need not be a massive corporation to achieve
the highest quality. And our painters, Allison Mc\/ey
and Rob Stoddard—you have completed the creative
process with the wonderful color these models deserve,
Of course, only the talented eye of Craig Cudnohufsky
could bring the amazing models of WARMACHINE
to full color life in the vivid photographs that adorn
these pages and our websire.

Dave ‘you must get that a lot’ Schwimmer, Kelly
Yeager, Rob Hinds, and the indomitable spirit of Eric
Pulkka are the reason that WARMACHINE is on
the shelf today. These men could pur machines out of
business! And let us nor forget our play testers, who
are too many ro mention—but we are indebred for
your time and feedback.

Lastly, I must thank Sherry Yeary, who holds our
operation together. Without her, we would be lost at
sea; the man himself, Bob Watts, who over many long
lunches, imparted the wisdom of his experience and
helped us navigate a treacherous path through the cre-
ation of a miniatures game producing company; and
to Ally Benton and Marnee Evans for givng up their
husbands for so many days and nights.

Doubtless, there are many I have forgotten
mention of, and I only hope that you have already been
thanked at some time. Every step of this journey has
been assisted by the benevolence of unbelievable people.

And thanks to them, our journey is far from over.




Sissies. Littfe :girls;_

f you cry when you lose, get lost—you're going to
lose. If ic hurts your fragile sensibilities to see your
favorite character get pounded unmercifully by
a rapid succession of no-holds-barred iron fury, youd
better look the other way. If you've ever whined the
words,“Thar's too powerful,’ then put the book down
slowly and walk away before making eye contact with
‘ anyone or they'll realize your voice hasn't changed yer.

[ This game is about aggression. This is the game
of metal on metal combat. This is fuel injected power
hopped up on steroids. This is WARMACHINE—
the battles game thar kicks so much ass we have ro use
all capital letrers.

We didn't set out to reinvent the wheel with this
game—we just armor plated i, covered it in spikes,

and rolled ic over your grandma’s house.

WARMACHINE is simple. It’s easy to learn,
has no reference charts, no heavy arithmertic, and
doesn't require constant trips to the rule book. At the
same time, WARMACHINE possess deep strategy.
The ability ro unlock combinations of abilities and
spells and maneuvers is pracric:l“}-’ limitless. For every

' erfect strategy, there is a foil. For every immovable
abiject, there is an unstoppable force. Just when you
shink you've got it all worked our, you'll be blindsided
5y something you never saw before. The mare you
dig, the more you'll find.

WARMACHINE favors the aggressor. You've
ot to throw the firse punch if you want to land on
sop! Too many games set players up to be timid.
Games drag out with lictle action because the game
Savors defensive strategies. Players park their soldiers
Sehind walls like old ladies hiding from a loud noise.
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Nancy boys...go home. This game is not for you. T~
ancy boys...g e, 1his gam .f ..);..;: » ‘ i

o oM oA

Not in WARMACHINE! If you wait for youroppo-
nent to come to you, you're going to get steamrolled. .
You've got to have balls to play this game! You've gotto -+ -
charge your opponent and hang it all out there! Youve =
gor to break his formations. You've gor to be relentless -
with your onslaught. You have to go for the jugu]ar 3
and larch on like a rabid dog that hasn't eaten in days.

Anything less, and you'll be hamburger.

You're playing with power now. Don't be afraid!
Few things are more satisfying than slamming your
opponent’s warjack into a unir of soldiers and i
watching them fall like bowling pins! (We call this 88
jack bowling.) Try picking up an enemy warcaster
(with a warjack, of course) and chrowing it across
the bartlefield! It's almost more fun than you

should be allowed to have with a miniatures game,

The miniatures of WARMACHINE deliver
on every level that the game does. These warjacks
radiate power! We're pouring so much metal into
these things thar ar our current rate, we'll deplece
the world of pewrer by 2006. A nd these things
were made for modeling. The incredible detail and
expert sculpring will create one of the most enjoy-

able painting experiences you've ever had.

This is a new era in tabletop miniatures
wargaming. This is a game made for you, by
people like you. It’s not a load of sterilized mass
market drek designed by a room full of corporare
meatplows. This is raw. This is brutal. This is
WARMACHINE.

So play like you've gor a pair, or put down
the metal and go find something made of plastic.



amn tl:uu: wind!" Commander Golerian

-Srryker huffed. The flaps to his war-room
= tent whipped savagely and he quickly chrust
his long dagger through some parchment maps on his
. wooden table, pinning them before the wind could
scatter them about.

o

P, - The commander looked up as an armored figure
entered. “Secure those flaps, Vicky...I concentrate”
-f"her breath pluming in wisps of steam. The woman
pulled down a heavy woolen scarf from her beau-
| tifully sculpred face and peered around the room.
' Satisfied they were the only two in the tent, she

| spoke candidly,"Tis no wonder the Khadorans
‘want our lands. Anywhere would be better than
this windsweprt hellhole.”

Though clad head-to-toe in her steam-
powered warcaster rune armor, Caprain Haley
moved with a fluid grace as she benr to strap
down the tent flaps."So why did ye call me here,
Coleman?”

Stryker ran his gauntleted hand through his
flame-red mop of wind blown hair and sighed
heavily."T need your expertise in dealing with the
_.undying”’

Haley reddened past the color of her
chapped cheeks.Tis simple,” she answered as she
leaned her spear against the table’s edge. "Render
them down to bones, burn the remains, scatrer
the ash to the winds, then go home and spend the

crowns for a nice, hot bath.” The woman paused,

clenching and unclenching her gloved fists to

‘conjure warmth back into her fingers as she looked

down at the maps on the table."Bur ye already knew
all that...whart else do ye want?”

“It seems Lord Toruk’s making a move. His eyes
are set on the Ordic coast. One of his Iron Liches has
- all buc laid a roral siege to try and conquer Berck, and
. is already marching undead forces down che coast
looking toward Carre Dova.”

“That’s not far from Five Fingers!” Haley’s eyes
went wide with realization. "King Leto’s there meeting
with Baird the Second...oh, by Morrow.” She straight-
mmd out Strykers maps with her hands and leaned
“over -l:he table; looking at the rough drawn marks of
B army advEnces and the like, Haley ran a glovcd fin-

A P’RELUDE TO BA'I'TLE

“ hate this weather," said Caprain Victoria Haley,

ger along the blue line that marked her own force's
approach, pausing to move her attention to a dark
brown splotch in the section of Ord nearby the’ X of
the war camp.

“Tis the Lich," Stryker explained.

“What's this then?” She pointed at a red dotred
line coming up on the Blue Sands coast from the
south.

“My garrison. We were stationed in Ceryl. Came

as soon as [ heard.”

Caprain Haley cocked her angled brow. “If ye
didn't come from the north and yer pach obviously
didn't bring ye in contact with the Schardes, how do
ye know this isn't all just a Khadoran trick...or some
Menite ploy?”

Commander Stryker smiled and whistled."A reli-

able source”

The rear flap of the tent came halfway open, and
Stryker wartched as Caprain Haley's expression stift-
ened.

“G'mornin’, me ol muckers!” A well-known gobber
approached the table, grinning ar both of the warcast-
ers. He was wrapped rightly in a thick woolen cowl
clasped with a gaudy gemstone set in the knuckle-river
of a warjack. A menagerie of trinkets from the count-
less strange and wonderful places he claimed to have
visited jingled and clattered from where they hung
from his pockets or suspended from various bandolier
beles slung over each shoulder. In addition, the gobber
wore an over-large Cygnaran longcoar thar dragged
the ground and a peculiar, short-brimmed black
hat he referred to as a bowler. “Lon’ time no see, eh
Cappinz”

“Reinholdt,” Captain Haley growled the name, her
eyes hardening on Stryker as he fought laughter.

The gobber walked over and stood berween the
two warcasters, pucting his hands on their backs like
old friends."So I was bodgin' fer this troll'n upp’r
Ord a few spans north of the Rohannor when the big:
bloke needd me t'go pick up some gubbins for the
pr'ject, an’"that's when me seenem. Dirty bonebags,
rows n rows. I was knowm me old fr'end King Leto
would wan' tknow, so's I..

The gobber continuec_l.teﬂing his lengthy tale on
how he met up with Commander Stryker, bue: /o




rans walked ro che ‘other side of rhe table, hav-
_ heir own conversation above the gobber’s dron-
'-mg Ye rrust the word of this gobber:” asked Captain
Haley.

“He never steered us wrong before. Anyway, even
if he were wrong what harm would it do? If theres no
invasion force, we call it a holiday.”

“Whae?" Haley's features hardened. "Coleman,
we're bloody soldiers. We're not allowed the luxury of
normal lives...especially holidays”

“...an’ that is how I got C'mand'r Stryk’ here to
save em!” Reinholdt finished his winding story and
nodded his mortled gray-green head in puncruation.
As if his nod was some kind of divine sigml. the tent
shook from a massive impact nearby. The gobber was
thrown to the ground, yelping in his native tongue,
and both of the warcasrers clurched the cdgc of the
table to src.‘ld}' themselves. A brief moment larer,
another explosion showered the outside of the rent
wall with chunks of rocky soil.

“Cannons?” Stryker inquired.

“Cryx doesn't have cannons of that caliber on
land!” Caprain Haley hissed as her vortex spear leapr
into her hand.

In one smooth motion she twirled her
weapon and stepped out into the cold through

rhe new opmm. shed created m"the tent wall. Str) L{.I’

lowered his goggles over his eyes, chcckqgja&.scabbard
for his blade, and rushed out behind her. Reinbolds -
kipped to his feet, straighrened his mde-bnmmea’ bﬁu
and jogged out behind them.

'l
2 |.‘_

Ourside it was chaos. Two crarers smoldered
nearby Commander Stryker's renr, the smoke disap-

pearing instantly in the bitter wind. Soldiers and

squires clamored out of their tents in various states of

disarray.

The two warcasters ran amidst the troops,
roward a half dozen warjacks that suddenly
lifted their mechanikal heads in response ro their
approach. Faceplate grills and eye-slots lit up
a flickering orange and their heartfires began
churning wichin their furnaces. The mertal giants
stomped into formartions the warcasters menrally
assigned to them as a soldier in a thick, fur-lined, 3
hooded coar jogged up to meet them.

“Who in the bloody hell is shelling us2!”
Caprain Haley demanded of the scout.

“Mercenaries, captain! Lots of them. I don't
recognize the standard, bur [ counted no less
than four Khadoran ‘jacks. Looked like
Juggernaughts.” The scour pointed ro the
dark shapes in the wood’s edge.” They've

also got one of our old..." he was cut off




r.he bugers get | smclose’” _

P 18] Zﬁnlnnger matters, _Commander Stryker
id prain =prepare to engage.’

Stryker motioned to two towering Ironclads
bd‘lmdgl'nm and they groaned into motion. A loud
 thrum-thrum started pulsing from the quake hammers
A in their articulated iron fists, and thick black smoke

" belched up from their smokestacks. The commander
pointed at the woods—more specifically ac the shapes
\within it—and gave his mental orders to the mas-
M sive machines. With not so much as a nod, the
3 Ironclads stomped past him and toward Seryker's
| intended targers. A third warjack—a recently
' repaired Charger—walked up ro the warcaster
and silently waited for his attention. Stryker
nodded to it, and the Charger’s hydraulic legs
pumped it into a run toward the flank of the
‘wood line. It loaded a pair of shots into its dual-
cannon as it moved, a loud ka-ch-chunk resound-
ing out from the warjack’s arm.

Reinholdt jogged over to a very unhappy
looking Caprain Haley as she spouted orders to
the three long gunner caprains. Wisely, the gob-
ber decided to listen instead of interrupr.

“Terrell, ye and yers will pull down those
tents and roll them up for cover. If we're to be
shelled, I want some protection up front. Braun,
put a few dozen volleys into those rrees...the
Commander's only sending in ‘jacks and Storm
Blades, so don't worry about aiming” She turned
to the third long gunner. “Marlowe, ye have the
most important job of all”

“War's that?” Reinholdr blurted curiously,

shouting over yet another impact a few yards wide
‘of an empty tent, tearing it to canvas shreds. Haley
shot him a fierce look, then returned to the gunner.

“Yere coming with the Commander and me into
those woods to provide cover fire.”

~ One of the Tronclads rocked from the impact

* of a cannon strike, but its thick iron skin withstood

~ the red-hot chunks of lead and iron that showered ir.
Steyker reached out and commanded his warjacks to

~ push on.

X «»l::hky and half a dozen long gunners grouped

~up with Sn'yl-cer Reinholde trying to keep up behind
‘them. Behind the litele gobber, four more warjacks

walked over—one heavy Defender chassis, two more

Haley turned her will ro the metal monsters, and
they began slowly marching ahead. The Chargers
loaded their dual-cannons, and the Defender cycled a
wrought iron ball into the chamber of the heavy barrel
replacing one of its fists. The captain ran just behind
them, issuing her mental commands, and the entire
cadre moved toward the wood line while a volley of
rifles cracked out from behind a stack of rolled up
tents and bedrolls. Rounds zipped overhead and into
the trees and a single man's scream pierced the gloom.
An explosion from the trees quickly followed this as
another cannonball hummed toward the Cygnarans.

Stryker's Charger was partially struck by the ball
and spun like a ren-foot iron top, its hammer and the
arm holding it suddenly blasted apart into so much
scrap. The impact had caused Stryker to dive for cover
but he quickly rose wich a curse. He gave his warcaster
armor a once-over, making sure everything was intact
before the charge. Suddenly, Reinholdt was there,
ducking in and tightening one of Stryker’s leg straps.

“Dere we go. Wut would ye e'er do wi'out me:” he
grinned, showing a gold-capped tooth sparkling in the
rising sunlight.

Stryker drew his mechanika sword and ir crack-
led ro life with the same magical energy as the arc
nodes on the metal brows of various warjacks. The
smell of ozone erupted from the softly thrumming
blade, and Stryker smiled down at the gobber through
the blur of heat-distorted air.“ Thanks, friend. Seems
they caught us half-cocked with our breeches ‘round
our ankles, though. Stay here, Reinholdt. This is
going to ger ugly”

“Ye don’ave to tell me twice, me mucker.” Despite
the chaos, a smile lit the gobber’s wide mouth.
“Anythin’ else2”

“Aye. If we don't make it our of those woods, 1
want you to go to Five Fingers and tell the kings what
happened here.” Stryker ground his teeth visibly and
looked toward the treeline. “But lec's hope thar won't
be necessary.’

“Right,” Reinholdt replied."So go kick their arses,
Stryker.”

The warcaster nodded, and strode away in the
company of his Storm Blades.

Meanwhile, Reinholdr scampered back to the
wagons for cover. He leapinto one and settled in

behind the canvas covering, then yanked an. ghborare d
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iss from one r ’ff
pockets and . ;&\5 ' .".!

brought it up to one
wide eye."Come on, me
boys. Go'n gets dem
bonebags.”’

One of Strykers
Ironclads had already

made it to the trees.
One powerful swing
from its quake ham-
mer turned a forty-foor
pine tree into sap

and splinters. The

war_jack carried its

s swing through into the
cloud of debris, the
] sticky wooden shrapnel

clinging to its pocked
blue armor. The other
Ironclad 5rcppcd inro
the newly made clear-
ing and swept its fiery
‘eyes” wide, in search of
a more sarisf}'ing target.
As if in answer, an
enormous Khadoran
warjack charged from
behind some cover and

slammed into the sap-

covered Cygnaran war “Down!” Stryker cried to his troopers, the air
machine. The sound was akin to a derailing steamrail split by the unique booming sound of blunder-
car, hitting with enough force to send the enormous busscsrct'upriug. The L‘omn;;mdcr idhis Srot
metal beast roppling through another tree like it was Blades dropped into a roll, a cloud of pelles, scrap
thatch. bits, and rock salt passing over them and into an

The huge Juggernaught stood defiantly where unfortunate long gunner. The launched debris cur
the Ironclad once stood, dark black smoke trailing inco the lightly armored Cygnaran like a hundred
up from its smokestacks. It was painted a dark vio- tiny knives, and he fell backward sucking at breath
lec—very different from the trademark crimson of the that was being robbed from him by tiny holes in his
Khadoran ‘jacks—and its oversized ax bore the marks neck and chest.
of many years' hard use and very little maintenance. Haley saw her man go down and darted Esrirrel
The large northfolk-made mcL:h.'mika vented its excess hoping to be faster than ;he soldiers reloading their
steam through the grill of its face, and the howl of b[und:‘ brbses She ducked fmand betireen:die
releasing pressure was like a dragon’s roar. stomping legs of her Defender roward the shredded

It raised its ax to strike at the fallen warjack, bur foliage where the hail came from, and pointed her
the other Ironclad intercepted the blow, catching the mechanika spear at the hazy manlike shapes in the
Juggernaught's arm with its open hand. Sreamwork shade of the tree cover. With less than a whisper from
strained against steamwork, and waves of heatimme-  her lips, a streak of white light leapc from the tip of
diately rolled ourt from heartfire furnaces put to the her vortex spear and burned into the shapes. The area
test. When Haley and Stryker encered the scene, the  exploded immediately in a swirl of arcane flame thar
two metal gladiarors were at a standstill, which was sent five Khadoran mercenaries sailing chrough theaie

;fmc by, chem: like rag dolls.



: Stryker’s Stormi ‘Blades came to't eir feer running,
and soon.chey were 'en'gulfed in the arcs and sparks of
‘]'igh*r‘xgiﬁg‘géated by their powerful storm glaives. Not
wanting to be undone by the caprain, Stryker reached
+ out to his damaged Charger and grinned as the plan
unfolded borh in his mind and in full metal reality a

few dozen yards away.

The injured Charger, its right arm severed at the
elbow joint and leaking boiling water onto the cold
ground from sharrered steamwork, tarned toward the
tree line and broke into a hard sprint. It launched a
double shot from its cannon aimlessly into the cover,
and followed immediately behind the volley. Stryker
watched what the Charger saw through the magic
of its cortex, seeing his intended targer a few
warjack strides :nva}'—the cannon and, more
importantly, its powder stores. The Charger
selflessly wore the mantle of its namesake and
pumped its legs harder, straining its surging pis-

tons. Ir didn’t even pause as it smashed into and
through enemy axmen, heading straight for the
artillery Eanding. The cannon crew was franti-
cally arrempring to reload when the iron warrior
broke through.

Stryker pulled his mental connection just
as the Charger dove into the powder kegs. Even
wearing his goggles, the warcaster sheltered his

eyes from the ensuing eruption. Fire, molten iron,

and scorched wood shor hundreds of feet above the
treetops. The wave of hear knocked the wind from

the lungs of the surrounding Khadorans, and an ear-
splitring explosion spiraled in a dusty ring from where
the cannon once stood. The Charger and the artillery
team were disintegrated in an instant; the remarkable

iron skin of the Cygnaran warjack had been atomized
by the blast, and every Khadoran soldier wichin fifty
feet had been torn apart.

As the booming echoed off the distant foothills,
Stryker's Storm Blades were already leaping into the
woods to finish the job. Lightning jumped from one
storm glaive to the other, and then forked into the
enemy with devastating power and a sound not unlike
thunder, rendering a pair of mercenaries still, smoking,

and lifeless.

Also in the fray, Stryker cut one ax-wielding sol-
dier down with his disrupror blade and rhen leveled
his mechanika pistol ar another, bur before he could
pull the trigger his targer went down from a well-
placed shot in the head. Not far away, Stryker saw
one of Haley's long gunners waving to him. Stryker
raised his hand ro respond when the gunner abruptly
became a spray of red; a violer warjack had suddenly
emerged from a sertling dust cloud and cleft the man
in twain with a single half-swing. There was a sound
like creaking metal as the gunner’s body froze into two

stiffened chunks before hitting the ground, and an




blade of the ice ax, and even the
heat &om the warjack’s vented steam could not so
‘much as soften it.

“Coleman! Move!" Haléy shouted over the clank-
ing of steamwork, and Stryker jumped aside just as he
fele che impulse from the incoming warjack’s cortex.

Haley's prized Lancer charged past him and
~ impaled the Khadoran heavy jack on its chick spear.
‘Black fluids from inner workings dripped slowly down
. the shaft of the weapon and off the hinged knuckles
of the Lancer. The spiked warjack brought its ice ax
up for a powerful blow, but a surge of arcane power
blasted our of the special channeling arc node on the
Lancer's shoulder and scoured most of the head right
off the larger warjack. It trembled and the ice ax fell
from its twitching metal fingers. The Lancer stepped
back, yanking its spear out of the torn gash with a
grating squeal of meral against metal. Stryker thought
twice about waving his thanks, remembering the grisly

result of his last atrempr just moments before.

In the meantime, the pine-covered Ironclad had
regained its feet and was barreling toward the wres-
tling match between its fellow Ironclad and the viole
Juggernaught. The bigger and stronger Juggernaughe
was stressing the gears and pistons of the Cygnaran
ik 1o the limits, and hydraulic fluids and pressure

Leaks shor from splicring hoses and cracked boilers. A
et of flame shor our from a burst pipe, and the grap-
pled Ironclad buckled to its knee. The Juggernaughe
" zook this moment as an advantage, leveling its heavily
srmored head and the sharpened spike at its apex into
the hunched shoulders of the smaller jack. The spike
punched through the thick armor and ripped the

- Cygnaran crest that was embossed there into a twisted,

Jjagged wound. Before it could bring another head butt
to bear, Stryker focused his mind and energies into
" the pine-covered Ironclad. With his arcane assistance,
it landed an unbelievably powerful blow with its
quake hammer onto the shoulder of the Juggernaughe
and both of the wrestling ‘jacks were separated by the
. wave of mechanikal force.

I -

_ The Juggernaught's ax-wielding arm hung limp
. and twisted from its chick shoulder, and Stryker

ed more of his power into the Ironclad. A second
split its hard violet carapace and sent the forty-
‘mammoth sliding away along the ground, digging
trench of leaf litter and pine needles two feet deep
e %nd forty feet long.

“Our’ jacks are spent. It'll take hours for us to pull

“Where are these undead he was supposed to have

sound of the re 1
Her spear bit cleeply into one. of the m
another was sent flying wich an a:eaneﬂ!pgf i
Stryker looked back from- the warjadc brawl in |
to dispatch his own enemy with a defe plunge. =
blade. :

“These mercs are terribly well equipped for suth
poor warriors,” Stryker replied as he leveled his pistol
and unleashed a devastating bolt of energy into an
oncoming artacker.“There must be something more :

to chis!”

Somewhere, a horn suddenly sounded, and
the mercenaries abruptly withdrew. A few part-
ing shots from rifles, and a volley or two from the.
Chargers, and they were gone as quickly as they
appeared. Stryker took note of their wounded and
dead, and Haley jogged over to him. '

“Shall we pursue?” she asked eagerly.
“I don't think so. No.

“I don't want to seem daft, bur why not?” She
sank her spear into the ground with a schuk.

“These were not warriors. Some are not even
Khadoran.” Stryker toed one of the fallen mer-
cenaries, and then gestured o his red hair."This
poor fool looks Cygnaran to me”

"So why would these glorified bandits have
a cannon? Or warjacks for thar matter?” Haley

asked.

“I think we've been played for fools, Vicky” he
paused, feeling how sluggish the warjacks around
him had become. They were in need of fuel for
their heartfire furnaces and some needed reloading.

rogether and move out now.’

“I knew the lirtle gob was crooked,” spat Haley:

seen? Ye should have never—"

Stryker waived her off her soapbox.“Reinholde
isn't deceiving us.”

The commander turned toward the hilltop where o ‘ '
the gobber was watching from the safety of the wagon e
and waved to him with grear sweeps of his sword. =
He turned back to Haley and popped his goggles off.
his eyes, leaving two circles of clean on.an otherwise
ash and soot-covered face. “I'm sure whamr he saw -
wasn't this. Theres more gomg on hagtfmn one httl&.o’
gobbcr. Vlcky Trust me”



£ ...."ﬁg:gec!, Stryker nodded, and then looked around
Car -the carnage."For now, wed best pull ourselves
tog&lier ‘Come along, Caprain. Let’s move.”

ke

&t itnessing the entire bactle through his
i N prized and priceless Ordic spyglass,
T T Reinholdr committed every swing and

. shot to memory for retelling later. This had the mak-
mgs of a damn fine story, and he was there...right

in the middle of it. He chuckled as Stryker wav red

o him.

“Tis funny he be lookin’ aft me" he laughed
o himself. The gobber stood up quickly, and
‘hopped down from the wagon. He stretched his
arms and went to snap the spyglass shut, bur a
" twinkle on the ground caughr his eye. A single
gold crown caught the morning sun and sparkled
just righe.

“Ooh, col'r me lucky rday!” Reinholdt
ducked down to snatch it up but when he stood
he smacked his knobby head hard on the wagon's
crossbeam. Stars flew across his field of vision
and he stumbled forward, dropping both the coin
and the spyglass and throwing his hands over
the soon-to-be lump on his brow. The gobber
bobbled unsteadily over the horse yoke, causing
him to fall forward onto the ground with a loud

whump.

Reinholdt grunted and rolled over, clutching
L at his belly, and ended perfectly lined up with the
' spyglass, albeit upside down. As he opened his eyes,
the throbbing was set aside, drowned out by the
-curiosiry of whar he suddenly spied through the lens.

“Eh2 Wut's this?” On the horizon, framed by the
early light, were two barely distinguishable shapes next
to each other. The gobber flopped onto his belly and
squinted into the glass. He plucked a rattered rag from
one of his pockers and wiped the dust from the lens.
With a bit betrer focus, he could make out rwo vague-
ly humanoid shapes on the crest of a faraway hill.

“Now; wut do we've erez” he sighed, wincing at the
pain in his head as he tried to bring the two shapes
mm? view. “Bavdropp'rs®”

claw. “Now our armics are ﬁ'cc.' to siege Carre Dom ahead.of
schedule. A splendid idea, witch. Ouir Lord shall be pleased.”

“I live to serve,” the war-witch Deneghra answered
through pale blue lips. The cold was almost numb-
ing o her in her scantily forged armor, and the wind
whistled over her witch-barbs. An armored thrall
sprinted up the hill and bowed behind the two mighty
necromancers. The Iron Lich, even though primarily
composed of thick iron plates and chain-linked hooks
and blades, turned silently to acknowledge the lesser

undead.

“What news doth thou bring®” The greenish flame
wreathing the lich’s floating skull blazed with anticipa-

tion.

The thrall hushed our eerily,“The mercenaries
pitted against the Butcher's force in Volingrad are
slaughrered.’

The Lich waived him off and rurned back to the
beautifully wicked witch."A loss for them. Now neither
King Letos fools nor Queen Vanar's lackeys will stand in our
way. Prepare thine helljacks for immediate transport, my war-
witch.” The Iron Lich floated backwards into a slowly
opening portal of brimstone and vanished upon its

closing.

Deneghra stalked toward where the secrer armies
of the Cryxian Empire awaited her return. She paused
only briefly, looking back to the rapidly closing battle
she had orchestrated, angry that she could not be
down amongst them. One day, Cygnarans. One day

soon...] will have thee”

The pale-skinned war-witch turned and descend-
ed che hill. Arrangements must be seen to for her mas-
ters in Cryx. Arrangements for war.




Midswmmen, 4th Night

[ ere | be—sitting again in one of the many
pubs of western Caspia, the famed and
fabled City of Walls. From my view here,
‘dwarfed as I am by chese mighty bulwarks, I have to
swonder just how many wars have been fought beyond
these great gates? How many swords and spears have
torn human flesh in order to purchase just another step
snto the sacred confines where I now sit sipping cider
and scribing away? It was right here that the dwarves
helped our ancestors forge the enormous Colossals—
‘mant war machines called warjacks originally used to
‘Scht off the Orgoth invaders that had held our people
<aprive for so long. It was then that our history truly

Segan, the history of the Iron Kingdoms, and I'm of a
sind to undertake my own telling of it.

Man lived in roaming tribes for a very long time,
“and wherever man gathers, you'll soon find those thar
wake up the mantle of priest. The first of these most
kely worshipped Menoth, the Crearor, the Lawgiver,
\the Shaper of Man; his is the oldest human faith in our
“nown history. Throughour the eons, most Menites
Sold the claim he is the crearor of the world itself, bur
'} cannot be so sure. As a pragmatist and a writer of

.ﬂ!mc lntegtlt}'—SOIT\h ﬂ'lﬂ) \.J.u r}"s a paradox—[ Pl.lt
‘= faith in fact more so than fiction. I try nor ro pass
" an biases, which, if you'll forgive me, I have found often
sun rampant with religion and clergy. Be thar as it may,
‘the Menites helped in forming the early villages and
‘frming communities into towns and cities, many of

‘which subsist even to this day.

In the centuries that followed came the rise of
* the Twins, the first gods to appear after the birth of
“man—Morrow, the brother of good and light, and his
sister Thamar, goddess of sorcery and darkness.
They are widely worshipped today, and have been the

=ause of some of Immoren’s greatest conflicts...I'm sure

some to come, as well.

" It was the Thousand Cities Era, and although we
growing under the tutelage of our gods and their
its in leaps and bounds, we were experiencing
‘major growing pains in the process. Like a giant
-glass window, the map of western Immoren
-ﬂ:hs time was segmenced into countless city-states
ki anqus sizes; each one lorded over by a different
rt‘l:erm warlord. Pub-born treaties and

i FORGING A WORLD IN BLOOD AND METAL gt
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back-alley allegiances lasrad only as' long as it took
to organize the border wars that were the law Gf &e
day. Our petty foolishness was not limited to our own
people eicher, as we tried on many occasions to encroach =
upon the ancient lands ruled by the elder races—the
stalwart dwarves of Rhul and the inscrurable elves
of Tos. Our foolhardy efforts to attack their borders:
resulted in bloody defear after bloody defear. The
dwarves would nort be budged from the lines drawn
in the rocky soil of Rhul, and every force sent into
Tos simply vanished as if it never were. Itdidn't take .
too long for us to turn away from the elder landss

=5

and rest our kaleidoscopic focus back onto our own
Through a fair bit of self-destruction, things began
appearing as if the elder races would soon enought

be without men as company in just a few hundred®
years, until one misty morning when the first fleet
of black longboats struck our shores.

The day of the Orgoth had arrived.

The foreign explorers that sullied our shores -
that day came from a sociery far from Immoren.
They appeared human enough, but more cruel and
calculating than our ancestors, and accustomed ro a

its puerile citizenry as a pure and untapped resource:
for the taking. Before long, countless longboats
spilled cruel warriors onto the beaches of Immoren.

The once-warring tribes and towns of the Thousand
Cities fought valiantly alongside one another for the S
first time, but the disorganized resistance was akin to
one man's arctemprs to stand steadfas in the surf of a3
Meredian tide; it could not hold forever.

In those days, we were little more than spear
and shield against the unfettered arcane might of
the Orgoth nation. Their foreign arms and armor,
enchanted as it were, resisted our poorly ordered
ancestors with their primitive weaponry. We had yet to
devise the steamjacks one sees today, and gun foundries
were quite unheard of. The land eventually became
theirs. We were pacified through grea rivers of our own
blood, although we resisted them for two centuries by
sheer numbers alone. The Orgoth never tried to invade
the lands of the elder races, perhaps knowing. the elves
and dwarves were stronger and more orgamzed m.lhae"
day than men, and those of los and RhnImerciy lDOkkd-'
on with the belief that these Orgoth were juse anuthe'



THE IRON KINGDONS

vy-® wn_.

tedious affliction upon the upsrart races otherwise
brief existence. Let them destroy themselves, was the

oft-heard mantra in those days.

But the Orgoth did not wish to destroy the
men of Immoren. No, indeed. Much work and
toil needed to be done in this raw land, so rather
they sought to subjugate us. They needed slaves.
Their horrible slave camps pounded out many
of the fine roads we still use today; basalt ruins
were erected by thousands of bloodied, stone-torn
hands, standing as strong today as they did when
the final slab was wedged into place ages ago; even
the rulers of Khador have long inhabited a mighty
stone bastion shaped by countless broken backs
and flesh spent under the conqueror’s lash. Our
forefathers gave their very lives for the world the
Orgoth had sculpred out of our chaotic primal clay,
B and much of that stone and marble foundation yet
“holds up our world. Perhaps, in the end, it was their
subjugation that saved us.

During the Orgoth rule, Thamar played her
part by giving the“Gift of Sorcery” to man, for reasons
that have been speculared throughout the ages. What
sprung from The Gift were things of wonder, such
as the fabulous mechanika thar quickly evolved into
warjacks. Empowered by this new magic, mankind
transformed simple steamwork and clockwork toys
into magical constructs to work their mines, tend their
felds, protect their cities, even fight their wars. The last
time | witnessed steam-powered bodies surging into
bartle—neatly three years ago during a border skirmish
near Llael—I was reminded of a ballroom dance, albeit
one with giant iron dancers engaged in a Tordoran reel
of utter ‘devastation. I can only imagine whar those

-~ In great long ships, the Orgoth swept upon the shores of Immioren, beginning of a reign that would last six hundred years.

ancient combats must have been like, their numbers a
hundredfold what I saw near Llael thar day, with the
gargantuan Colossals dominating the field with their
size and thunder. Those Colossals have passed into
oblivion now, but they must have been incredible to
behold as towering consrructs belching ash into the

heavens.

The dwarves of Rhul were so impressed with man’s
commitment to creativiry and resourcefulness that they
pledged themselves o our cause. Iris said they recognized
a stagnation of the Orgorh culture, so they aided the
rebellion, making moves toward a pcaccful existence
between men and dwarves thar exists to this day. Indeed,
with the Rhulfolk's expertise came the Colossals, mighty
tools indeed for pushing the conquerors of Immoren
away. Indeed, whar those masters of meralworking
accomplished alongside Cygnar’s technicians heralded
a new age of steam and mechanika that has rouched

nearly every corner of our lives.

It took two hundred years to be fully rid of the
tyranny, two hundred years of warfare and strife, but
with the advent of the Colossals, the Orgoth were
vanished in less than three decades. Bur they did not
go quietly. No, they went with a vengeance. The Orgoth
razed scores of cities as they left, poisoning wells, salting
fields, and defiling the lands before disappearing on the
horizon of vast Meredian. The Scourge, it became
called, was the Orgoths last gesture of rage. Some
mudflats in Cygnar and the frozen wastes of Khador
yet bear the scars of that harsh leave-taking.

Once the Orgoth departed, we were left without
rule. Rather than much-desired peace however, the
chaos began anew. Barbarian warlords grabbcd as much_



mmoren and Wanted to retain the smblhcy it provided.
The warlords were put down quickly. The armies of the
Alhau_ge kepe the rebel warlords at bay while the
sunding fathers met in Corvis, the City of Ghosts, in
ar. Still under repair from the Scourge, Corvis
mow had a strong martial presence and was easily
ac able by the members of the Alliance. The nexus
tagons Tongue and the Black River filled with
5 fqu-mg the smiths that had hammered out

ngdoms on their political anvils.
the ash-laden marble chambers of the
v Hall, the Council of Ten lasted for weeks.

i debates and somerimes harsher words were
the Thousand Ciries era was long past,

S is thick and these hard-nosed men were of

'_;_.1 once longtime enemies. No marter the path
hok. eventually the Council of Ten drafted and

=2 the renowned Corvis Treaties. The negotiations

ded for lines drawn thar would serve as borders
newly formed territories. Cygnar, Khador, Ord,
Liael—the original kingdoms—were given shape
swch of the same lines that the Orgoth had used
‘=ark provinces governed by their generals; for this,
& deemed, would be easiest for their peoples. And so,

ouch the Corvis Treaties, the mighty Iron Kingdoms
8= been forged.

wmeer's End, I7fb midmorning

he sun is serting over the Dragonspine

Mountains, and from here I can see the

beauty of it all. I have walked, ridden, even

» onice; across the many stretches of our fine realm.

i my studies I have seen just abour everything this

continent has to offer, and from the warjack graveyards

n Thornwood to the birthplace of the dragons on
Scharde...] must admit I love ic all.

Western Immoren stretches from the sandstorm-
sidden Bloodstone Marches and the secret confines of
Jos in the east to the long, unending Meredius in the

est. The dark lands of the necromantic Cryx—the
‘Scharde Islands—form the southern edge of Immoren
d the northern tundra and their savage, snow-
ered, glacial plains, inhabited by the rerritorial
elves, cap this wondrous realm. Indeed, within

se dangerous and sometimes deadly borders, a

¢ shatrered, kings and queens come and gone,
ingdoms devoured, new ones born fresh; borders
dmg, and crowns ever changing hands—sometimes

Ayc. l:he Iron ngdnms have seen much

Summershome, gth Day

he elder races, the elves and dwar\res Ii!ne‘in =

their own kingdoms in general solirude. Even .

though I have welcomed hospitality from both: P
peoples, I'd not presume to call them friends. .

los, the ancient home of the elves, crowns the =
northern mountain ranges of the Bloodstone Marches.
The forests there are so thick and beauriful that the’
very cities the elves call home are a sight—as they '
bend and rwist magically around the ancient :
of the losan whirewood trees. All concerning
los is greatly rumor, as thar the reclusive elvess
patrol their borders with lethal dererminaria
Humans are forbidden to enter los with very fey
exceptions—myself counted amongst them—
even though the wilderness is beautiful and full o
game to be hunted with ease few dare to enter che a
Tosan fields and forests. Many foolish adventurers®
have ventured into los uninvired never ro be heard
from again, and I'd wager ten crowns that no one
ever will.

los is an enigma. For centuries the kings and
queens of Immoren have sought to seal treaties and
pacts with the elves, but the ambassadors are always
turned away at the borders at sword or arrow-point.
The Iosans seem burdened with a rerrible weight,
some great emotional encumbrance. It is said that
many of them charge mankind for this mysterious
plague of misery. Whatever it might be, a long
shadow of superstition is cast from their borders,
and some whisper of dark machinations growing o
within that shadow. Insular and secrerive, I'm
certain the Josans will one day surprise us all—I pray:
relentlessly it will be a pleasant one.

Rhul is the rocky and mountainous home of the
dwarves. Honorable, stoic, stocky and robust, they
have changed little over the centuries, and neither has
their land. Masterwork stone castles and rowering
fortresses, home for millennia to the numerous clans
of the dwarves, have stood here since before man could
draw words. Most Rhulfolk can trace their heritage ~
back to the original Thirteen Families who founded the
Dwarven nation. They have lived for centuries by the
Codex, lengthy clan laws compiled lifetimes ago, and to
enter Rhul with thoughes of treachery | or mahce isto
subject one to its harsh edicts.

Unlike the Iosans, the dwa:ves enjoy thc near




Cy bmr in some g!tarﬁmmmr. glvmg som _of thcu- most
mmdmma‘adesfbr source materials they can rarely

garher in their own rocky homeland. Lumber, grains,

and certain spirits_are often traded for dwarf-made
“armor or weapons made from the impossibly durable
ores found deep within the mountainous lairs of the
Hundred Houses. They have only recently involved
themselves in the travails of mankind, making cheir
insights. crucial to the expulsion of the Orgoth. With
‘évery generation they get more and more attached ro the
happenings of the “youthful beardlings,” and I expect to

see more from the dwarves in the decades to come.

Honor is their code, and should they choose to
back one of the kingdoms of man, they will come out
of their millennia-old ancestral homes and defend
their honor with every dwarf's life. It is passing well
% for mankind to have established alliances with the
denizens of Rhul.

Blights Day, evening

Llael and Ord. I always seem to skip over
them when I am chronicling. But today
I shall touch on them in brief, for they have
managed ro grow within the shadows cast by the

larger kingdnms.

Llael is a rather smallish place, positioned

at the easternmost corner of Immoren. On

t isn't often [ get to the lesser kingdoms of

the southeastern corner of the coal rich kingdqm ;
the Bloodstone Marches, a tetrible place filled with-
horrifying, savage beasts. The kingdom also borders the
powerful Elder Kingdoms, los and Rhul. Their western
border is in constant flux with the martial Khadorans,

and commerce is tightly restricted with the northfolk.
The mighry Black River runs through Llael, always
dUl.Tt‘Li \\’itl‘l |.'hL‘ ln;ll'ty packet SI'HI.PS :lrld sSteamers OF f}lc
Minister of Trade. Llael has seen many kings come and
go, and their last has passed without heir. Governorship
has fallen to the Prime Minister these days, and I
wonder if we might ever see another king in our
liferime. This is a matrer of growing concern amongst
both the common folk and the patriciate of Llael, not to
mention the other nations of the Iron Kingdoms.

The other smaller f-:ingdom of Ord is a sailor’s
paradise. The sea is not only the western border of the
kingdom of Ord, bur also the primary way of life. Every
sailor from the Windless Waste to Cape Mercir has
likely experienced the nautical might of Ord one way or
another. A harsh mistress, the sea is, filled with Cryxian
pirates and countless other hazards; the Ordic Royal
Navy, undeniably the most powcrﬂﬂ in all of Immoren,
is often the answer to such perils, and one would be a
fool o ply the waters of Berck Harbor or the Bay of
Stone withour ofﬁ:ring due homage.

The capital city of Ord may be Merin, but its
most notorious one—and I d:lresa}' interesting, as it

one of my favorites—is doubtless Five Fingers. This




yr streets of Five Pi.ngers only to awaken in chains

in the dark belly of a Cryxian cog, bound for Port

kwater’s infamous slave trade. Pinched on all sides

. kingdoms much stronger than their own, one day

seafaring kingdom of rogues and traders will have to

ake a choice who to side with in order to survive, but to
which side their massive navy will sail, T cannor say.

By of Markus, evening
R hador is a deep-roored place. Some call it
ﬁ : the spine of the body that is Immoren, and

it is comprised of a tough people, irascible,

* choleric, weathered, and proud. They have customs
- war reach far back into pre-Orgoth rimes when

arbaric horselords roamed and ruled the Khardic
Empm: These inclinations remain, and the Khadorans
¢ a very strong folk devored to their traditions and
‘=heir Motherland. In poine of fact, many queens have

|.gwcrned Khador, and all women are held with higher

wezard than some would think in such a harsh and

‘ line land.

During the hard northern winter, which is often
months our of the year, much of Khador is frozen.
Serong winds snap trees in half and sudden snows

eep in so fast that entire wagon trains have been flash
3 <3 En i.n mere SCCOI‘.I.dS- ['J.'I.:]TIY never to bl: seen Jgain.
= such a harsh place, only the strong survive, and this

~ wsrength is personified by cheir military, where huge

:

s i

“warjacks thunder along next to their ever-enduring men

wod women.

Conscription is the rule of the Khadoran queen,

=d every adult male—and any females who wish

is expected to serve the Motherland for no less

“an three years. This makes every male citizen of

thador a capable soldier. True, they pracrice less

szardry than other nations, relying on their strength

ot arms and massive warjacks to fight their wars, but

=heir mechanika is as strong and durable as any found
: [m]"l'lol'cﬂ.

- Almost as many Khadorans are followers of

Menoth as they are of Morrow, and thus have a thick

ingent of Menite support. Perhaps partly because

e strict tenets of the Menite faith as well as the

bent of the Morrowans known as the

ord” faith, the Khadorans have adopted a very

sive statire concerning their place in the world.

- y never deny their Motherland's greatness, and
= R

B
$ia
LaArisc

post-Rebellion wars have occurred‘ betwee
two nations, the last roughly a century ago, and the

Khadorans have never forgotten such 'l:rausgie551t;m.1iH EY

Indeed, Khadorans often bear grudges againsc the
“meddling Cygnarans.’ Every soldier is trained to. be

one swing faster or one step ahead of a Cygnaran =3

soldier and the recent outbreak of border skirmishes
may mean another major war is inevitable,

Khador does not have the resources of Cygnar, 1
magical skills of Cryx, or the spiritual intensity of

the Prorectorate, they will go to all lengths to securel¥ 3
victory for their Motherland. A military campaign
against this mighty nation always proves to e _
expensive and undoubredly long, and it should be .-: .
noted, there is no word in the Khardic tongue for
“surrender,” but over a dozen thar are synonymous

for “revenge.’

Early Harvest; 3rd afternoon

t the center of the Iron Kingdoms lies.
ACygnnr. and I find myself here for one reason’

or another more rimes than I can count. It
is upon Cygnaran soil that most of the battles have
been, are, and probably will be fought, They have the 3%
greatest amounts of natural resources at their disposal, ¥
which leads to unparalleled trade with the kingdoms
of Ord, Llael, and even Rhul. Cygnar’s technology and
alchemy is second to none, and improving every day. §
It is their advances in mechanikal engineering that
has given them the greatest edge. The mechanika that
stomps along Cygnaran borders are numerous, wieldin
some of the finest inventions of war thar Immoren
has ever seen. Recently, I've beheld their advancements’
using lightning,.and their warjacks are some of the most
inventive armaments ever to bow to a warcaster’s will.

Cygnar’s borders touch all of the other true
Iron Kingdoms involved in the original Council of
Ten—Ord to the northwest, Khador to the north, and
Llael in the northeasc—and they are ever heedful of
their neighbors. The Bloodstone Marches once made. .
up their easternmost border, until the Cygnaran ' Cmf ;
War. After the bloody conflict berween the C. spmns
and the Menites of the south had been resolved ;
Menites had been granred a strip of m :esom:t'ﬁ
poo land at che southeast corner Qf G @Jom.




"E-thn:at of i invasion. Despltc loyal allies
1 hc is aware of the bicter hearts of his

: “"‘In most tecent times Cygmr has endured greac
_ g@gﬁ&y, as the current King Leto ousted his older
" brother, the former King Vinter Raelthorne [V—also

. called “The Elder"—in a horrible coup. Vinter, a most
unpleasant man, managed to escape, and has recently
~_returned from the Bloodstone Marches with strange
 allies in row. He attempred unsuccessfully ro sack
Corvis, but was pushed back into the storm-ridden
wastes due to the efforts of some fine heroes. | hear
that the Elder has vowed to return, just as so- many
- other neighboring kingdoms have done, and it is
' said that King Leto sleeps very lircle these nights. It
' has never been easy to wear the Cygnaran crown.

' I:Sulunsphnr, early morning

rom my inn room's balcony, as I overlook
F the solemn processions in the streets
below, I am reminded of the strength of
faith. Faith is the tie that binds this place, and it
is the stronges faith in the entire realm...even the
world Id wager to guess. It shows in their fervor on

the helds of battle.

The youngest of the Iron Kingdoms, the
Protectorate of Menoth, was born of the blood and
tears shed during the Cygnaran Civil War when
Hierarch Sulon fought against the growing faith of
Morrow. Caspia was torn apart from within when
the amassed Menites of Cygnar took a stand for
their faith and foughr for their independence. After
long negoriations, Cygnar granted them a province
. of resource-poor lands on the southwestern side
of the dangerous Bloodstone Marches, as well as a
major prize in eastern Caspia. The city proper, on
ithe west bank, is of course, older, larger, and fashioned
‘much better, and thus kept by the Cygnarans—this
" B was never a question—while the eastern portion of

" the city had endured the brunt of the fighting. Many
~ of the buildings were little more than rubble-strewn
" husks. Nevertheless, in due time, a newly fashioned city

was pulled up from the ashes and dubbed Sul, after the
Hierarch himself.
, . The Menites say they knew what they were
> gergng, when they agreed to the terms—no standing
'a;m)s high taxes paid to the Cygnaran crown, royal
watchmen throughout the newly formed Protectorate;
:JJ o{" tins ceded for a seeip. of rocky land that is home

"% iribeb uE stms, vgabnuds?oudaws, barbamns

worse. Although this sandy and. oﬁenbaf&nlﬁ&’
little lumber and even less ore to be found, the wind-"
blown plains have surprisingly ywldé_d great amounts
of diamonds in recent decades, which are perhaps the
Protectorate’s saving grace. In addicion, beneath the
rocky soil an abundance of oil has been discovered;
oil used in every walk of life—fuel, light, even in the
weapons they create in secret for their theocracy. Yes,
despite the order of no armies in the Protectorare, it
is said the Menites have warjacks and soldiers thar
selflessly wield a fiery fluid in many forms, from death-
vomiting flamethrowers to powerfully experimental
rockets. For them, the challenge to survive is more than
worth the suffering involved in carving out a life in cheir

new home.

The Protectorates worship a powerful god who
punishes harshly in the afterife if ones life is deemed
without value, and so each Menite is prepared to follow
the holy orders of the hierarchy withour question. The
Hierarch's tenets just barely allow for conract with the
kingdoms of Ord and Llael, but adheres to Menoth's
teachings that man is the true race of Caen, and so
thus have very little to do ar all with the “lesser” races
of Immoren, namely the elves, dwarves, and gobbers.
Khador retains a large Menite faith within its borders,
and I am rold that the northfolk of Khador have found
a grear ally among the Prorectorate’s faithful, for it is
known that Cygnar places Morrow over Menoth, and
that is a grear and unforgivable sacrilege in their eyes.
[ have seen the secrer workshops in the Protectorate,
and when the word comes down to the people from
their Hierarch, 1 hope Cygnar is ready for what the
Menites have in store for them. Faith is a powerful
provider, especially faith as strong as theirs. It rakes
that sort of faith to perform some of the duties required
of the Menites, and I do nor envy the targets of such
bloody deeds. It may be Menoth's will to punish and
torture those unworthy who pass into the afterlife, bur
sometimes it does seem his children are overly eager to
send them to him. Very eager, indeed.

Somewhere off the Gulf of Cygnar, date unknown

rom here in the crow’s nest of a north-bound
F steamer, I can see the fortress of Hell's Hook
on the tip of the island Scharde, and beyond i
the dark clouds that obscure the island kingdom of the
Cryx. Very few, myselt included, have walked the black
soil amidst the undying hordes and necro-med\andd

constructs that call chis place home,

The Scharde Islands are known also as thl
Cryxian Empire, the dark dragon godkmg"'}[orulg



Roost," and the Pirate Kingdom: all of these are names
*for the rocky island grouping just off the Broken Coast
of southern Cygnar. The kingdom of Cryx spirals out
over the Scharde Islands from Skell, the place where
she evil Lord Toruk landed thousands of years ago and
claimed the islands as his own. He is the oldest dragon
i the world, called the Father of All Dragons, and his
rule is withour question. His blight extends for miles
trom the ashen city, and if it were not for my enchanted
avery, I may very well have succumbed to it by now.
Entire towns have been _;_:roun-:] to dust under Toruk's
ancient talons, and thousands have felt the lash under
ghe command of his generals, the Lich Lords and their

sulery war witches.

The Cryx sail out past their island homes in search

of raw materials and resources, spilling hundreds of
Sloodthirsty pirates, warriors, and strange necromantic
sonstructs onto the shores of the mainland, These
sought-after resources include ore and lumber, gold and
Jver, the bodies of the dead for use in their infernal

==e5 and rituals, and slaves to work in the dark obsidian
=ines on Scharde or else lashed to an oar in the galleys
o pirate vessels. Some end up forcibly enlisted in the
xmies of the Cryx as thralls, part undead creature and
sart mechanika. Whart is salvaged of those who are
searly dissolved away by the powerful acidic solvents
#¢ Cryx spray, vomit, or hurl at them, are kepr for
=s¢ in the crearion of the frighreningly fast and lechal
senejacks and helljacks. Through the necromancy of
warcasters, Lord Toruk wields an erernal army

t grows with every victory, even those of the other

©ngdoms. War and death go hand-in-hand, and in the

S
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Cryxian Empire death is only the'lubricanc for the grear
war machine itself. el

No one truly knows what Lord Toruk 1s planning,
but I have noted an increase in the armies of his llnd)?ing
machinations sailing toward the inland kingdoms these
past few years. I fear if the Iron Kingdoms:do nor settle
their own disputes, we may all very well feel the lash of

another tyranc rather before long.

Midwinter, 13 day

t was once that I would look out over the storm-

laden sands of the Bloodstone Marches and

wonder whar it would be like to traverse its herce
expanse. Now, I do not wish o look thar way ever— 3%
except maybe to watch for the unknown, something ¥

that I cannor say happens to me often.

Although nor a kingdom in its own rightys
something should be said aboutr the recent@e :
happenings in the Bloodstone Marches. Locared$
north of Menoth's theocracy and east of Cygnag
the Bloodstone Marches is a sun scorched; wind®
swept terrain. It is difficult to survive in such a place
where uncharted sand dunes are veritable deatch
traps. Beyond the howling winds, illusive mirages,
and indigenous beasts is a vast expanse of storm-
blasted deserts called the Storm Lands, which even
the bravest adventurer would be mad to enter. This
is a withered realm pockmarked by lightning strikes
and dust devils and the cries and howls of savage

creatures echoing from within irs sandy wastes.




ers of the Crag make a per:lous I:ving
d coal ﬁ'om the mountains :har ring the

ﬂfatfgwaa'lmus Wi G A stay the hell out. In
recent times, however, one man of great note has not
fﬁ';llowed the miners advice: Vinter Raelthorne IV, “the
_ Exiled” No one except he knows whar happened when
_ he journeyed into the wastelands beyond the grear
" svorms, bur he came back across those mountains with
terrifying allies the likes of which had never been seen

~before in the west—the Skorne.

I know very little about these Skorne, excepr
:fhat they are powerful warriors thar remind me,
. from my studies, of another race with much the
‘same warlike tendencies: our former conquerors,
the Orgoth. The Skorne use a foreign alchemy in
their firearms and cannons, and have great beasts
to carry them into bartle, augmented by powerful
wizardry rivaling that of the elder races. When
Raelthorne’s invasion force arracked Corvis, the
beasts and warriors of the Skorne nearly bested
Cygnars soldiers. Even the mighty warjacks were
hard pressed against the titanic creatures at the
Elder’s command, if it were not for help—some
claim—through Heroes
of some renown were instrumental in handing

divine intervenrion.
Vinter and his Skorne a surprising defear, sending
them back across the Storm Lands into the
Marches, bur ir is said the Exiled has vowed to
return. Should more of the alien race be waiting to
join his campaign, I can only pray Morrow is still
watching over us.

happemng Mankind is a de.sl:mctﬂwlot.l hear t
echo of a cannon's roar not far from my balco
here in Five Fingers. It is strange that I no Iong
flinch as I once did in my youth—have 1 become
accustomed to the sounds of war?

It looks as if we are a'people that revel in ¢
bloody soil of the bartefield. Quick and ingenio
are the minds of men in learning the most pernicio
arts, and where once soldiers wielded sword and spe
they now launch cannon shot from massive ordnan
and deadly rounds from mastercrafted pistols, wh
I'ﬂcchal‘liks pl.lt [hese Ver}’ elcmenrs a.ﬂd more o W{)rk
the weapons of the volatile, ash-spewing warjacks. T
science of war has evolved, and now there are as ma
alchemists and wizards employed by today’s armies
blacksmiths and fletchers. Indeed, it is such that a sing
warjack is replacing entire companies of cavalry and t
role of commander has turned over to these infamo
warcasters.

I fear we stand in the calm before the storm
western Immoren. But I do try to remain hopeful.
spite of everything, our finest hours have often cor
sprouting from the swirl of our most chaotic rimes.
my studies and travels I have seen this realm come ev
closer ro its own end, only to stand hard and fast wh
the time is right. I have noticed thar Immorens—may
even Caen's as a whole—heartfire is stoked by the w:
and skirmishes around and within it. It seems to ke
this grear machine stomping ahead on the path of tin

I chink it will survive.

After all, these are the Iron Kingdoms...a
this

perhaps we are all everlasti

WARMACHINE.
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"NE DUERVIEU

'n WARMACHINE, the very earth shakes dur-
ing fierce confrontations where six-ton iron con-
. striicts slam into one another with the destruc-
tive force of a locomorive, lead-spewing canon chew
l;hmug;h armor plaring as easily as flesh, and a rempest
of arcane magics sets the battlefield ablaze with
“such Armageddon-like proporrion that the gods
themselves fear to tread such tormented ground.

WARMACHINE is a fast-paced and aggres-
sive 30mm tabletop miniatures bartle game set in
the steam-powered fantasy world
of the Iron Kingdoms. Players take
on the role of elite soldier-sorcer-

T UHAT YOU NEED FORC
WARMACHINE

In addition to this book and your army
of WARMACHINE models, you will

also need a few basic items to play:

ers known as warcasters. While the
warcasters are formidable combat-
ants on their own right, their true
strength lies in their ability to magi-
cally control and coordinate mighty
warjacks—massive steam-powered

§ . * I combat auromatons that are the pin-
®A table or playing surface, typically |

- nacle of military mighe in the Iron
. 4" X 4, where you can conduct your '

Kingdoms. Players collect, assemble,
& batles. B and paint fantastic River Head

_ Studios models that represent the
movement and artack distances.

¥ B varied men, machines, crearures, and

oA few six-si ice—four or more : : :
> A few six-sided dice—fc RO worse in their army. This book pro-

ol oA tape measure or ruler to measure

’; . 3 o -3 ¥

A \\'\ll}'.])-. pl;m}._ L s Fanef vides the rules for using those models
. 3 L] s o] Ci oCus - AL i
o A andfnl Of, RORERS 10 MMAICILE et B in steam-powered miniatures combar.
g points, spell effects, and so on. "This is Full Meral Banisy=and

e The appropriate stat cards included your tabletop will never be the same!

A WARMACHINE army
is built around a warcaster and
his battlegroup of warjacks. Squads
of soldiers and support teams
book. You may photocopy them for -4 may be fielded to further bolster

[ B abattlegroup’s combat capabil-

' ity. Sometimes, huge armies with
mulriple battlegroups and legions of
soldiers rake the field to crush their
— enemies with the combined might
_r.' i of muscle and iron.

Warjncks called jjacks for shor, are specialized
fighting machines— hulking iron behemoths powered
' by a fusion of steam technology and arcane science

with each model. We suggest you pur
[hci'ﬂ !I.I‘.l. l:al'd SICI:\-'I’.'S Jl‘ld use a dt‘}’ erase
marker, or make photocopies.

#The markers and templates found in
the Templates section at the back of chis

personal use.

and conrrolled with deadly precision by a warcaster.
While generally most deadly in hand-to-hand com-
bat, warjacks can be outfitted wich a plethora of
wicked melee or ranged weaponry and equipment.
Specialized jacks, known as channelers, are equipped
with a device called an arc node thar lets the warcaster
project a spell through the warjack itself.

A warcaster is in constant telepathic contact with
the jacks in his bartlegroup. During the course of a
confrontarion, warcasters continually draw on a magi-
cal energy called focus. A warcaster’s focus points may
be used to boost his own combar abilities or those of his
warjacks in his control area, or to cast powerful spells.

The caster is the tie that binds the bartlegroup as
well as its weakest link. If the warcaster falls, his ‘jacks
become little more than iron shells.

The outcome of a bartle depends on your abil-
ity to think quickly, use sound tactics, and decisively
cmploy your forces. A crucial component of your
strategy will be the management of your warcasters’
focus points and how you use it to boost your warjacks
abilities. Focus points can be used to significantly
enhance a ‘jack’s already impressive combar power;
properly allocated, they can make an encire battlegroup
a nigh-unstoppable instrument of destruction!

Victory favors the bold! So bring it on, ifyou'\-'c
got the metal.

SUNMARY OF PLAY

efore a battle begins, players agree on an

encounter level and a scenario to be played, then

create their armies based on those guidelines.
Next, determine the turn order, which will not change
throughout the game. Players then deploy their forces
and prepare for the battle to begin.

Battles are conducted in a series of game
rounds. Each game round, every player receives one
turn to command his own army, During his turn,

a player may activate all the models in his force, one
after the other. When activated, a model may move
and then perform one of a variety of actions, such as

attacking, repairing a jack. or even casting speﬁs. One

all players have taken their turns, the current game

round ends and a new one begins, sramng agam with
50N 3




| -m AHD ROUNDING

ARMACHINE uses six-sided dice, abbreviated
46, to determine the success of artacks and other
t _actions. Most events, such as atracks, require rolling
two dice. Other events typically require rolling from
one to four dice.

Some events call for rolling a d3. To do so, roll a
d6, divide the result by two, and round up.

Some instances call for a model’s stat or a die roll
20 be divided in half. With the exception of distances,
always round a fractional result to the next highest

whole number.

GENERAL GUIDELINES

- This section covers how WARMACHINE handles
‘zame terms, the relationship between standard and
“pecial rules, sportsmanship between players, and the
srocedures for resolving rules disputes.

Game Terms

" When these rules introduce a game term in a definitive
““ishion, its name appears in bold. If the rules reference
& term from another section, its first appearance in that
ion will be in italics. For ease of reference, all game

” ‘serms have their complere definitions in the Glos&ar)'.

Rule Priority

“While WARMACHINE is a complex game thar

*—covides a multitude of oprions, the rules are actually

~=zuitive and easy o learn. The standard rules lay the

dation upon which the game is builr and provide

&l the typical mechanics used in play. Added ro these

“ire various special rules that usually depend on spe-

- =5 models and modify the standard rules in certain
“reumstances. When they apply, these special rules
ake precedence. For example, a situation may call for

¢l to make a command check. However, if thar

is a warjack, it does not make the check since

are specifically mentioned as never taking

d checks.

WHAT"S A D6?
HOW ABOUT A D3?

A six-sided die is referred to as a d6.
Two six-sided dice are abbreviated as
2d6, three dice as 3d6, and so on.

Although WARMACHINE simu-
lates violent bartles berween mam-
moth forces, you should still strive
to be a good sportsman in all aspects
of the game. Remember, thisisa
game meant to provide entertain-
ment and friendly competition.
Whether winning or losing, you

should still be having lots of fun.

A d3 is a quick way to say “roll a d6
and divide by 2, rounding up”. Quite a
mouthful! Here's how to quickly read
the results of a d3 roll:

From time to time, your oppo-
nent may wish ro see your records li6i D=
Jor4=2

Sor6=3

to verify a model’s stats or see how
much damage a particular warjack
has taken. Always represent this
information honestly and share
your records and information with-
our hesiration.

Resolving Rules Issues

These rules have been carefully designed ro pro-
vide as much guidance as possible in all aspects
of play. However, you may encounter situations
where the proper course of acrion is not immedi-
ately obvious. For instance, players may disagree
on whether or not a model has line of sight to its
intended targer.

During a game, try to quickly resolve the issue *
in the interest of keeping the game flowing. After
the game, you will have plenty of rime to decide the
best answer, which can then be incorporared into
later games.

If a situation arises in which all players can-
nort agree on a solution, quickly discuss the matter
and reference this rulebook for an answer, but dont =
spend so much rime doing so that you slow the game.
In striving to resolve an issue, common sense and the -

precedents set by the rules should be your guides.

If the dispute cannot be solved quickly, have one
player from each side roll a d6—the highest roller gets
to decide the outcome. Reroll any ries. In the interest
of fairness, once a ruling has been made for a specific
issue, it applies for all similar circumstances forthe
rest of the game. After the game ends, you can take =
the time to reference che rules and rht_:imughl}_';_discu‘s.é'
the issue to decide how to best handle that sam sn:ua- ;
tion in the furure. :




Y ach WARMACHINE combarant is repre-

' sented on the tabletop by a highly detailed and
dramarically posed miniature figurine, referred
. toas amodel. There are several basic model types:

L warcasters, warjacks, troops, and solos. Warcasters, troops,
solos are collectively referred to as warriors. A
‘warrior is a living model unless otherwise noted.

 Warcasters

A warcaster is a tremendously powerful sorcerer,
 warpriest, or battlemage with the ability to telepath-
ically control a group of warjacks. A
warcaster is a deadly opponent, highly
skilled in both physical combat and

arcane spell casting.

BATTLEGROUPS,
UNITS, AND
INDEPENDENT

MODELS

® A battlegroup includes a warcaster

During battle, a warcaster
commands his battlegroup of
warjacks in an effort to complete his
objectives. A warcaster may use his
focus points to enhance his combat
@ abilities and cast spells, or he may
i assign them ro individual warjacks
and the warjacks he controls. A war- to increase their fighting abilities.

caster can allocate focus points to or B A warcaster may also channel spells

channel spells through only the warjacks | through ‘jacks equipped with arc

in his battlegroup. nodes, effectively extending the range

of his magical powers.
eIndependent models are those that -

. CRTAR Warcasters are independent models.
activate individually. Warcasters,

warjacks, and solos are independent

Warjacks

A steamjack is a mechanikal con-
struct given the ability to reason by
a magical brain, known as a cortex,
housed within its hull. A steamjack

models.

®A unit is a group of similarly trained
and equipped trooper models chat oper-
are rogether as a single force. A unit

usually contains one leader and rwo or = does not possess high cognitive

powers, but can execute simple
commands and make logical deci-
sions to complete its assigned tasks.
Steamjacks are used throughour the
Iron Kingdoms for a variety of heavy
T or dangerous tasks that would be
sssible for 2 human to perform.

more additional troopers.

‘“ A warjack isa steamjack built expressly to wage
war. Armed with the most fearsome ranged and

MOD]SL TYPES, STATS, AND ARMY BUILDING

close-combat weaponry yet devised, a warjack is more
than a match for a dozen men. While able to think
and operate independently, a warjack reaches its full
destructive porential only when controlled by a war-
caster. The warcaster forms a telepathic link ro each
of the warjacks in his battlegroup. This link lets the
warcaster give his warjacks commands and use focus
to boost their abilities with just a thought. Through
focus, a warcaster can make his warjacks' arracks more
accurate and powerful. A well-controlled warjack can
even perform amazing power attacks, such as slamming
its opponents into buildings, grappling their weapons,

or even throwing them.

The telepathic link binding a warcaster to his
warjacks is fragile. If a warjack’s correx is disabled, it can
no longer receive focus points. Even worse, should a war-
caster become incapacirared, the telepathic links to his
‘jacks will sever. The accompanying feedback of uncon-
trolled magical energies overloads and shorts out his
warjacks’ cortexes, causing the jacks ro cease funcrioning,

A warjack is classified as either a light warjack or
heavy warjack, based on its size and combar abilities.
Even though they are assigned to a specific battle-
group, each warjack is an independent model.

Troopers

Troopers are models such as soldiers, riflemen, and
mechaniks that operate together in groups called units
A unit always operates as a single coherent force. All
the troopers in a unit share identical accribures and
C;lrl')’ th{.' same \\'C:lpons- Tml)pcrs. including !l.'ﬂd{'f&
cannot receive focus points to boost their abilities.

Some special rules and spells affect enire units.
When any trooper in a unit is affected by a special
rule such as terror or a unit-affecting spell, every mem-
ber of that unit is affected. Special rules and spells tha
affect units are noted in their description.

Leaders

Usually, one trooper in a unit is trained as a leader,

a model with a different stat profile—and possibly
different weaponry—that can give its unit orders. A
leader generally has a higher Command (CMD) stat
than the other troopers in his unit. A unit uses its
leader’'s CMD stat for all command checks while ies
leader is in play.



_ los cannor receive focus points to
o0st their abilities. Solos are independent madels.

HODEL PROFILES

very model and unit has a unique profile that

translates its combat abilities into game terms.
WARMACHINE uses a series of stats to
tify and scale the arcributes fundamental to game

y. In addition, a model may have special rules that

‘Surther enhance its performance. A model’s or unic's

y list encry provides all the game informarion
‘sequired for it to battle across your tabletop.

A model’s or unit’s stat card provides a quick in-

=sme reference for its profile and special rules. The
ard’s front has model and weapon stats, a special rules
sz, and a damage grid and feat description, if appli-
sble. A model’s army creation information, victory

- points, and summarized special rule and spell descrip-
ons appear on the card’s back. Refer ro this book for
& special rule’s or spell’'s complete rules text, which take
=recedence over the abridged version on the stat cards.

Hodel Statistics

Model statistics, or stats, provide a numerical rep-
~esentation of a model’s basic combart qualities—the

szher the number, the better the stat. These stats are
ed for various die rolls throughout the game. The

zat bar presents the model statistics in an easy—(o-ref-
" erence format.

SAMPLE STAT BAR

COMMANDER
COLEMAN STRYKER

The model stacistics and their definitions follow:
¢ed (SPD) —A model’s normal movement rate. A
del moves its SPD star in inches when
1n1g.
h (STR) —A models physical strength. Add

odel’s STR srat to the damage roll of its melee

EE ATTACK (MAT) —A model’s skill wich

ns sm:h as swords and hammers, or natu-

RANGED ATTACK (RAT) —
with ranged weapons such as guns and ossb
thrown items like grenadesm‘ld knives. Add g@e&ls
RAT stat to its ranged attack rolls. : 3

DEFENSE (DEF) —A model’s ability to avo:d
hit by an artack. A model’s size, quickness; skill, and
even magical protection can all contribure to its DEF _
stat . An attack roll must be equal o or greater than the
rarget model's DEF stat to score a hit against it.

ARMOR (ARM) —A models ability ro resist
being damaged. This resistance may come from. -
natural resilience, worn armor, or even magical

benefits. A model takes one damage point for every
point that a damage roll exceeds its ARM stat ..

COMMAND (CMD) —A model’s willpower,
leadership, and self-discipline. To pass a cont- ]
mand check, a model must roll equal to or less than
its CMD star . Command also determines a
warcaster’s command range. Warjacks do nort have a
CMD star .

FOCUS (FOC)
Add the warcaster's FOC stat to its magic attack
rolls. Focus also determines a warcaster's control

— A warcaster’s arcane power.

area and focus points, Warcasters are the only mod-
els thar have a FOC srat.

Weapon Statistics

Each of a model's weapons has its own stat bar. A 3
sword icon denotes a melee weapon, while a pistol
icon denotes a ranged weapon. A warjack’s weapon
stats also list the weapon's location, A weapon's
stat bar only lists the stats thac apply to its use.

SAMPLE RANGED

WEAPON STAT BAR

DISRUPTOR PISTOL
RNG ROF AOE POW

SAMPLE MELEE
WEAPON STAT BAR

QUICKSILVER
Special POW P+S
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e RO = Q‘Péwznfpws STRENGTH (P+S) —Melee

~ weapons add both the weapon's POW star and the
- model’s STR stat to the damage roll. For quick refer-

RANGE (RNG) — The maximum distance in
inches a model can make ranged atracks with this
weapon. Measure range from the nearest edge of the
atcacking model’s base ro the nearest edge of the target
model’s base.

- RATE OF FIRE (ROF) — The maximum
number of times a model can make ranged arracks
& with this weapon in a turn. Reloading rime limits

Most r:mge'd weapons o OI‘II}' one .'I'IIIIIC]-{ pt‘t‘ rurn.

AREA OF EFFECT (AOE) —The diameter
in inches of the remplate an area -of-effect weapon
uses for damage effects. When using an AOE
weapon, center the template on the derermined
point of impact. All models covered by the rem-
plate potentially suffer the attack’s effects. See

gnlums i

~ ence, the P+S value provides the sum of these two stats.

o

Combat (pg. 39) for detailed rules on AOE weap
Templates for AOEs can be found on the templates
page: '

SPECIAL RULES—In addition to their normal
damage, many weapons have unique advantages or
produce extraordinary effects, which their special rules
explain. A weapon with more than one such rule lists
“Multi,” along with a complete effects listing in its
card’s special rules section.

Special Rules

Most WARMACHINE combatants are highly spe-
cialized and trained to fill unique roles on the bartle-
field. To represent this, certain models have special

rules, which take precedence over the standard rules.
Depending on their use, special rules are categorized

as abilities, feats, special actions, special attacks, or orders.

A model’s army list entry and the back of its star
card summarize its special rules. In addition, Combat
(pg. 39) and Warcasters and Focus (pg- 54) detail many
special rules common ro all warjacks and warcasters that
do not appear on the star cards.




rules appir
ceand appiy

‘use once per game. A warcaster can use this fear
at any time during his activation, in addition to
and performing an action.

SPECIAL ACTIONS (*ACTION)—A spe-
| action lets 2 model perform an action normally
ailable to other models. A model can perform a
sial action instead of its combat action if it meets the
ific requirements for its use. Some special actions
Seauire a skill check to determine their success.

SPECIAL ATTACKS (*ATTACK)—A spe-

sal arrack gives a model an artack option normally
~available to other models. Warjacks can also

pake a variety of punishing power attacks, described
% Combat (pg. 39). A model may make one special
mck instead of making any normal melee or ranged
ss=acks during its combar action, if it meets the spe-
:ﬁ. Tﬁqulrel'ﬂ{_ nrs.

PORDERS —An order lets a model or unit perform
3 specialized combar maneuver during its activation.
L% Linit may receive an order from a warcaster prior to

% activation, or from its leader at the beginning of its

- :'vazion. A solo cannot give orders to other models.

mage Capacity and Damage Grids

< 3 model’s damage capacity determines how many
Smage points it can take before being removed from

say. Most trooper models do not have a damage

E_pacicy

“ne damage point. The army list entry for a more

play as soon as they rake

wesilient model gives the roral amount of damage it can
sake before being eliminated. Its stat card provides
4 row of damage boxes for tracking the damage ic
seceives. A warjack has a damage grid consisting of
ilnuln’plc rows and columns of damage boxes.

Every time one of these models takes damage,
sark one damage box for each damage point raken.
© A model with damage capacity or a damage grid
s removed from play once all its damage boxes
marked. However, 2 model may lose systems or
me disabled before its damage grid fills completely.
ks have damage boxes that are also system
 labeled with a letrer denoring what component
model they represent. When all system boxes
specific system have been marked, the warjack
the use of that syszem: Mark thc appropriate

.damageﬁd

Base Size and Facing
The physical model icself has a couple of propetties
important to game play: base size and facing.

BASE SIZE

The physical size and mass of a model are reflectedi
by its base size. There are three base sizes: small
base (30mm), medium base (40mm), and large

base (50mm). Most human-sized warrior mod-

els have small bases. Larger creatures and light
warjacks have medium bases, while very large
creatures and heavy warjacks have large bases. A
model’s army list entry states its base size.

FACING

A model’s facing is the direction indicated by its
head's orientation. The 180° arc centered on the
direction its head faces defines the model's front
arc; the opposite 180° defines its back arc. You
may want to make two small marks on either side
of your models’ bases to indicate where the front
arc ends and the back arc begins.

A model’s front arc determines its perspec-
tive of the bartlefield. A model typically directs its
actions, derermines line of sight, and makes atcacks
through this arc. Likewise, a model is usually more
vulnerable to arracks from its back arc due to a lack of®
awareness in thar direction.




warcaster and his bartlegroup form

| the central fighting group of every
WARMACHINE army. Units and solos

- with a variety of abilities further support the warcast-
" er's bartlegroup. In larger bartles, you can even field

) ii_ltiple- warcaster battlegroups for greater firepower.

To create an army; first decide on an encounter
level, then spend the allotred army points to pur-

. chase models and units from the chosen army
list. Every army list entry and stat card provides
the model’s or unit’s point cost and field allowance
values; which you must adhere to when design-
ing your force. Specific scenarios may modify the
standard army creation rules.

Encounter Levels

WARMACHINE bartles are played ac differ-
ent encounter levels to allow for a diversity of
army sizes, strategies, and game experiences.
Each encounter level gives the maximum num-
ber of army points each player can spend when
designing an army. You need not spend every
point available, but your army cannot exceed the
maximum number of army points allowed by the
selected level.

Each encounter level also limits the number
of warcasters (and therefore bartlegroups) avail-
I able ro each player.
T

w* “A}

DU EL
Max Warcasters: 1 Army Points: 350
* Est. Play Time: 30 Minutes
A ducl occurs when two warcasters cross paths,
somerimes on special assignments, other times to
settle vicious rivalries. Duels include only individual
- warcasters and their personal warjacks. Duels are
. the perfect march for playing with the contents of a

' Bardegmup Box.

~ RUMBLE
Max Wiarcasters: 1
Est. Play Time: 60 Minutes
- ;Ah'ﬁh"iﬂé isan encounter that includes a single war-
caster and his batclegroup, supported by a small retinue
of units and solos. Rumbles can occur over such things
as m}m;'né-'ﬁb'rder patrols or elite, surgical missions.

Army Points: 500

BATTLE ROYALE
Max Warcasters: 2
Est. Play Time: 2 hours

Army Points: 1000

Battles decide the pivotal events in the course of a
military campaign. With up to two warcasters in an
army, you can fully realize the opportunities for army
customization and heavy firepower.

WAR
Max Warcasters: 3
Est. Play Time: 3 hours

Army Points: 1500

When objectives can no longer be achieved by deploy
ing small forces, when both sides refuse to yield, nott
ing less than war can resolve their differences. This
huge game, in which each side fields up to three war-
casters, allows your forces enough breadth and depth
to inflict and recover from staggering blows as the
fight seesaws back and forth.

APOCALYPSE
Max Warcasters: 4+
Est. Play Time: 4+ hours

Army Points: 2000+

When a conflict rages so bitterly thar war irself canne
resolve it, the final reckoning has arrived, for you have
summoned the apocalypse. An apocalypse is a massive
game, employing four or more warcasters in each forc
Although this vast endeavor should never be under-
taken lightly, it yields game experiences that can be
found in no other arena. Warcasters may be added ro
force for every additional increment of 500 prs.

Battlegroups

Each warcaster in an army controls a force of warjack
A warcaster and his assigned warjacks are collectively
referred ro as a battlegroup. There is no limit to

the number of warjacks that may be fielded in each
warcaster’s battlegroup.

Warcasters can give focus points only to warjnck
in their bartlegroup. If an army has multiple battle-
groups, it is important to distinguish which warjacks
are controlled by each warcaster.

Since warcasters and warjacks are independent
models, each model in a battlegroup can move freely
abour the bartlefield separare from the rest of the
group. Although warjacks usually benefir from
remaining within their caster’s control area, they are no

required ro do so.
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i ese personalities receive proper
‘-nmand are identified as characters. Characters
w the rules for their basic model type.

~An army may include only one model of each
named character. For instance, you can never have
two Commander Coleman Strykers in the same army.
However, two rival Cygnar players could each field
Commander Stryker. How can this be?

In the chaos and tumulr thar now cloaks the
ar-torn Iron Kingdoms, pretenders and imposters
pound. Thus, you may find yourself fielding one or

more warcasters who, impossibly, face their appar-

gt counterparts across the field of bactle. Who is

the real Commander Coleman Seryker or Butcher of
" Khardov? Victory alone can determine the answer.

‘hmmm

A model’s point cost indicates how many army points
su must spend to include one of these models, or

in the case of units, one basic unit, in your army.

Some entries also include oprions to spend additional

points for upgrades, typically in the form of adding

more troopers to a unit.

- Fleld Allowance

| Field allowance (FA) is the maximum number of
models or units of a given type that may be included
for each warcaster in an army. For example, Cygnar

‘ Trenchers have an FA: 2, indicating that an army may

I Rave up ro two Trencher units for each warcaster.

’ An army with two warcasters could have up to four

'Trenchcr units.

A feld allowance of “U” means thar an unlimited
I umber of these models or units may be fielded in an
army. A field allowance of “C" means that the model

|| 5 a character; only one of each named character is
I

dlowed per army.

SETUP, DEPLOYNENT, AKD
JICTORY CONDITIONS

ARMACHINE games can be played

in a variery of W The primary influ-

ences on a game's setup are its encoun-
'hvel mlmber of players, and victory conditions.

avers may also agree to play a specific scenario, or
of :hcu- own.

‘W’e buﬂt the following army to illustrate WARMACHINES army cre-
arion concepts. This army is designed for the Bartle Royale encounter
E__:'“""Alevel, meaning a player can spend a maximum of 1,000 army points and
- field up to two warcasters.

- WARCASTER—COMMANDER STRYKER

64
STRYKER'S BATTLEGROUP 3
< I Ironclad Heavy Warjack 103 ke
- 2 Lancer Light Warjacks 152 (76 ea.) L '
g

F WARCASTER—CAPTAIN HALEY 58 &
| HALEY'S BATTLEGROUP ‘
: 1 Defender Heavy Warjack 122 :
'I 1 Charger Light Warjack 75
i 1 Lancer Light Warjack 76 h :
F— SUPPORT
i’ 1 Long Gunner Squad (FA: 2),
: with one additional trooper 74 (74+10) .
3 Storm Blade Squads (FA: 2) 252 (84 ea.) ¥

L-‘ 1 Field Mechanik Unit (FA: 3), =

- with 2 additional Bodgers 20 (16+2+2) B '

Total 996 Points

The chosen warcasters are Commander Stryker and Caprain Haley,
avoiding duplication since they are named characters. The six warjacks :
in the arniy are assigned ro specific bartlegroups. The unit of Long Rifles Ly

“"l‘ias an additional Rifleman, as allowed by the unit options. Three units
" of Storm Blades are chosen as well. With an FA: 2 and two warcasters,
this army could have a total of four such units. Finally, the mechanik unit
~receives two additional Bodgers as allowed by the options. This brings
~ the rotal army points spent to 996. Since the Mechanik unir is at maxi-
i size and nothing else is available for 4 points or less, those points

.lgzema.m unspent.
4



Two-Player Games
In 2 cypical WARMACHINE
game, two players march forces
across a4 by 4 playing surface.
After setting up the bardlefield
aceording ro Terrain (pg. 59), each
player rolls a'd6. The highest
roller chooses any player. includ-
ing himself, ro be the first player.
Once established, the turn order

remains che same for the rest of
the game.

=
Players then deploy their e
'.“’.I | armies, starting with the first
“ player. The first player may
choose any edge of the play-

' ing surface and deploy all his
forces up ro 10" in from that
edge. DEPIU}’ units so that
all of their troopers are in
skirmish ji!rnh'ltim: or closer.
The second player then
deploys his forces on the
opposite side of the playing
surface, tollowing the same

guidelines.

Nultiplayer Games

When playing multiplayer
games of WARMACHINE,
players can choose to play either a team game or
a free-for-all game. After agrecing on the type of
game to be played, set up the battlefield, then use
the following guidelines to determine the games

mrn o rder.

& TEAM GAMES

Before beginning a team game, the players must split
L into two opposing sides. Decide the composition

 of the teams. Each ream may only include one of any

b character model. To begin, have one player from each
team roll a d6 ro establish the turn order. The ream
that rolls highest gets ro choose which team goes first;
the first team gets to choose which of their players will
be the first player. Once the first player is determined,
the opposing team chooses which of their players will
g0 next. The first team then nominares one of their
players to be third, followed again by the opposing
ream, continuing until all players have a place in the
turn order. This ensures the rurn order will alternate
between players of opposing reams,

FOR WAR

s M

Force deployment should be done in turn order,
following the above guidelines, with ceammates shar-
ing the same deployment zone opposite the bartlefield

from their opponents’ deployment zone.

FREE-FOR-ALL GAMES

You can also choose to play a multiplayer game in
which each player fights independently in a free-for-
all game. To establish turn order, each player rolls a
d6. Starting with the highest roller and working to
the lowest, each player gets to choose any available
posirion in the turn order. Reroll ties as you come to
them, with the highest reroller winning his choice of
positions, followed by the next highest reroller, and so
on. For example, Matt, Jason, Mike, and Steve roll 6,
5,5, and 3 respectively for turn order. Marr chooses
his position first. Then Jason and Mike reroll cheir tie,
getting a4 and a 2. Jason chooses next, followed by
Mike. As the lowest roller, Steve gets the remaining

position in the turn order.

Use your best judgment to establish deployment
zones based on the number of players and thessize




pﬁnngsu;ﬁce 'Deplqmmt zones:
paced so that no player gets a significant -
- disadvantage—unless mutually agreed [ cTORY POINTS.

Every model and unit is- worth aset number .
points. Award a models or unit's victory pmq;s l:o_:'.he
player or team that removes it from play or causas?i:'fé‘
flee off the table. If a player accideneally or mrenribn -
ally removes a friendly model from play, be it his own

or a teammate’s, award its full victory points toevery -

;iy:rs on a 4'by 4 playing surface, consider
ing forces within 10" of any corner of the play-
to ensure adequate separation.

all players agree, you can set up the game according opposing player or team.

% specific scenario. Scenarios add an extra layer Decide how victory points will be used, if at
excitement by incorporating special circumstances all, before starting the game. One option is to end
2 unique rules. You win a scenario by achievingits  the game after a chosen number of game rounds.

jectives, not necessarily by eliminating your oppo- Victory goes to the player or team that has the
s forces. Certain scenarios have specific guidelines o5t vicrory points at the end of the last game
ying-area size, terrain setup, deployment zones,  round. Another option is to end the game once
== turn order. See Scenarios (pg. 63) for the scenario any player or team accumulates a minimum
scriprions. If you feel particularly daring, you can number of victory points. Once a player or team "f
scomly determine which scenario to play. reaches thur vicrory pmnr goal, the game will cnd
As long as all players agree, you can even design
e own scenarios to create a unique bartle experi- victory going to the player or team thar has the
Just be sure to allow a minimum of 20" berween =~ MOSt victory points at that time. If you run out
& deployment zones. Feel free to be creative when of time while playing a game with other victory
ang up your games. For instance, if you have three conditions, you may use victory points to declare
f=sers, one player could set up in the middle of the a winner.
&= '¢ as a defender and the other two could arrack ]
& opposite edges. Or you could have a four-player Sldﬂmq the Game
= game, with teammates deploying across from After establishing victory conditions and deploying

&5 other on opposite edges of the bartlefield, which forées, cie firssigame round beginal Arvaretites

san1s everyone will have enemies on either side. Your begins the game with his ful alloement of focus

sginarion is the only limi. points. Starting with the first player, each player

N . takes a turn in turn order. Game rounds continue
oy [Uﬂdmﬂﬂs until one side achieves its victory conditions and

= blish victory conditions before deploying forces. wins the game.

 oacally, victory goes to the player or team who elimi-

suses the opposition or accepts their surrender. A sce-

A WARMACHINE BATTLE-
FIELD SHOWN WITH
FORCES DEPLOYED




ARMACHINE battles are fought in
a series of game rounds. Each game
4 round, every player takes a turn in the

- order established during setup. Once the last player
the turn order completes his turn, the current
game round ends. A new game round then begins,
starting again with the first player. Game rounds
. continue until one side wins the game.

3 While game rounds organize player turns,
‘rounds handle game effects. A round is mea-
sured from the current player’s turn ro the begin-
ning of that player’s next turn, regardless of his
location in the turn order. When put in play, a
game effect with a duration of one round expires
at the beginning of the current player’s next turn.
This means thar every player will take one turn
while the effect is in play.

THE PLAYER TURN

A player's turn has three phases: maintenance,
control, and activation.

Maintenance Phase

During the maintenance phase, remove markers
and effects thar expire this turn and resolve any
compulsory effects on your models. First, remove
markers for unused focus points left over from your
- previous turn. Then remove any effects thar expire
at the beginning of your turn. Next, apply continuous
‘effects to any models you control.

Activate fleeing models and units under your con-
trol ar the end of this phase. A flecing model or unit
may atrempt to rally at the end of its activation. See
Command (pg. 57) for detailed rules on fleeing and
rallying.

Control Phase

Epung the control phase, each of your warcasters
rec ves a number of focus points equal to his FOC
star. Eacffwmster may allocate focus points ro his

bartlegroup’s warjacks within his control area and to
his spells that require upkeep. If a warcaster does not
allocate focus points to one of his spells that requires
upkeep, its effects end immediarely.

Activation Phase

The activation phase is the major portion of a player's
turn. You may activate each model and unit you con-
trol once during this phase, except for models that
fled in the maintenance phase. Even if the fleeing
models rallied, you cannot activate them again this
turn. Activate the rest of the models and units under
your control in any order. Afrer the active model or
unit complertes its activation, it cannot activate again
this turn.

Typically, an active model first moves, then
performs one action. After moving or forfeiting its
movement, the model may perform one action allowed
by the movement option chosen. See Movement for
detailed rules on the different types of movement and
the actions they allow. See Actions for detailed rules
on action resolution.

ACTIVATING MODELS

Always completely resolve the active model’s or unit’s
movement before it perfoms any actions.

Activating Independent Nodels

Independent models activate individually. Only one
independent model can activare at a time. The forma-
tion rules do nort constrain an independent model’s
movement. The active model must complete its move-
ment and resolve its action and atcacks before another
model or unit can be activared.

Activating Units

Troopers do nor activate independently. Instead, an
entire unit activates at once. When a unit acrivates,
every member of the unit must complete or forfeir its
movement before any member uses an action. After:
completing the entire unit's movement, resolve each
trooper’s action and attacks in turn. Every member
of the active unit must complete its movement and



Solve its action anél_._al:ﬁtkkbefém another model or
it may be activated.

Unirs-reqﬁir? strong leadership and guidance to
~ e effective on the bactlefield. Since a unit operates

& one body, it functions best when all members are
formation. A unit must receive an order from its

x

S Reader or a nearby warcaster to run, charge, or perform
- & secialized combat maneuver. Additionally, a unit

| st artempr to end its movement with all members

= skirmish formation or closer.

 LINE OF SIGHT

Wiy game situations, such as charging, ranged atracks,

=2 some magical atcacks, require a model to have line of

e (LOS) to its intended target. A model has line of
W= 10 a target if you can draw a straight, unobstructed
"= om the center of its base at head he ight through
== onr arc to any parr of the rarger model, including
= Sase. Warrior models present a slight exception to
= rule. Unlike warjack models, items held in the hands
& warrior models—such as their weapons or a banner
Sie—do not counr as part of the model for determin-
e linc ofsighr. So, a Khadoran Widowmaker does not
e line of sight to a Menite Temple Flameguard if all

W= can see is the rip of its spear puking over a wall.

Simply put, having line of sight means that the
wocel can see its target. [f a model's line ofsighr 1s
Seesnionable, it may be easiest for a player to position
Self to see the table from his model's perspective. A

| Ses pointer may also come in handy when determining
== of sight.

WARRIOR
HELD
WEAPON:

Intervening gy’
Nodels  3F
A model blocks

line of sight to

models thar

DO WHEN RCTIVATED? -

have equal- or An active model first moves or forfeits

smaller-sized its movement. Depending on the move-
bases. If any

line berween

. ment oprion chosen, the model may be
able to pcrform either a combat action

or a special action. A combar acti
g LS or a special action. A combar action
e oo dhotkier lets a model make arracks. A special
model’s base,

that model is

action lets a model perform a unique

« battlefield funcrion, such as repairing a

ity

an intervening warjack or creating Scrap Thralls.

model. You =
cannot draw

a line of sight

across an intervening model’s base to models that
have equal- or smaller-sized bases. However, you .
might still have a line of sight to the targer if its
base is not completely obscured by the intervening
model’s base.

An intervening model does not block line of

sight to models that have larger bases—ignore it

when drawing line of sight.

Targeting a Ranged or Magic Attack

A ranged or magic arrack need not target the near-
est enemy model, but intervening models may pre-
vent a model further away from being rargeted.

WARJACK
WEAPON:

W CLEAR LINE
! OF SIGHT
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This diagram highlight:
the LOS rules. The Butcher
has LOS to the Revenger.
Since the Revenger has a
BUTCHER medium base, it is an interve
ing model for other models
with medium and small base
The Butcher does nor have
LOS to Flameguard 1 since
he cannot draw a line to its
base that does nort cross the
Revenger’s base. The Butch
does have LOS to Flamegua
2 since he can draw a line of
! sight to it thar does nor cros:
the Revenger’s base.

Since they have smaller bases, the Revenger and the Flameguard are not intervening models for th
Crusader—the Butcher can draw a line of sight to the Crusader as if those models were not there.

Kreoss is a special case. The Revenger is an intervening model since it has a larger base, bur the
Butcher does have LOS to Kreoss since his base is not completely obscured, just like Flameguard 2. T
difference is thar Kreoss is within 1" of the intervening model, so the Butcher cannor target him with a
ranged attack. However, the Butcher can still choose to charge him!

" A ranged or magic atrack cannot target a model
within 1" of an intervening model thar has an
equal- or larger-sized base, even if the arracker
has line of sight. A ranged or magic artack by a
model on elevated terrain can rarger any model
on lower terrain and in line of sight, regardless
of intervening models. See Combat (pg. 39) for
detailed rules on making ranged attacks.

MOUEMENT 3"

The first part of a model’s activation is move- MEASURING MOVEMENT
ment. A model must use or forfeit its movement
before performing any action. Make all move- A moving model’s base may not pass over anot
% ment measurements from the front of a model’s model’s base. It can move between models only if
= base. Determine the distance a model moves by enough room exists for its base to pass between the
e 'ni_easuring how far the fronc of its base travels. The other models’ bases without much_ing them.

- distance moved is absolute; we suggest using a flexible
~measuring device to keep accurate track of a models
- movement. Terrain, spells, and other effects can
reduce a model’s movement or prevent it completely.
ement penalties are cumulative, but a model
can always move at least 17, See A model unable to move cannot c_h_ange its
59) for full details on terrain features and ~ position or facing. It may or may nor be able to
fient o perform an action, depending on the effect pr e

A model can voluntarily forfeit its movement by
changing its position or facing. If it does so, the mod
can perform one action and gains an aiming bonus fo
any ranged attacks made during this activation. 3

Ol bl L T it




advancing model may move up to its Speed (SPD)
es. An advancing model always faces its direc-

ge of movement, but may change facing freely while
g and may face any direction after movi ng.

2¢: a model advances, it may perform one action.

& advancing model that engages an opponent must
i its movement directly facing the targer of irs first
plee arrack.

g

ing model may move up to twice its SPD in

es. Declare that a model or unit will run when

B activate it. A running model always faces its direc-
W of movement, bur may change facing freely while
sning and may face any direction after moving. A

2el thar runs cannor perform an acrion, cast spells,

se fears this turn. A running model’s activation

sts ar the complcrion of its movement.

Some models must meet special requirements to run:
<A warcaster or solo may always run instead of
advancing.

-A warjack must spend a focus point to run.

A unit must receive the run order to run.

-An out-of-formation trooper may attempt to
regain formation by running.

2210Ing
| marging model rushes into melee range with an
soonent, taking advantage of its momentum to make
are powerful strike. A charge combines a model's
ent and combar acrion. A model denied its full

&+l movement for any reason cannot charge.

Declare a charge and its rarger when you acti-

see the model. A model may attempr to charge any
=y model already in line of sight ac the beginning

® =5 activation. After declaring a charge, the charging
el can turn to face any straight, unobstructed line
ler it move into melee range with its rarger.
harging model must move its full SPD plus 3"
line, stopping short only if it engages its target.

stacles, or change its facing while moving. At the
ion of its movement, the charging model turns
ce its rarget.

that enters melee range
with its intended target
performs a combat action
If the charging model

moved ar least 3", its first

attack is a charge artack.
A charge arrack roll is CHARGING
made normally and may M ODEL

be boosted. If the charge
atrack hirs, add an addi-
rional die ro the damage
roll. This damage roll
cannot be boosted. After
the charge artack, the
L.‘l‘l.ll'ging model makes

™

Either of these charge moves are legal for this
niodel. After charging, they must turn to
directly face their rarger.

the rest of its melee 5
=
artacks normally and 3
-

may spend focus points

to make additional melee J&*
artacks. A model may »'
not make ranged attacks S

after charging.

If a charging model moved less than 37, it per-

forms its combart action and attacks normally, bur its
first accack is not a charge artack because the model
did not move far or fast enough to add sufficient
momentum to its strike.

A charging model’s activation ends if it rouches.
a terrain fearure thar obstructs or slows its move-
ment, or if it is not in melee range with its intended
targer after moving the full charge distance. A
model tha fails a charge cannot perform an action,
cast spells, or use feats for the rest of this turn.

Some models must meer special requirements
to charge:

+A warcaster or solo may always charge
instead of advancing.

+A warjack must spend a focus point to
charge. A warjack cannot make a power attack
after charging, but it may make a regular spc-

cial attack.

+A unit must receive the charge order to charge.
Troopers may charge the same target or multiple
targets, but che unit must attempr to end its move- -
ment with all members in skirmish formation or -

closer. A trooper thar receives dmcharge order bur.

-

does nor have a targer to d)a.rge a.utomatlca.lly runs




ce . amodeitad-mrg:. AFodel eed
anot forfmt its activation and must make

;- tﬁ&g:’%ny dn'emon in its. from: arc. I may c]':arge an
; silgibleta@et but it is not required to do so.
~ Unit Formation

~ An army's soldiers and support personnel are orga-
* nized into units. Every member of a unit is similarly

. Some units specialize in melee combat, others excel
wi ranged weapons, and some provide critical or
highly specialized capabilities. Regardless of their
duties, one thing is certain—a unit is most effec-
tive when all of its members are in formarion.

A unir must operare as a single coherent
force, but'its formation may be of any size or
shape. The default and most flexible formation,
skirmish formation, lets troopers be up to 3
apart. A unit must begin the game with all of its
members in skirmish formation or closer.

equipped and trained to fulfill a cerrain bactlefield role.

ruIe, troopers may need 0o b opcn ol' t.lg;hr forma-
tion. This does not require every trooper in the unit
to be in the specified formarion, but enly those troop-
ers in the listed formation will gain the special rule’s

benefits.

Troopers up to 1” apart are in open formation.
Troopers in open formarionare close enough [0 COOr-
dinate atracks and provide each other mutual support.

Troopers that form up shoulder-to-shoulder are
in tight formation. These troopers must be in base-
to-base contact, or as close as the acrtual models allow,
and all must share the same facing. The right forma-
tion must be at least two troopers wide, and can have
any number of additional ranks.

MOVING UNITS

When you activate a unit, you are simularing thar its
members’ movement and actions occur simultaneously,
even though each model moves and acts individually.
A unir required ro make a command check as a result
of its movement does not do so until afrer every
trooper completes its movement. Troopers can move




ent.
r con"zpf;éting the entire units movement,
smine whar formation each trooper is in based on
Sroximity to the next nearest model in its unit. Ifa
15 widely scartered, its formation will be cenrered
largest coherent grouping of troopers that are
ser to each other. Any troopers more than
From a member of that group will be out of

fion.

'T OF FORMATION

ssoper is out of formarion if it is further than 3"

= the nearest member of its unic that is in forma-
= When a unit fails a command check, every
k=erin thar unit suffers the effects, including those
= 2 out of formarion.

‘At the beginning of a unirt’s activation, determine
= troopers are currently out of formation. Those
b are will nor receive any order given to their uni.
ous-of-formation trooper must attempt to regain
= =ion, bur the desire to stay alive tempers this

trooper’s only pal:h back to hls unit, he fm.lst eng
attack them, unless he has a ranged weapon. Xn« onf
of-formation erooper in this situation can stop movin
once in r:mg?. :!.nd mﬂke rﬂngtd a“aclﬁ agﬂlnst those
apponents. An out-of-formation trooper engaged b)'_
an opponent may disengage or stand and fighr.

At the end of a unir’s activation, every out-of-
formation trooper must make a command check or
flee. Unlike other command checks made at the
unit level, an out-of-formarion trooper makes this
command check and flees individually. An out-of-
formarion trooper in a warcaster's command range
uses the warcaster's Command (CMD) stac for
the check, if it is higher than the trooper’s. See
Command (pg:. 57) for detailed rules on comma
checks and fleeing.

(AMPLES OF FLAMEGUARD I
GHT FORMATION

MODELS OUT OF FORMATION

Long Gunner A is in skirmish formation with
B. Band C are in open formarion which each
other, which lets them use the combined ranged
arrack special rule. D is within 3" of C, so is
in skirmish formation. E is within 1”of D, so
those rwo rroopers are in open formarion with
each other. F and G are close enough o be in
skirmish formation with each other. However,
since neither of them are within 3" of a model
in the largest coherent group of the unit, they
are both out-of-formation.




3
ot ' e anwe model may. be entitled 'to perform one
- v
£ 3 ~action, depending on the type of movement
et i b4 it made. There are two broad action types:
el o LY combat and special. A combat action lets a model make

" one or more attacks. A special action lets a model use a
skill or perform a specialized funcrion. A model for-
feits its action if iridoes nor use it during irs activarion.
A'model cannot move after performing any action or
arrack unless a special rule specifically allows it ro.

Combat Actions

“A model can perform a combat action afrer advanc-
ing, chzlrging. or forfciting its movement. A
combar action lets a model make attacks. A model

following arrack combinations:
. +A model in melee can makt: one mn'l!l'u' .lIIsI{L‘ with
| each of its melee weapons in melee range.
A model not in melee can make one ranged attack

with each of its ranged weapons.

+A model can make one sp;‘.':.:f attack, allowed by
1ts spcci:{[ rules instead of m:lking any other

attacks.

+A warjack that did not charge can spend a focus
point to make one power attack instead of making
any other atrack.

A model making more than one atrack
may divide them among any eligible rargers. A
warcaster or warjack may spend focus points to
make addirional melee or range d actacks after the

pcrforming a combart action can choose one of the

“y v :
" _—.3-;% .
-"“._'.

BBl tehin (AL Bt The/Rante type as rhe‘ﬁrsl: a
model must make either all melee ateacks or all r.mged
artacks. Each addirional atrack may be made with any
of the model’s weapons of the apprepriate type, but

a ranged weapon making additional atcacks cannot
exceed its rate of fire (ROF). Focus points may be
spent to make additional artacks after a special attack
or power actack, bur they can only be normal melee or
ranged attacks, and must correspond to the nature of
the special atrack made.

See Combar (pg. 39) for detailed rules on making
artacks and determining their results.

Special Actions

Some models can pcrform a special action instead
of a combat action. Unless otherwise nored, a model
can pcrform a SPCL'I.'ll action onl}' after ad\'.‘lru:ing or

forfeiting its movement. A special action’s descriprion

derails its requirements and resulcs.

SKILL CHECKS
Some special actions appear with a skill value follow-
ing their names. When the model performs one of
these special actions, make a skill check to determine
its success. Roll 2d6—if the result is equal to or less
than the skill value, the model passes its skill check
and its resulrs are applied immediately. If the roll is
greater than the model’s skill value, the special action
fails. Typically, nothing happens if a model fails a skill
check. However, some special actions may impose
negarive consequences for a failed skill check.

As an example, the Cygnar Field Mechanik has

the special action chmr{)} The Mechanik's repair
special action will succeed on a 2d6 roll of 9 or less.

L &“5‘&"'




;_ﬁfnnT DUERDIEU

model’s combar acrion allows it ro make
artacks. An attack roll determines if an arrack
successfully hits its target. After a successful
a damagc roll determines how much damage, if
% the targer receives.

Unless stated otherwise, an attack can be made
st any model, friendly or enemy, and against cer-
i terrain fearures. However, only the most despi-
Sle and ruthless commanders would intentionally

gheer their own soldiers. A Pl:{ycr who does so can
2

n no pride or glory in his vicrory, and is beneath

S opponents contempt.

There are two broad categories of combar, melee

mbart and ranged combat. A model can only make
==2cks of the same type during its combar action. A
sdel cannor make a ranged ateack after making a

-_ slee artack, and it cannot make a melee attack after

ing a ranged atrack.

MELEE COMBAT

eapons locked against each other, the smell

of blood, swear, and iron...this is close

combar—the melee. It’s violent, pcrsmml.
= the cauldron from which the stuff of legends flow.

4 A model using its combat action for melee attacks

"= make one atcack with each of its melec weapons.
seme models have special rules thar allow additional

= =ee atracks. Warcasters and warjacks may use
Seus points to make additional melee artacks. Each
S=itional melee arrack may be made with any melee

apon the model possesses, with no limir to the

imber of attacks made per weapon other than avail-
\&=%e focus points.

A melee attack can be made against any target in
range of the weapon being used. A model cannot
e 2 melee atcack through an intervening model (pg.
‘model making more than one melee attack may
its attacks among any eligible rargers.

Weapons

weapons include such implements as swords,
flails, claws, saws, and axes: Some warjacks

- MELEE ATTACKS, RANGED ATTACKS, AND DAMAGE

.. ,-- - Hﬂ
q?'i _.* g
aar“" -
have an open fist or a shleld that can be usec[ af' zmg,!ée‘ g
weapon. A warjack can also use its body as a nielé&-—
weapon for attacks such as a bash, head-butt, or slam.

T
A melee weapon's damage roll is 2d6+ POW+STR.

Nelee Range

A model can make melee
artacks against any target

in melee range. A model’s

Helse Range, Engaged Models, and
Reach Weapons

NORMAL
MELEE
RANGE: 1/2"

melee range extends 1/2"
beyond its front arc for
any type of melee artack.
A model with a reach
weapon has a melee range
of 2" for artacks with that

weapon. A model that
possesses a reach weapon
and another melee weap-
on can engage and attack

an opponent up o 2" away
with its reach weapon, but
its other weapons can only
be used to atrack models
within its normal 1/2"
melee range.

Engaged Models and
Nodels in Melee

When a model is within

REACH MELEE
‘RANGE: 2"

If a model is in melee range, it has cngaged its
opponent in melee combart. These appear to go
hand-in-hand—when opposing models are in
each other’s melee range, they are both engaged.
However, a model with a reach weapon can
take advanmgc of its greater melee range to

* engage an opponent with only normal melee

. range weapons without becoming cngaged
irself. While both models are considered to be

“ in melee, 2 model is cngagcd only if it is in its

an opponent’s melee range,

it is engaged in combat

and primarily concerned

with fighting its nearest

threat. Both the engaged

and engaging models are
considered to be in melee §§°
and cannot make ranged o>
artacks. An engaged

-~ 4 , .'
model can move freely as _ opponent’s melee range!

long as it stays inside its
opponent's melee range.

A model can
disengage from melee by moving out of its opp
melee range, bur doing so is risky. A model S
disengaging from melee combar is subjgct toa ﬁx‘: Hbe

strike by its opponent.




elee range and gains a +2 bonus to its

e roll. If the arrack succeeds, add an addi-
= t die to its damage roll. Focus points may not be
" spent to further boost a free strikes attack or damage
& rolls orto allow any additional atracks.

A free strike is made out of turn but does not
- wirh several opponents may make a free serike against
.\ every opponent that moves to disengage from melee.

| Nelee Attack Rolls

" Determine a melee atrack’s success by making a
‘melee attack roll. Roll 2d6 and add the atracking
‘model’s Melee Attack (MAT). A boosted arrack
roll adds an addirional die to this roll. Special
rules and certain circumstances may modify the
attack roll as well.

Melee Attack Roll = 2d6+MAT

An artack hics if the arrack roll equals or
exceeds the targer's Defense (DEF). If the artack
roll is less chan the rarger's DEF, the atrack misses.
A roll of all 1s on the dice causes an automaric miss
and a roll of all 65 causes an automatic hit, regard-
less of the atracker's MAT or his opponent's DEE

Completely resolve a melee atrack’s dam-
age roll and special effects before applying any
special rules from the rarger. The rarger model’s
special rules apply only if they are still usable.
For instance, if a Cygnar Lancer’s shock shield is

grabbed by an armlock or disabled by heavy dam-
age, the shield’s shock field will not take effect.

MELEE ATTACK MODIFIERS

e most common modifiers affecting a model's melee
“artack roll are summarized here for easy reference.

- Where necessary, additional detail can be found on the
pages listed.

‘Back strike (pg. 48): A melee attack against an
unaware models back arc gains a +2 bonus to the

arrack roll.

* «Charge Attack (pg. 35.): A models first atrack afrer
_charging adds an additional die to its damage roll.
el Frce\smkr(abovc) A melee atrack against a dis-
“"'mgagmgﬁ?odclgmnsa +2 bonus to the atrack
B roll;lndadds an addirional die to the damage roll.

S e

© . itsbaseobs

cured from its a
* or an obstruction gains +”2-1‘3§E__
artacks from that opponent.

<Stationary Target (pg- 49): A melee attack against
a stationary target hits automatically.

Warjack Melee Attack Options

Warjacks have melee attack options unavailable to

all other model types. Unless otherwise noted, a

warjack can use any of these attack options that its
equipment and damage state allow.

BASH ATTACKS

A w:lrjack may use its bod}' as a weapon to bash its
opponent. This is not an optimum attack, but may
be the last resort for a warjack whose melee weapons
have all been disabled. A bash attack suffers a -2 pen-
alry to the artack roll. A warjack’s bash damage roll is
2d6+STR.

A warjack that makes a bash atrack can do noth-
ing else during its combat action. Only one bash
attack can be made and focus points cannor be used
for additional attacks afterward. A warjack held by an
armlock/beadlock or otherwise unable to move cannot
make a bash arrack.

FIST ATTACKS

Some warjacks have an open fist that can be used to
manipulate objects. A warjack can use its open fist as
a melee weapon. Open fists follow all the normal rules
for melee artacks. An open fist does not have a Power
(POW) stat, so a warjack’s open fist damage roll is
2d6+STR.

A warjack with an open fist may make the
armlock/headlock and throw power attacks.

SHIELDS

A warjack with a shield has two Armor (ARM) stats.
While its shield arm is funcrioning, it uses the ARM
stat indicated by the shield icon against any atracks com-
ing from its front arc. If its shield arm is disabled, the
warjack's ARM reverts to the stat listed in its stat bar.

A warjack can use its shield as a melee weapon.
Shields follow all the normal rules for melee atracks.



Sqwer Attacks

Sower attacks are a specialized subser of special attacks

Sable by warjacks. A warjack can use its combat
“—on to make one power attack instead of m;lking
B ocher arracks, if the specific requirements for its
I = are met. Unlike other special artacks, a warjack
=m0t make a power attack after charging.

A warjack must spend a focus point to make a
. Sower attack. Focus points may be used ro boost the
w2k and damage rolls as well. A warjack can make
S==zional attacks after a power attack, but must spend
s points to do so.

—“EAD-BUTT

= irs combar action, a warjack may spend a focus
St to head-butt an enemy model and drive it to the
Eind. A head-bute attack roll suffers a -2 penalry
Sesinst a targer with an equal- or smaller-sized base, or
4~ penalty against a targer with a larger base. A suc-
Sesstul hit causes damage and knocks the rarget down.
warjack’s head-burt damage roll is 2d6+STR. An
“S=scker thar also has tusks, spikes, or horns adds their
SO ro the damage roll.
A warjack cannot make a head-butt if held in a

ock or if a weapon system located in its head is

led.

‘After making a head-burr, a warjack may spend

points to make additional melee atracks against
models in melee range.

SLAM
As as its combar action, a warjack may spend a

f‘UCuS p{)inr o 5!.’]“1 4an L‘HCU\}' E'l'lﬂdei by l‘amr‘ning
it with the full force of its armored hull, sending

it flying backward and knocking ic ro the ground.
A slam combines a model’s movement and combat
action. A warjack denied its full normal movement

I'-()l' any reason cannot :ttrcmpr a SI.‘lI‘Il.

Declare a slam and its targer when you activate
the warjack. A warjack may attempt to slam an
enemy model already in line of sight at the begin-
ning of its acrivation. A slam may not be attcmpl’cd
against a knocked-down model. After declaring
a slam, the warjack must turn to directly face the
center of its target. The warjack moves its full SPD
plus 3" directly roward its target, stopping short only
when within 1/2" of its opponent. It cannot move
over anything but open terrain, cross any obstacles, or

change its fncing during or after its movement.

A warjack that accemprs a slam and enters 1/2”
melee range with its intended carger performs a com-
bac action. If the warjack moved at least 3", it makes
a slam attack. A slam artack roll suffers a -2 penaley
against a target with an equal- or smaller-sized base, or
a -4 penalty against a target with a larger base. If the
slam arrack hirs, the targer gers propelled directly away
from its artacker, knocked down, and takes damage as
detailed under Slam Damage.

After making a slam actack, a warjack may spend
focus points to make additional melee actacks aganst.
any models in melee range.



Slam movement and [ullaterai damage

“Ifa warjack attempting a slam attack moved less

< 7H L than 3", it has not moved fast enough to ger its

HOE S fll weight and power into the blow, so it makes a
& SR bash attack instead. A warjack arrempring a slam

3 {R ends its activarion if it touches a terrain fearure

o 2"’;- ' that obstructs or slows its movement, or if it is

M nocin 1/2" melee range with its intended rarget

after moving.

BEING SLAMMED

‘A model slammed by a
warjack moves d6 inches
directly away from its
acracker. Halve the slam
distance if the targer has a
larger base than the artacker.
Terrain affects this move-
ment as normal. A slammed

A warjack that slams its rarget into
a solid terrain fearure or a model
with an equal- or larger-sized base
adds an additional die ro its damage
roll, for a rotal of three dice. The

warjack may spend a focus point model moves at half rate

through rough terrain, suf-

to boost this damage roll and add
| fers any damaging effects it

another die, for a toral of four dicel*
passes through, and stops

if it collides with a terrain
& B feature or a model with an

il 1. T bl

equal- or larger-sized base.
A slammed model is not
subject to free strikes during this movement.

A slammed model moves over a model wich
a smaller base. If its slam movement ends up on

g SLAMMED OR
§ THROWN MODEL BASE
SMALL
MEDIUM
LARGE

(CD=COLLATERAL
DAMAGE)

[Who Takes Collateral Damage?
BASE SIZE COLLIDED INTO
SMALL
STOP, CD
MOVE OVER, CD
MOVE OVER, CD

top of a smaller model, push the smaller model

back to make room for the slammed model.

SLAM DAMAGE

Determine slam damage after the rargers slam
movement finishes. A slam’s damage roll is 2d6
plus the artacking warjack's STR. Add an addi-
rional die to the damage roll if the model collides
with a solid rerrain feature or with a model that
has an equal- or larger-sized base. Slam dam-
age can be boosted. The slammed model is also

knocked down.
COLLATERAL DAMAGE

If a slammed model collides into another model
with an equal- or smaller-sized base, thar model
is knocked down and suffers a collareral damage
roll of 2d6 plus the STR of the warjack that initi-
ated the slam. Collateral damage cannot be boost-
ed. A model thar has a larger-sized base than the
slammed model does nor take collateral damage.

ARMLOCK/HEADLOCK

As its comba action, a warjack with an open fist may
spend a focus poin to seize another warjack's weapon
arm or head and prevent its use. Declare which com-
ponent the warjack is attempring to lock before making
a melee atrack roll with its open fist. A warjack can
artempt an armlock on any one weapon system with an
arm location. A headlock can be used against any

MEDIUM LARGE

STOP STOP
STOP, CD STOP
MOVE OVER, CD STOP, ( D



red eomponam but &oes not cause any damage

Afner making an armlock or headlock atrack, a
irjack may spend focus points to make additional melee
acks against any models in melee range.

Once involved in a lock, the attacker cannor use its
s=en fist and the defender cannor use the locked com-
nent or make a bash acrack. Being held by a headlock
ents a warjack from making a head-buer warjack
attack. The arracker and the defender are free to
sack with any of their other melee weapons.

Instead of making a melee arrack with its locked
mponent, the defender auromarically attempts
brcak the lock as part of its combar action. Both

=odels roll a d6 and add their STR. If the defender's

2=al exceeds the artacker’s, its arm or head comes free.

=ocus points may be spent to make repeated attemprs
%0 break a lock. Once a weapon is freed, focus points
aay be spent to make atracks with it.

The attacker may release a lock at any rime dur-

=g its own activation. Neither model may voluntarily
=ave while involved in a lock. Any effect thar forces
scher model to move, knocks a model down, dis-

ables the artacker's open fist, or causes the atracker ro

scome a stationary target automatically breaks the lock.

HROW

%5 its combat action, a warjack with an open fist may
ik up and throw a model with an equal- or smaller-
szed base. Make a melee atrack roll with the open fist
a -2 penalty. If the attack hits, both models roll a d6
2=d add their STR. If the defender's roral is greater,

breaks free withour raking any damage and avoids

ing thrown. If the actacker’s total equals or exceeds
e defender’s, the defender gets thrown, knocked down,
+=d takes damage as detailed in Throw Damage.

After making a throw atrack, a warjack may

send focus poines ro make additional melee attacks
inst any models in melee range. A warjack may not
<e ranged attacks after atrempting a throw.

BEING THROWN

After a successful throw attack, the arracker throws
_its opponent any direction within its front arc.
asure a distance from the thrown model equal
half the throwing model’s STR in the chosen
ection. A heavy warjack throwing a model

~ that point, determine where the thrown model
%3 lands by mlhng deviation. R.efeunang the

Rough terrain and obstadzs do notaﬁé?- <
this movement, but the
thrown model stops if it #
collides with an obstruction SERFESE—
or a model with an equal- 5
or larger-sized base. A -

thrown model is not sub- o

ject to free strikes during
this movement. .

A thrown model
moves over a model with a e
smaller base. If its impact
point ends up on top of a i
smaller model, push the i
smaller model back to make

room for the thrown model.
THROW DAMAGE

Determine throw dam-

age after rcsolving where

he throw ands. %

e m\'\n i : l‘e A Crusader throws a bonejack. Since the
A throw's damage roll is oo ader ] g 537
2d6 plus the STR of the FsAcer asa QL Lameastne

F ; 2" from the thrown model and determine
attacking warjack. Add an ST : G
i deviation from thar point. The Crusader
rolls a 3 for direction and a 2 for distance.
Measuring 2" in the direction indicated
by the deviation diagram gives the point

of impact. The Bonejack moves from its

additional die to the dam-
age roll if the model col-
lides into an obstruction or
a model with an equal- or

larger-sized base. Throw o . ,

i current position directly roward the point

damage can be boosted. € ling i d
] of impact, ending its movement centere

The thrown model is also P : &

on thar point.

knocked down.

COLLATERAL DIRECTION OF
DAMAGE . o ATTACK

If a thrown model collides ' |

with anorher model with
an equal- or smaller-sized
base, thar model is knocked
down and suffers a collacer-
al damage roll of 2d6 plus
the STR of the throwing
warjack. Collateral damage cannor be boosted: A
model with a larger-sized base than the thrown s
model does nor rake collateral dam.age




Concealment and Cover

Terrain features, spells, and other effects may make
it more difficult to hit a model with a ranged

or magic attack. A model within 1" of a terrain
fearure that obscures any portion of its base from
an artacker gains either a concealment or cover
bonus to its Defense (DEF) against ranged or
magic attacks from that opponent. Concealment
and cover bonuses are not cumulative. However,
concealment and cover bonuses do stack with
other effects that modify a model's DEE. See
Terrain (pg. 59) for full derails on terrain features
and how they provide concealment or cover.

may make rangcd Sd. magic: armtka:agaff;s’t :
line of sight normally.

Some terrain features special effects granr a model
concealment by making it more difficult to be seen,
though they are nor dense enough to actually block an
artack. Examples include a low hedge or a mesh fence.
A model within 1" of a concealing terrain feature that
obscures any portion of its base from an artacker gains
+2 DEF against ranged and magic attacks from that
opponent. Concealment provides no benefit against a
spray attack.

Other terrain features and some special eftects
grant a model cover by being physically solid enough
to block an atrack against it. Examples include a stone
wall, a giant boulder, or a building. A model within
1" of a covering terrain feature that obscures any por-
tion of its base from an artacker gains +4 DEF against
ranged and magic attacks from thar opponent. Cover
provides no benefit against a spray attack.

Targeting a Model in Melee

A model making a ranged or magic atrack against a
target in melee, either cngagcd or engaging, risks hic-
ting any model participating in the combat, including
friendly models. A ranged or magic attack against a
target in melee suffers a —4 penalty to the actack roll.
If che attack misses its intended targer, roll a d6—on
a resulr of 1 or 2, the attack automarically hits a model
in the melee other than its intended target; on a 3 or
higher, the artack complerely misses.

If there are two or more other models in the

melee, roll another d6 to randomly determine which
model is hit. For example, if there are two other

CONCEALMENT AND COVER
IN ACTION

It might appear that the defender in the
lower left corner has several targets to choose
from, but many of them are actually quite
well defended. Kreoss (A) is completely
behind a wall thar obscures him from the

line of sight of the Defender, so he cannot

be targeted. Flameguard B has cover, due to
the large crate blocking a portion of his base.
Likewise, Flameguard D is completely behind
the crates, gaining the benefits of cover, while
the Revenger, hidden in the brush is gaining
concealment. Only Flameguard C is left com-
pletely open. While the crates are certainly
between Flameguard C and the Defender,
the Flameguard is not within an inch of the
cover, so he cannor gain the cover bonus.




* o aﬂ'leaMn&, then rol]s 2d6: mr vn]llbe
‘= on a 1 chrough 3, the second on a 4 through 6. If

“ere are three other models, the player who made the
‘attack derermines which will be first, second,
third, chen rolls 1d6: the first will be hicona 1 or

2 the second on a 3 or 4, and the third on a 5 or 6.

An ared-of-effect attack thar misses a target in melee
sviates normally insread of following these rules.

Srea-of-Effect Attacks

A area-of-effect attack, such as from an explod-
=2 rocker or a gas cloud, affects every model in an
centered on its point of impact. The actack cov-
=5 an area with a diameter equal to its area of effect
~ AOE). Templates for AOEs can be found on the
Templares page.

Target an AOE artack just like a normal ranged or
sagic attack. A successful actack roll indicares a direct
=it on the intended target, which rakes a direct hit
‘Zamage roll of 2d6+POW. Center the AOE template
~wer the point of impact—in this case, the center of
e rargered model. Every other model with any part

% its base covered by the AOE templarte is auromari-
~ally hit by the arrack and rakes a blast damage roll of
23641/2POW. Make separate damage rolls against
wach model in the area of effect; you can choose to
et each roll individually. Every model caught in-an
aezack's area-of-effect is subject ro its special qﬁ‘eﬂs.

An AOE artack char misses its targer deviates a
indom direction and distance. An area-of-effect atrack
Zeclared against a rarget ourt of Range (RNG) auto-
marically misses and its point of impact deviates from

~ 2 point on the line to its rarget equal to its RNG. An

| asea-of-effect attack thar misses a target in range devi-

s from the poine directly over its intended targer.

DEVIATION

When an AOE artack misses its target, determine
=5 actual point of impact by rolling deviation.
Referencing the Deviation Diagram, roll a d6 to deter-
mine the direction the actack deviates. For example,
% roll of 1 means the atrack goes long and a roll of
= means the arrack lands shorr. Roll another d6 to
setermine the deviation distance in inches. Determine
s missed artack’s point of impact by measuring the
distance from the center of the original target in
direction determined by the deviation roll. If the
ed rarget is beyond the weapon's RNG, deter-
¢ deviation from a point on the line to the rarger
al to its RNG.
- An artack will not deviate further than half the
ance Erom the atracker to its intended target. For

- ckmadearararget4 away from the

tures, models, or
other effects do
not block deviatin
AQE attacks—they
always take effect
at the determined
point of impact.

Deviation Example

Center the
AOE template over
the point of impact.
Every model with
Jn}' p:lrr Uf i[S b:lse‘
covered by the AOE
templare is auro-
marically hic by the
attack and rakes a
blast damage roll
of 2d6+1/2POW.
Make separate dam-
age rolls against each
model in the area
of effect; you can
choose to boost each
roll individually. ;
Every model caught L
in an artack’s area of
effect is subject to
its special effects.

DIRECTION
OF ATTACK

ATTACKING
MODEL

A Destroyer makes a ranged artack
with its Bombard. Its ranged
artack roll is unsuccessful and since

—

the Bombard is an area-of-effect

Deviating area-
of-effect artacks
never cause direct
hits, even if the

weapon, it must roll deviation to
determine the attacK’s point of impact. It rolls a
2 for direction, followed by a 4 for 4" of deviation.
Measure this distance in the deviation direction

| “from the center of its original target—this point
| is the point of impact. Center the appropriate
AQE template on that point. All models under the 4
template take blast damage and are subject to the i
' attacks special effects. |

point of impact is
on top of a model.

Spray Attacks

Some weapons,
such as flamethrow-
ers and bile can-
nons, make spray
attacks. This devas-
tating shorr—r:mgcd =

attack can portentially hit several models. A spray =
attack has a RNG of “SP” and uses the spray template.
The spray template can be found on the Templates
page.

When making a spray attack, center the spray.
template laterally over an eligible rarget in the attack-
er's front arc with the narrow end of the templare
touching the acracker’s base. The tai*gcn'ng ru.[es aggl].& o
when selecting the arrack's primary arget. Every
model with any partof its base covered '
remplate may be hir by the arrack.




dr.y to its atcack roll agamst those
~ models. An al:tack thal: misses

model in the melee, including
those already affected by the
spray. See Targeting a Model
1 Melee for full derails on

resolving this situation.

Every model hit by

a spray attack suffers the
full effects of the arrack.
Make separate damage rolls
against each model hit; you
can choose to boost each roll
individual]y. Every model

SPECIAL COMBAT
SITUATIONS

to their best advanrage.

Special Attacks

hit by the spray is subject to its special effects.

he bartlefield is a chaotic environment,

constantly changing, and producing the

unexpected. Although several situations
can arise as a resulr of unique circumstances or a

model’s special rules, these rules should enable a
smooth resolution. Savvy players will use these rules

- Certain models have special rules that let them make a spe-
cial attack, A model may make one special atrack instead
of making any normal melee or ranged arracks during its
'. _combat action, if it meets the specific requirements for its

A Bile Thrall makes a spray attack against a group of Winterguard. Its
player centers the spray template laterally over an cligible target. The play-
er chooses the centermost \\-’intcrguard because that trooper’s comrades
are too far away to be intervening models. Targeting thar trooper also lets
the player cover the greatest number of Winrerguard withour covering his
own nearby Bonejacks. He rolls a ranged attack against each of the four
Winterguard in the spray. Per the “Targeting a Model in Melee” rules, if
the artack against the Winterguard in melee with the Bonejacks misses, it
will randomly hit one of the Bonejacks instead, even though they are not
acrually under the spray templare!

Back Strikes

A back strike gives a +2 bonus to the attack roll of any
melee, ranged, or magic artack made against an unaware
model from its back arc. To receive the back strike
bonus, the atracking model must be in its rarger's back
are for its entire activation. If any portion of the attack-
ing model enters the targer’s front arc while activated,
the target becomes aware of its opponent. Artracks made
at an aware model’s back arc receive no bonus.

TARGET

May not make a

Backstrike

May make a
Backstrike

use. Resolve the special attack following the rules for melee
- combat or ranged combat, as applicable. Focus points may be
aﬁem‘ to make addirional arracks after a special attack, but
l:l,:lgy'can only be normal melee or ranged attacks and must
>ond to the nature of the special attack made.

\a;? “Po acks are a unique rype of special artack.
like other special artacks, power atracks cannot be made

BACKSTRIKES

Falling F 9
A model slammed, pushed or thar otherwise moves

off of an elevated surface greater than 1° hlgh
knocked down and takes a damage roll.- A Ealkm

o oA

R

4":



in ' km@@a@'mm; dlecla- S
ich -__epf&:.ry : 3
; A unit's melee amck&ma be grotiped in an S
~ For example, a model Fallmg 7" takes a damage manner, including mulciple combmed e at . -
r ” of4d6+ 101 Troopers capable of mulriple melee arracks car dﬁﬂﬂ"& &'* : A
' : them among eligible targets and parﬁnpat: in uﬁﬂ& > .
-y combined melee artacks. f

: 3 i Example: Four members of a Menoth Ternplc 5y
tionary target is a model that has been knocked R udmg it Calliat, Hal
e amghilxediordn manm;are ob)e.ct. A combined melee attack against a Cygnar Defender.
L e I e e The Caprain makes one melee attack for the group,
: i ues fears, 3: gtve (:;dlers 4 sl:atlonmicy ta;gct adding +4 to his artack and damage rolls since there
s R AT A maKe atcis: are four models participating in the artack. Two -

stationary warcaster can allocate focus points ro his : i

i o ; other troopers in the same Flameguard unit make

warjacks and upkeep spells. A stationary warjack can . . oo SN
: : ; a combined melee attack against a nearby Sentinel.

seceive focus points and a stationary channeler can be :

B el The trooper declared as the primary attacker makes
’ one melee artack, adding +2 to its atrack and dam-
A melee atrack against a stationary target auto- age rolls.
: I:ically hits. An attack roll may be made in an
ok £t to ss.ore. a \.l'l‘[lf.'.'.l] h:t. bur r.hc attacking modf:f [umhmed H anue d Hﬂ&{!ks
~=sks automarically missing if it rolls all 1s. A station-
ey targer has a base Defense (DEF) of 5 against all Troopers with this ability may combine their :
sanged and magic attacks. ranged artacks against the same rarger. In order to
participate in a combined ranged artack, a trooper-
fnockdown must be in open formation with another partici-
] pant, able to declare a ranged artack againse the
Seme arracks and spcci:l] rules cause a model to be inrended rarger, and be in range. The trooper with
K50 ked down. Place a knocked-down model on its back. the highcs]: RAT in the attacking group makes one
& knocked-down model is a stationary target and obeys ranged atrack roll for the group, adding +1 to the
=ose rules until it stands up. Unlike other stationary atrack and damage rolls for each model, including
trgers, a knocked-down channeler cannor channel spells. itself, participating in the artack. If multiple troop-
% knocked down model does not block line of sigh, nor ers participating in the attack have the same RAT,
\S5es it provide concealment or cover. It may be ignored declare which model is the primary attacker.
targeting purposes. All atracks against a knocked

: A unit’s ranged arracks may be grouped in
model are to its fronr arc. g y be group

any manner, including multiple combined ranged
A knocked-down model can stand up during its artacks. Troopers capable of multiple ranged
“mext activation. However, if a model is knocked down  artacks can divide them among eligible targets and
ing its owning player’s turn, it may not stand up participate in multiple combined ranged artacks.
waril thar player’s next turn, even if it has not been

R i orn, Example: Four members of a Cygnar Long

Gunners unit, including its Sergeant, are in open
To stand up, a model musr forfei either its formation and declare a combined ranged arrack
savement or its action for that turn. A model may against a Khador Juggernaut. When measuring range,”
Sce any direction when it rises. A model that forfeits  the player discovers one Long Gunner is out of range
s movement to stand can perform an action as if it and cannot participate in the attack. The Sergeant
ced, but may not make artacks involving move- makes one ranged artack for the group, adding 43 to
“enr, such as a slam. A model char forfeits its com- its attack and damage rolls since there are three mod-
- =it action to stand can advance but may not run or els participating in the atrack. Two other troopers in
“arge. Standing up does not provoke free strikes. the same Long Gunner unit could not participate in
; the combined atrack because they are not in open for-

ambined Melee Attacks mation. They declare individual ranged arracks aga.u:st

ottt o ) two Iron Fang Pikemen nearby.

s with this ability and in melee range of the
targer may combine their attacks. The trooper
he highest MAT in the atracking group makes
- dnclcc artack roll for the group, adding +1 to the

zack and damage rolls for each model, including specific in the requirements for '-‘5‘? and Wthod Of %y,
cif, %pmng in the artack. If mulupic troopcrs execution. _

Orders R
Orders require additional guidance since th:y arew

- M 3
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~RHD URRIACKS

~ When all the system boxes for a specific
system are marked, that system is disabled.

A warjack with three disabled systems, or

a destroyed hull and two disabled systems, =

is complerely disabled and can no longer

s st

th J-u;;it combines its fire ac the same
rarger. This attack requires a least three
ligible models, which must be in open
formation with another participant, able
o declare a ranged atrack against the
intended target, and be in range. The
leader makes one attack roll for the group,
adding +1 to the actack roll for every
‘model participating in -the attack, includ-
ing itself. This attack is POW 14 with a

3" AOE.

BAYONET CHARGE

'\When issued this order, a model must
charge an eligible targer, firing its ranged
\weapon as it closes. As part of the
charge, after moving, the model makes a
ranged attack followed by a charge atrack
with its bayonet. The model cannot
artack with its other melee weapons after
a bayonet charge.

funcrion—replace it with a disabled wreck
marker. Although a disabled warjack can
be arracked and will take damage from ¢
| other effects, it may also be repaired and
"+ become operational again.

A model performing a bayonet
charge makes a ranged attack even if it is
in melee after moving—this simulares the
model firing its weapon while charging.
If the model is not in melee after moving,
its ranged arrack must target the model it

A warjack is destroyed when all
of its damage boxes are marked.
Replace a destroyed warjack with
2 totaled wreck marker—it cannot be

artempted to charge.

SHIELD WALL

When issued this order, every trooper

already in formation moves into tight for-

mation and gains +4 ARM for one round.

Once the shield wall is established, each

& trooper forming it receives its benefits
until they are next activated, regardless of

casualties that remove models from the

formation. Troopers in tight formation

can perform combar actions as normal.

repaired!

Troopers who cannot move into right forma-

. tion do not gain the benefit of the shield wall. A
trooper that is our of formation when this order is
Hssued can move no closer than 1" to any model form-

" ing the shield wall.

Souls
~ Aliving model has a soul. Cerrain models can claim
- amodel’s soul, represented by a soul token, when it is
removed from play. If more than one model is eligible
0 claim its soul, the model nearest the destroyed
model receives the soul token. A model only has one
£ soul—if more than one model is eligible to claim its
~soul, the model nearest the destroyed model receives
the soul token. Refer to a model's special rules for how
it utilizes soul rokens.

DANAGE

arcasters, watjacks, and some other models

can take a tremendous amount of damage

before they fall in combar. What may be
an incapacitating or moral wound ro a regular trooper
will just dent a jacks hull or be deflected by a warcaster's

arcane protections.

Damage Rolls

Determine how much damage a successful attack causes
by making a damage roll. Roll 2d6 and add the atrack’s
Power (POW). Melee atracks also add the attacker's
Strength (STR.) A boosted damage roll adds an additional
die to this roll. Special rules and certain circumstances
may modify the damage roll as well.

Damage Roll = 2d6+POW (+STR, if applicable)

Compare this total against the target’s Armor
(ARM.) The target takes one damage point for every
point that the damage roll exceeds its ARM.

Completely resolve an atrack's damage roll and
special effects before applying any special rules from the
target. The target model’s special rules apply only if
they are still usable.

Recording Damage

Remove a model withour damage capacity from play
as soon as it takes one damage point.

The army list entry for a more resilient model
gives the total amount of damage it can take before
being climinated. Its stat card provides a row of dam
age boxes for tracking the damage it receives. Record
its damage from left ro right, marking one damage bo:
for each damage point raken. Remove the model fron
play once all its damage boxes are marked. Grey boxe:
are provided on every fifth box for quick reference of
remaining damage.

A warjack has a damage grid consisting of six
columns of damage boxes, labeled with the numbers
1through 6. Different warjack's damage grids may
be slightly different in shape and number of damage
boxes, but they function the same. When a warjack
takes damage, the atracking player rolls a d6 ro deter-
mine which column takes the damage. Starring with
the uppermost empry box in that column and working
down, mark one damage box per damage point raken.
Once a column is full, continue recording damage in tk
next column to the right that contains unmarked dam-
age boxes. Damage wraps, so if all the damage boxes
in column 6 are marked, continue rcco:ﬁiqg;%kg‘c in




e every damage pom: taken has Been recorded:
Jisabling Systems

When a warjack takes damage, individual systems criti-
1o its combar performance may be damaged and
Sisabled. A warjacks blank damage boxes represent

s hull. Beneath the hull are the models viral systems,
icated by system boxes. Each system uses a different
er to label its system boxes. When recording damage,
2 rk system boxes as normal damage boxes. A system

" Secomes disabled when all its system boxes are marked.

fark the appropriate system status box to show this.
effects of disabled systems are as follows:

Dhisabled Arc Node: A warcaster cannot channel
?d]s through a warjack with a disabled arc node.

Diisabled Cortex: A warjack wich a disabled cortex

“wses any unused focus points and cannot receive any

=ore focus points.

Disabled Hull: Disabling a warjack’s hull has no
rect effect, so no system status box is provided.

. owever, a disabled hull counts toward the disabled

% szems limir for disabling the entire warjack.

Dhisabled Movement: A warjack with disabled

. =owement has its Speed (SPD) reduced to 1" and its

Sketense (DEF) reduced ro 7. Disabled movement pre-
Sents a warjack from charging or making a slam acrack.

Dhisabled Arm or Weapon System: A disabled arm
= weapon system cannot be used to make arracks.
The warjack cannor use special rules that require the
e of this system. When a warjacks shield arm is
=sabled, the warjack loses the use of its shield and its
“rmor (ARM) reverts to the value listed in its stat bar.

Jisabling a Warjack

& warjack is completely disabled and can no longer
Sunction once three of its systems are disabled. While
=o¢ technically a system, a warjack’s hull counts as

such for purposes of disabling it. Thus, a warjack will

Joxes are marked - .md
it a.lready has two other dls:tbled systemh-,#q, had

Replace a disabled warjack model wuﬁ"" dise.

abled wreck marker corresponding to its Fise size. A "3 -
disabled warjack wreck provides cover and counts as. =

rough terrain for movement. A disabled warjack may be
artacked as a stationary target and continuous effects and.
spells on it remain in play, so it may continue to take
damage. A disabled warjack may rerurn to operarion
if enough of its damage is repaired.

Be sure to keep crack of exactly which model

a marker represents. We suggest numbering your

wreck markers or even making a specific wreck

marker for each warjack in your army.

Destroying a Warjack

A warjack is destroyed or totaled when all of
its damage boxes are marked. Remove a rotaled
\\'atjack from pia)' and rcp|acc it with a rotaled
wreck marker corresponding to its base size. A
warjack wreck provides cover and counts as rough ter=}
rain for movement. Any continuous effects or spells
on a warjack instantly expire when it is toraled. A

totaled warjack cannor be repaired.

Death of a Warcaster

Should a warcaster be unfortunate enough to
fall in combat, his entire army will suffer from
this harsh blow. Every warjack in the warcaster’s
battlegroup instantly becomes inert and suffers the
penalties of being a stationary target. Immediarely
remove from play any upkeep spells cast by this
warcaster.

In many cases, the death of a warcaster heralds
the end of the bartle. However, if an army conrains
multiple warcasters, they may reactivate the inert

warjacks and add them to their respective bartlegroups.

REACTIVATING WARJACKS

A warcaster in base-to-base contacr with an inert
warjack may reactivate it. To reactivate the jack, the
warcaster must forfeit its action this turn, but may
still cast spells and use special abilities. A warjack
can do nothing the turn it reactivates, but it funcrions
normally next turn.

A warcaster can only reactivate one warjack per
turn. Warjacks from other armies cannot be reaci-
vated by your warcasters, be they enemies or allies.

Special Effects

Many artacks cause special effects in addirion to'\ca_t_qs#;
ing damage. Each special effect is unique in its applica-
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SABLING STSTENS:

" RHD WARJACKS

E)
2~ When all the system boxes for a specific

system are marked, that system is disabled.
A warjack wich three disabled systems, or
a destroyed hull and two disabled systems,
is completely disabled and can no longer

¥ funcrion—replace it with a disabled wreck
W8 marker. Although a disabled warjack can
. be arracked and will take damage from
other effects, it may also be repaired and
become operational again.

A
v

nit combines its fire at the same

"B target. This artack requires at least three
B cligible models, which mustbe in open
formation with another participant, able
to declare a ranged atrack against the
intended target, and be in range. The
eader makes one artack roll for the group,
adding +1 to the attack roll for every
model participating in the arrack, includ-
ing itself. This attack is POW 14 with a
3" AOE.

BAYONET CHARGE
When issued this order, a model must

i charge an eligible rarget, firing its ranged
weapon as it closes. As part of the

charge, after moving, the model makes a
ranged artack followed by a charge attack
with its bayonet. The model cannot
areack with its other melee weapons after

a bayoner charge.

A model performing a bayonet
charge makes a ranged attack even if it 1s
in melee after moving—this simulates the
model firing its weapon while charging.
If the model is not in melee after moving,

A warjack is destroye 4 velies -all its ranged artack must target the model it

of its damage boxes are marked.
Replace a destroyed warjack with
a totaled wreck marker—it cannot be

arrempted to charge.

SHIELD WALL

When issued this order, every trooper
balready in formartion moves into tight for-
marion and gains +4 ARM for one round.
Once the shield wall is established, each
trooper forming it receives its benefits
until they are next activated, regardless of
casualties that remove models from the
formation. Troopers in tight formartion
can perform combar actions as normal.

repaircd!

Troopers who cannot move into tight forma-
tion do not gain the benefit of the shield wall. A
trooper that is out of formation when this order is
issued can move no closer than 1" to any model form-

-iﬁg the shield wall.

Souls

A living model has a soul. Certain models can claim

~ amodels soul, represented by a soul token, when it is
~ removed from play. If more than one model is eligible
to claim its soul, the model nearest the destroyed
model receives the soul token. A model only has one
soul—if more than one model is eligible to claim its

; soul:the model nearest the destroyed model receives

“icutilizes.soul tokens.

5 :.Ehzzsoul roken. Refer to a model’s special rules for how

DRKAGE

arcasters, warjacks, and some other models
" can take a tremendous amount of damage
before chey fall in combat. What may be

an incapacitating or mortal wound to a regular trooper
will just dent a‘jacks hull or be deflected by a warcaster's

arcane protections.

Damage Rolls

Derermine how much damage a successful arrack causes |
by making a damage roll. Roll 2d6 and add the arracK's
Power (POW). Melee attacks also add the artacker’s
Strength (STR.) A boosted damage roll adds an additional

die to this roll. Special rules and certain circumstances

may modify the damage roll as well.

Damage Roll = 2d6+ POW (+STR, if applicable)

Compare this toral against the targers Armor
(ARM.) The target takes one damage point for every
point that the damage roll exceeds its ARM.

Completely resolve an attack’s damage roll and
special effects before applying any special rules from the
target. The target model’s special rules apply only if
they are still usable.

Recording Damage

Remove a model without damage capacity from play
as soon as it takes one damage point.

The army list entry for a more resilient model
gives the rotal amount of damage it can take before
being eliminared. Its stat card provides a row of dam-
age boxes for tracking the damage it receives. Record
its damage from left to right, marking one damage box
for each damage point taken. Remove the model from
play once all its damage boxes are marked. Grey boxes
are provided on every fifth box for quick reference of
remaining damage.

A warjack has a damage grid consisting of six
columns of damage boxes, labeled with the numbers
1through 6. Different warjack’s damage grids may
be slightly different in shape and number of damage
boxes, bur they function the same. When a warjack
takes damage, the attacking player rolls a d6 to deter-
mine which column takes the damage. Starring with
the uppermost empty box in thar column and working
down, mark one damage box per damage point taken.
Onee a column is full, continue recording damage in the
next colamn to the right thar contains unmarked dam-
age boxes. Damage wraps, s0 if all the damage boxes
in column 6 are marked, continue recordir ‘mag'c 'inij




- XeS Connnm: sht&mg columns as reqmred -
- tﬂ every damage point taken has been recorded.

Disabling Systems

When a warjack takes damage, individual systems criti-
15l o its combar performance may be damaged and
isabled. A warjack's blank damage boxes represent
3 hull Beneath the hull are the model's vital systems,
ndicated by system boxes. Each system uses a different
ester to label its system boxes. When recording damage,
mark system boxes as normal damage boxes. A system
" Secomes disabled when all its system boxes are marked.
Mark the appropriate system status box to show this.

he effects of disabled systems are as follows:

"Disabled Arc Node:
“soells through a warjack with a disabled arc node.

A warcaster cannor channel

Disabled Cortex: A warjack with a disabled cortex
“ases any unused focus points and cannot receive any

=ore focus points,

Disabled Hull: Disabling a warjack’s hull has no
Erect effect, so no system status box is provided.
Slowever, a disabled hull counts toward the disabled
wszems limit for disabling the entire warjack.

Disabled Movement: A warjack with disabled
=avement has its Speed (SPD) reduced ro 1" and its
Slefense (DEF) reduced ro 7. Disabled movement pre-

vents a warjack from charging or m:lking a slam arrack.

Disabled Arm or Weapon System: A disabled arm
¢ weapon system cannot be used to make atracks.
The warjack cannor use special rules thar require the
wse of this system. When a warjacks shield arm is

= sabled, the warjack loses the use of its shield and its
Srmor (ARM) reverts to the value listed in its stat bar.

Jisabling a Warjack

& warjack is completely disabled and can no longer
Sunction once three of its systems are disabled. While
=or technically a system, a warjack’s hull counts as

~ wuch for purposes of disabling it. Thus, a warjack will

ulldamaﬁdm&axe markcd and
it alread}' has two other disabled sys:% e
Replace a disabled warjack model w:fl’ﬁlm -
abled wreck marker corresponding to its ba;.‘é Size, *s
disabled warjack wreck provides cover and cousnts as =
rough terrain for movement. A disabled warjack may be
attacked as a stationary tatget and continuous effects and
spells on it remain in play, so it may continue to take
damage. A disabled warjack may rerurn to operation
if enough of its damage is repaired.

Be sure o keep track of exactly which model

a marker represents. We suggest numbering your

\V'ECCI( m:{rkers or even making d speciﬁc wreck

marker for each warjack in your army.

Destroying a Warjack

A warjack is destroyed or totaled when all of

its damage boxes are marked. Remove a totaled
warjack from play and replace it with a totaled
wreck marker corresponding to its base size. A
warjack wreck provides cover and counts as rough ter
rain for movement. Any continuous effects or spells
on a warjack instantly expire when it is roraled. A

roraled warjack cannot be repaired.

Death of a Warcaster

Should a warcaster be unfortunate enough to
fall in combar, his entire army will suffer from
this harsh blow. Every warjack in the warcaster’s
bartlegroup instantly becomes inert and suffers the
penalties of being a stationary target. Immediacely
remove from play any upkeep spells cast by this
warcaster.

In many cases, the death of a warcaster heralds
the end of the battle. However, if an army contains
multiple warcasters, they may reactivate the inert

warjacks and add them to their respective bartlegroups.

REACTIVATING WARJACKS

A warcaster in base-to-base contact with an inert
warjack may reactivate it. To reactivare the jack, the
warcaster must forfeit its action this turn, bur may
still cast spells and use special abilities. A warjack
can do nothing the turn it reactivates, but it functions
normally next turn.

A warcaster can only reactivate one warjack per
turn, Warjacks from other armies cannot be reacri-
vated by your warcasters, be they enemies or allies.

Special Effects

Many artacks cause special effects in addirion o caus-
ing damage. Each special effect is unique in its applica- 4



' AUTOMATIC EFFECTS
conditions required to funcrion.

'CRITICAL EFFECTS

effect attack’s critical effect only functions
with a direct hit, and every model under
the template will suffer the critical effect.

A weapon with a critical effect has
the label “Critical” to distinguish it from an
automaric damage effect.

CONTINUOUS EFFECTS

 Continuous effects remain on a model
and have the potential to damage it on
subsequent turns. A model can have
mulriple continuous effects on it at once,
although it can have only one of each con-
‘tinuous-_effect type on it at a rime.

Resolve continuous effects on models you
“control during the maintenance phase of your
# & turn. Roll a d6—if the resultis a 1 or 2, remove
" the effect immediarely without causing further
. damage. On a 3 through 6, it remains in play
- and the model immediately suffers its effects.

Continuous damage effects do not
- require focus for upkeep and cannot be

~ removed from play volunrarily. Remove a
" continuous effect only when it expires, a spe-
iruation causes it to end, or the affected
removed from play. Continuous

e to affect disabled warjacks.

] ay close atrention to the exact wording for each
h ;ggdbe!{’ggpgpal effects. Even though the effect may be
LB thesame for different models with the same weapon
5 ity, it may require different conditions ro func-

Some models special effects function if the tar-
t is hir, others require the targer ro take damage, and
critical effects require a critical bit on the attack roll.

[ ;Apply an auromatic effect every time it meets the

LApply a critical effect if any two dice in the
arrack roll show the same number and the artack
successfully hits—this is a critical hit. The
target model suffers the special effect even if it
takes no damage from the damage roll, unless the
specific effect requires that it do so. An area-of-

area-of-effect template of the appr opria
represent the cloud. Consider every model with any
part of its base covered by the cloud's template to be
inside the cloud and susceprible to its effects. }i
In addition to being affected by a cloud’s special -
rules, a model inside a cloud effect gains +2 DEF h
against ranged and magic atacks, which is cumulative -
with concealment or cover. A model in a cloud effect
may target models ourside of it normally. For a model
outside of it, the cloud effect complerely obstructs line
of sight to anything beyond it. Thus. a model can see
into or out of a cloud effect, but not through one. A
cloud effect provides no prorection from melee artacks.

A model that enters an existing cloud effect
suffers its effects immediately. A model that begins
its activation inside an existing cloud effect and does
not move our of it suffers its effects at the end of its
activation.

Remove a cloud effect when it expires or if a
special situation causes it to end.

(loud Effects

Model A has LOS to models B and C, but they both gain

+2 DEF against any ranged or magic arrack from A. Model
As LOS to model C crosses a solid terrain feature, so model
C also gains +4 DEF from cover, giving it a roral +6 DEF
against model As artacks. Models A and D do not have LOS
to each other since LOS cannot be drawn through a cloud

effect.

Models B and C can make ranged or magic arracks against
model A at no penalty. However models B and C do gain +2
DEF against those attacks from each other.




he warcaster is the single most important
model in a player’s army. In large enough
games, you can employ multiple warcasters,
«each one should be considered significant and
ssential to the success of any bartle.

Wiarcasters are the Iron Kingdoms' ultimare
eroes. Highly trained combar wizards, they are as
‘ettective in martial combar as they are wielding arcane

Birces. However, a warcaster’s greatest function on

e bartlefield is controlling his warjacks, whether he’s
o ermg them to attack or defend, head for an objec-
e, or channel a spell.

Bartles are won or lost purely by how well a war-
saster manages his focus—the magical energy that lets
i conrrol warjacks and cast spells. Often, a warcast-
must decide between casting a spell and boosting a
jack’s atrack—and choosing well or poorly usually

ns the difference berween'vicrory and defea.

WARCASTER SPECIAL RULES

ing the most powerful individuals in the Iron

Singdoms, warcasters have many special rules:

EEARLESS

= warcaster has the fearless special abiliry.

] '-* ATS
“=ach warcaster has a unique fear thar can rurn the tide
¢ batle if used at the right time. A fear can be freely
anyrime during a warcaster's activation, in addi-
Son to its movement and acrion. A warcaster can use
feat only once per game.

S0OCUS MANIPULATION
Warcasters are the only models thar have Focus
#OC) stats. Every turn, a warcaster receives focus
wits. Focus points can be used for spell casting or
> boost the combar abiliries of the warcaster and his

SPIRING PRESENCE
wdel or unit in a warcaster’s command range may
‘warcaster's Command (CMD) star for any
d checks. A warcaster can attempt to rally any
¢ units within his command range. A warcaster
glw orders ro one una.cnval:ed unit within his com-

57) for full details on comm;md checks ﬂegu-ig m@ ,‘.' .

giving orders.

POWER FIELD

Warcaster Armor is perhaps the most sophlsn(mcd
blend of magic and mechanika to be found anywhere.

Besides its seemingly impossible strengeh, this armor

creates a magical field that surrounds and protects

the warcaster from damage that would rend a nor-

mal man ro pieces.

A warcaster’s damage capacity actually repre-
sents the power field’s protection. The warcaster

can use focus points to regenerate d.'lmage done to.

the power field. A warcaster's unspent focus points

overboost his power field, giving him increased pro-

tection.

SPELL CASTER

A warcaster can use focus points to cast spells
anytime during his activation, in addition to his

movement and action.

FOCUS POINTS

WArcasters greatest resource is

the magical energy known as

focus. Each of your warcasters
receives a number of focus points equal
to his Focus (FOC) stat during your
control phase. A warcaster may allocate
focus points to eligible warjacks in his
control area and to his spells that require
upkeep, or he can keep them ro enhance
his own abilities and cast spells.

Remove unused focus points
from your previous round during your
maintenance phase.

Control Area

A warcaster’s control area exrends our
from the caster in all direcrions fora
distance of twice his Focus (FOC) in

inches, Some spells or special rules may

change a warcaster’s focus area. Some

spells and fears use the warcaster’s control 2

area as their area of effect,

"FOCUS? UHY HE DON'T
EVEN KHOU US!

colored

Players should use coins,
beads. or I:()I((‘I‘.s o rcpri.'scnt FOCUS
points. During a player's control phase,
place a number of tokens equal ro the
warcasters FOC next to the model:
These rokens may be allocared ro eligible
warjacks in that warcaster’s battlegroup
by moving them next to those models.
Remove focus point tokens from the
table as they are used. Each unspent
focus point token next to a warcaster
gives him a +1 ARM bonus until your

" next maintenance phase.




Flllucatmq I’ntus Pmts

During your conzrol phase, each warcaster

lin your army may allocaze his focus

points to warjacks in his own battlegroup.

ake care toremember which warjacks

belong 1o which battlegroup. A warcaster
cannor allocate focus points to warjacks

in another warcaster's bartlegroup even if

they are both pare of the same facrion.

" A warcaster’s conrrol area is a circular
g+ area centered on the warcaster witha
radius equal to twice his Focus (FOC),

o measured from the edge of his base.

THE RULE OF THREE

A warjack can receive up to three foctis

To receive focus points, a warjack
ust be within its warcaster’s control
ea, but it need not be in line of sight.
A warcaster can divide his focus points
between himself and as many of his
warjacks as desired. However, a warjack
may not receive more than three focus

pumts per tum. A '-\'.'z!‘_]).i:ﬁ CanNnNot =53

peceive more than this unless a special 3
»
'
points per turn, unless a special rule

specifically allows more.

Using Focus Points

Focus points have many powerful uses. The real
rrick is knowing which use is best, depending on
what dire circumstances your army faces. Some
of these uses are available ro any model with focus
points, while others can only be used by specific
model types.

A warjack can only spend the focus points
- } ?r it has received and a warcaster can only spend the
!" - p’fﬁ.‘ focus points it did nor allocate ro other models. A
:"- o & model's unused focus points cannot be reallocated or
N ' spent by other models. Unless otherwise stated, focus
| points may only be spent on the controlling player’s

urn.

A focus point can be spent anytime during 2
model’s activation for any one of the following effects:

ADDITIONAL ATTACK

" A warcaster or warjack can spend a focus point ro
make an additional melee or ranged attack as part of
its combat action. The model can make an addirional

attack for every focus point spent this way. A model

!?endmg focus points to make additional ranged

al:ta.cks cannot exceed a weapon's rate of fire (ROF)

~ BOOSTING ATTACK AND DAMAGE ROLLS

A warcaster or warjack can spend a focus point to add
one additional die to any attack roll or damage roll. “
The model must spend the focus point and declare it is
boosting the roll before rolling any dice. Each arrack or
damage roll can only be boosted once, but a model can |
boost multiple rolls during its turn. When an acrack or
damage affects several models, the die rolls against each
individual model must be boosted separacely.

CAST SPELL .

In addition to his movement and actions, a warcaster
can cast a spell anytime during his activation by sim-
ply spending the appropriate number of focus points
and immediately resolving its effects. A warcaster can
cast any number of spells per activation as long as he
has enough focus points to do so. See Casting Spells

below.

OVERBOOST POWER FIELD :
Each of a warcaster's unspent focus points gives him
+1 Armor (ARM) against all atracks. This staysin
effect until the focus points are spent or until the
beginning of hisnext maintenance phase.

REGENERATE POWER FIELD

power field. Each focus point spent in this manner
removes one dﬂmag&.‘ P(‘lin[.

|
_ |
A warcaster can spend a focus point to regenerate his |
|
RUN, CHARGE, POWER ATTACKS |

|

A warjack must spend a focus point to run, charge,
or make a power attack. A special atrack granted by
a warjacks special rules does not require spending a

focus point.

Casting Spells

Wiarcasters have the ability to cast spells. Each war-
caster knows a number of spells equal to his Focus
(FOC). A warcaster’s army list entry and stat card
lists the spells he can cast.

A warcaster can cast a spell anyrime during his =~

activation by spending a number of focus points equal -
to the spell’s focus cost. Any spell, including ranged
spells, can be cast while the warcaster is in melee, 2
Resolve the spell’s effects immediately. A warcaster
can cast as many spells during his acuvnnon as he :,an_»

3&&:.




- movc, casca spell ‘use h:s combart action to make a
ranged artack, then cast two more spells.

A warcaster can cast spells before movement, or
after movement, bur not during movement.

OFFENSIVE SPELLS

An offensive spell requires that a warcaster make a magic
attack to pur its effects in play. Magic artacks are simi-
far to ranged attacks and follow most of the same rules.
Unless stated otherwise, a warcaster making a magic
artack must obey the targeting rules when declaring a

zarger. A magic atrack’s target may benefir from conceal-

ment or cover. However, magic artacks are nor affecred
oy rules that only affect ranged atracks. A warcaster
does not benefic from aiming when making a magic
arrack, bur he can make magic arracks while in melee.

A warcaster making a magic acrack against a

model he is engaged with, does not suffer from the

~ targer in melee” attack roll penalry. If such an arrack

I twith an non-AOE spell) misses, and there are mul-
siple models in the melee, the atrack may hit a random
wodel in the melee, excluding the original target or the

. sarcaster—resolve this per the randomizarion rules on
2.46. An AOE spell that misses in this situation will
Seviate normally.

MAGIC ATTACKS

Uerermine a magic attack’s success by making a magic
arzack roll. Roll 2d6 and add the arracking warcaster's
Focus (FOC). A boosted attack roll adds an additional

=2 ro this roll. Special rules and certain circumstances

ey modify the arcack roll as well.
Magic Attack Roll = 2d6+FOC

An arttack hits if the attack roll equals or exceeds

= rarger’s Defense (DEF). If the atrack roll is less

~ —an che targer's DEF the artack misses. A roll of all 1s
" = the dice causes an auromaric miss and a roll of all

* s causes an automatic hit, regardless of the attacker’s
#0C or his opponents DEE

Complerely resolve a magic arrack's damage roll and

o "f effects before applying any special rules from the

gger. The rarger model's special rules apply only if chey
e soill usable.

Magic attacks follow all the rules for ranged

> including targering, concealment and cover,
B all other applicable rules. A warcaster can cast
Is, including ranged spells, while in melee.

UPKEEP sptLLs

Upkeep spells can be mmnrmned for mdﬁ%one e
turn. During your control phase, your warca; m);
allocate a focus point to any of their upkzep spellsto ¥ .
keep them in play. A warcaster can allocate a focus
point to keep an upkeep spell in play even if irs effects
are outside his control area. If a focus point is not allo-
cated to an upkeep spell, its effects end immediarely:

A warcaster may only have one of each specific
upkeep spell in play at a time, although he can mainzain
any number of different upkeep spells simultaneously
if he has the focus points to allocate to them. A
model or unit may only have one friendly and one
enemy upkeep spell cast on it at any time. If anothes
upkeep spell is cast on a model that already has one
from the same side—friendly or enemy—remove
the old upkeep spell from play and replace it with

the newly cast one.

A warcaster can recast any of his upkccp
spells already in play. When a warcaster does so,
immediarely remove the effects of that spell’s pre-

vious casting from pl&l)'.

For example, a unit of Khador Iron Fangs
currently has the Ironflesh spell cast on them.
The Khador player decides that it would be more
beneficial ro have the Fury spell cast on the unit
instead, which immediarely removes the Ironflesh
spell once cast. During the Cryx pl:lyer's turn,
Deneghra casts the Blight spell on the Iron Fangs,
which does not remove the Fury spell because an
enemy spell does not replace a Fric:ndly one.




own as channelers are
1ch device arc ;mdes thar act as
for a warcaster's spells, extending the
s effective s'i:-ell:ﬁhge; A warcaster may cast
rough any channeler in his battlegroup that is
so within his control area. The warcaster is still the
* artacker but the channeler becomes the spell’s point
~ of origin—determine eligible targets and measure the
- spell’s range from the channeling warjack. Channeling
" a spell does not require the warcaster to have line
: : " of sight to either the channeler or the spell’s target.
. However, the channeling warjack must have line of

sight to the spell’s carget. Thereis no additional

' focus cost for channeling a spell.

A channeler in melee cannot channel spells.

" A stationary channeler can channel spells, but one
that is knocked-down, cannot. A channeler can be
the target of a spell it channels, but a spell with a

Range (RNG) of “Caster” cannot be channeled.

Make a magic attack fora channeled offen-
sive spell normally. The warcaster may spend
focus points to boost die rolls or otherwise
enhance the spell as allowed.

Remember, the channeler is just a relay.
Channeling a spell is a passive effect thar occurs
during a warcaster’s activation and has no impact
on the channeling model’s own activarion. Focus
points allocated to a channeler may not be used
to affect the channeled spell in any way.

-Faction: Only members of che listed facrion can use

this speﬂ. B

+Focus (FOC): The number of focus points that must
be spent to cast the spell. '

+Range (RNG): The maximum distance in inches
thar a spell can be used against a target. Range is mea-
sured from the nearest edge of the arracking model’s

base to the nearest edge of the rarget model’s base. A
spell with a RNG of "Caster” can only be cast on the
warcaster. It cannot be channeled or cast on another

model.

+Power (POW): The base amount of damage a spell
inflicts. Add a spell's POW star ro its damage roll.

.Area of Effect (AOE): The diameter in inches

of the template an area-of-effect spell uses for damage
effects. When using an AOE spell, center the tem-
plate on the determined point of impact. All models
covered by the template potentially suffer the spell’s
effects. See Combat ([g. 39) for detailed rules on
AOE attacks. Templates for AOEs can be found on
the Templates page. A spell with an AOE of ‘CTRL,"
is centered on the warcaster and affects every model in

his control area.

Channeling

With a FOC of 7, High
Exemplar Kreoss has a 14"
control area. Kreoss (A) may
channel spells through his
Revenger (B) warjack, as long as
the Revenger touches his control

area.

A warjack must have line
. of sight to a rarger to be able
" T to channel spells ar it. So, the D
Revenger can channels spells at
Bonejack C, bur it may not chan-
nel spells at Bonejack D, even
though Kreoss himself has line
of sight to it.

«Upkeep: An upkeep
spell remains in play
if the warcaster who

cast it allocates a focus
point to it during his
control phase.

+Offensive: An :
offensive spell requires a
successful magic artack
roll to rake effect. If
the atrack roll fails, the
artack misses. A failed
attack roll for a spell
with an area of effect
deviates according to-
those rulege '




egardless of a soldier’s skill ar arms, his
real worth is measured by his will to fighr.

2 Warriors may break and flee after suffering

massive casualties or when confronted by terrifying

- entities, while manipulaive spells can warp the minds

of the weak-willed, causing them to arrack their allies.

- The inspiring presence of a nearby warcaster or a unit’s

leader can steel the nerves of warriors faced with these

“mental assaults and even rally them before their panic

‘becomes a full-blown rout. Command checks determine

the ourcome these game siruations and effects thar rest

a combarant’s discipline or mental resolve.

COMMAND CHECKS

here are several different circumstances thar

require 2 model to make a command check:

massive casualties, terrifying entities, and a spell’s
or other artack’s special rules.

MASSIVE CASUALTIES

A unic suffers massive casualties when it loses 50% or
more of its current numbers in any player's turn. The
unit must immediately pass a command check or flee.

TERRIFYING ENTITY

A rerrifying entity is one with either the terror or
abomination special ability. A model in melee with an
“enemy thar causes terror, or within 3” of an abomina-
' nou—fncnd]y or enemy—must pass a command
icheck or flee. Make this command check after the

ictive model or unit completes it movement, before it
~ performs any actions.

For instance, if the Iron Lich Asphyxious moves
__m melee with a Temple Flameguard, the Flameguard
anit makes a command check as soon as Asphyxious
~ends his movement. However, if a Flameguard troop-
&r moves into melee with Apshyxious, make a com-

and check for his unit after every trooper in the unit
mishes moving. In either case, make the command

s

: before any model performs an action.

me spells and other attacks cause an individual
d el or :m entire unit to make a command check.

COMMAND CHECKS, FLEEING, AND ORDEﬁ’S‘

.fm

most common outcome of a leed command chec:k. =
some spells and effects have more sinister effects..

When one of these situations requires a model )
or unit to make a command check, roll 2d6—if the
result is equal to or less its Command (CMD) star, -
it passes the check. In most cases, this means the &
model or unit continues to function normally or '
rallies if it was fleeing. If che roll is greater than its -
CMD, the check fails and the model or unit suffe S
the consequences.

For example, 2 Khadoran Manhunrer has a
CMD of 9. The Manhunter passes a command
check on a 2d6 roll of 9 or less.

A model that fails a command check against
massive casualties or terrifying entities immedi-
ately flees; one that fails a command check against a
spell suffers the associared effecr.

An independent model makes a command
check on an individual basis, using his own CMD.
Warjacks do not have a CMD star and never make
command checks.

In most cases, troopers make command checks ar
the unit level. Make one command check for the
entire unit, using the unit leader's CMD if he is
still in play, and apply its resules to every trooper

in that unit, unless stared otherwise. Some excep-
tions include a trooper that ends his activation out
of formation and spells thar specifically targert single
models. A trooper making an individual command
check may use his leader's CMD if he is in formation
or a warcaster's CMD if he is within the warcaster’s
command range.

Command Range

A warcaster has a command range equal to his CMD  +
in inches. A model or unir in a warcaster’s command 2
range may use the warcaster's CMD when makinga
command check, but is not required to do so.

A unit leader can rally and give orders tohis
troopers in formation, while a wa:ca.ster can. raIIy ok
any model or unir and give orders to any unic in his
command range. A trooper that is out of .E)rmanon "




~ cannot rally or réceiv
 indivi {

"+ model or unit that fails a command check

| against fleeing immediately turns to face

< directly away from the threar char caused the
- command check. If this occurs during the model’s

. orunits activation, its activation immediarely ends.

B Other than changing facing, the fleeing model does

' nor move until its next activation.

A fleeing model acrivares during his control-
ing player's maintenance phases. A fleeing model
' automatically runs away from its nearest threat
toward its army’s deployment edge, using the
most direct route that doesn't take it through a
~damaging effect or ler enemies engage it. A flee-
ing model cannot perform any actions or use any
of its special rules.

A fleeing model that leaves the battlefield is
removed from play and cannot return. A fleeing
model with no escape route will cower in its cur-
rent position and do nothing unless rallied.

After its mandarory movement, a fleeing
model can attempt to rally if it is within its
leader’s or a warcaster’s command range.

Rallying

A fleeing model or unit can make a command
check after its mandatory movement it in forma-
tion with irs leader or in a warcaster’s command

range. If it passes the command check, the model
or unit rallies and turns to face its nearest oppo-

- nents—this ends its activation, burt it may funcrion
normally next turn. If the fleeing model fails the com-
~mand check; it continues to flee during its controlling
player’s next maintenance phase.

 Tearless Models

A model with the fearless special ability never flees.
‘However, the model is still subject to a command
check that has a penalty other than fleeing. For
instance, a Cygnaran Stormblade may succumb to
'R&:ﬁ?ghra’s 'D_ar!gS_eduction.

-

.
=
*

ISSUING ORDERS

S
a3
= pthy

n order lets a model make a specialized.

combat maneuver during its activation.

Unlike other warrior models, troopers cannot
automatically choose to run or charge—they must
receive an order to do so. A unit may receive an order
from a warcaster prior to its activation, or from its
leader at the beginning of its activation. Alternatively,
the unit’s leader may issue an order granted by his
special rules, such as a Trencher Sergeant giving a
bayonet charge order. A unit whose leader has been
removed from play cannot use its leader’s unique orders.

A unir can receive only one order per activation.
Every trooper in formation receives the order and
must obey it. An out-of-formation trooper cannot
receive an order and does nor perform the rask or gain
its benefits. A unit not given a specific order can
ad\'.’lnﬂf -:ll'ld pcrf_(.‘lrl'l'l its actions as norm:ll‘

A warcaster can give a run or charge order to
one unirt in his command range anytime dm‘ing his
acrivarion, bur can onl}' give orders to a unit thar has
not yet activared this turn,

Certain solo models have orders in their special
rules. A solo cannor give orders to any other model
or unit—only the individual solo model benefits from
it. Declare a solo is using an order at the beginning of
its activation. For example, when you activate Eiryss,
you can declare thar she is using her order to make a
bayoner charge instead of a normal charge.




he lay of the land has a tremendous impact on
an army’s ability to maneuver. The most cun-
ning commanders use the terrain conditions
‘o thelr best advantage. These terrain rules provide
fgmdehnes for establishing the effects and restrictions
that a bactlefields objects and environment can have

~on a game. Players should discuss the rerrain prior to a

‘game and agree on the characteristics for different ter-
ritin features. Covering the rules for every possible terrain
‘type would be an endless rask, so players themselves
‘must determine the exact nature of each rerrain feature
* on the bartlefield before the game begins.

BATTLEFIELD SETUP

1 Usc the amount of terrain chac suits the type of
game you wish to play. A table with few terrain
features favors ranged arracks and swift movement,
while having more terrain features shifts the emphasis
~ roward melee combar.

Give consideration to model base sizes when
placing terrain fearures close rogether, as a model can
. move berween terrain features only if its base will fit
- berween them. With careful placement, you can create
narrow passages that can be accessed only by models

with smaller bases.

All players should agree upon terrain setup.
When placing terrain, strive for a visually appealing
and tactically challenging batdlefield. These quali-
ties provide the most exciting and memorable games.
Bartlefield serup and terrain placement is nor a com-
| peritive portion of the game—players should not

strategically place terrain features in a manner that
unfairly aids or penalizes a specific army. However,

* 2 published or homemade scenario might dictate

" doing so to represent, for example, an overmarched
“army defending a village or mountain pass. In such a
. scenario, giving the defending army a strong defensive
ition would be one way to make up for being out-

ed by its opponent.

- If all players are involved with the battlefield
p, or if an impartial third party sets up the terrain,
h rurn order and deploy forces normally. If only
plzyer or team sets up the bartlefield, then the
- gpposh'lg player or team chooses which rable edge to

1 Loy J:us forces on before decermining turn order.

TERRAIN

model’s movement can be penalized depend-

ing on the type of ground it moves over.

In WARMACHINE, rraversable terrain .
falls into one of three categories: open, rough, and '
impassable.

Open terrain is mostly smooth, even ground.

Examples include grassy plains, barren fields, dirt
roads, and paved surfaces. A model moves across
opcn tcrrain \\"irhou[ P{’nalf}’,

Rough terrain can be traversed, but ar a signifi-
cantly slower pace than open terrain. Examples
include thick brush, rocky areas, murky bogs,
shallow water, and deep snow. So long as any part
of its base is in rough rerrain, a model moves at
1/2 normal movement rate. Therefore, a model in
rough terrain actually moves only 1/2" for every 1*
of its movement used.

Impassable terrain is natural terrain that com-
pletely prohibits movement. This includes cliff
faces, lava, and deep water. A model cannot move
across impassable terrain,

Terrain Features

Natural and man-made objects on the bartlefield
are terrain features. Each rerrain feature is unique,
so you must decide its exact qualities before staring
the game. Terrain features are virtually limicless in
their variety, but you can quantify each one by how it
affects movement, the type of protection it affords, and’
any adverse effects it causes. Terrain features are either
obstacles or obstructions.

In addition to hindering movement, terrain
fearures can also provide protection against ranged
and magic attacks. A terrain feature such as a hedge
or a mesh fence, grants a model concealment by mak-
ing it more difficult to be seen, though it is not dense
enough to actually block an atrack. A terrain fea:ure _
such as a stone wall, a gianc boulder, or & buildmg. T
grants a model cover by bm.mg physically soltd eno

to block an attack againstic



acles are low enough thar they can be climbed
or in some cases, easily crossed, A model ean
climb atop and stand on an obstacle thatis ar least 17
thlck. such as a raised plarform or the sides of a zig-
-~ gurat.
: An advancing or running model can elimb arop
. an obstacle by using 2" of its movement. A model
‘cannot climb an obstacle if it does not have ar least
12" of movement remaining. Place a model thar
climbs an obstacle atop it, with the front of the
- model’s base making on]y 1" of forward progress.
(Once atop an obstacle, the model may continue
with the remainder of its movement.

Realize thar a model on a medium or large
‘base may have trouble balancing atop an obstacle
if it does not continue moving after initially
climbing it. With only 1 of forward progress, the
back of the model’s base will hang off the back
end of the obstacle. This is fine—just prop up
the model with some extra dice until it can move
again.

An advancing or running model can descend
an obstacle without any penalty to its forward
progress.

A linear obstacle is an obstacle up to 1" rall
but less than 1" thick, such as a wall or hedge.
An advancing model can cross a linear obstacle
at no penalty, as long as the model has enough
movement remaining to end its move with its
| base completely clear of the obstacle. If it does not,
the model must stop short of the linear obstacle. A
model cannor partially cross or stand atop a linear
obstacle. A running or charging model cannot cross a
linear obstacle.

: In some rare cases, a model may be posed with
its head so low that it has no line of sight over an
obstacle. If this model’s base touches an obstacle, or
if it is as close as its pose allows, assume the model is

- standing in a manner that lets it see and artack over

“the obstacle. When this occurs, determine the model’s

flm oj sight from a point directly over the center of its

;he"'heaght of the wall. Howevcr, enemy mod-

,.,1

er. Trear obstructions as inipa

FOREST
A typical forest has many trees and dense underbrush,

bur any rerrain fearure that hinders movement and
makes a model inside it difficult to see can also follow
these guidelines. A forest is considered rough terrain,
bur also provides concealment to a model with any part
of irs base inside its perimeter.

A model can draw line of sight through up to 3" of
forest, but anything more obstructs line of sight. For
a model outside of ir, the forest completely obstructs
line of sight ro anything beyond it. Thus, a model can
see into or out of a forest, but not complctc]y through
one, no matter how thick. A forest provides no protec-
tion from melee attacks.

HILLS

A rerrain feature that represents a gentle rise or drop
in elevation is a hill. Since many terrain pieces use
stepped sides instead of gradual slopes to represent a
hill's elevations, be sure to declare whether the terrain
feature is a hill or an obstacle for movement purposes.

A hill may be open or rough terrain, depending
on the ground'’s nature. Unlike obstacles, hills do
not impose any additional movement penalties. A
model can charge up or down a hill in open terrain
at no penalty.

ELEVATION

Hills, platforms, and some obstacles provide eleva-
tions above table level for models to rake advantage of.
A model on a higher elevation can targer a ranged or
magic attack against any model on lower terrain and in
line of sight, regardless of intervening models. A model
on higher elevation than its attacker gains +2 Defense
(DEF) against ranged and magic attacks from that
opponent.

HAZARDS

Many things on a bartlefield can kill a man just as
quickly as an opponent can. These hazards include
water, flowing magma, and mine fields. Immediately
apply a hazard's effects to a model as soon as any por-~
tion of its base enters the hazard’s perimeter. :




Deep water is impassable terrain that cannot
entered voluntarily. However, a model may be
ned, thrown, or otherwise forced to move into
- deep water. A warjack that enters deep water has its
furnace extinguished and is instancly disabled and
removed from play. Although otherwise intacr, 2
warjack in deep water cannor be repaired or restarted
for the remainder of the game.

A warrior in deep water can advance at half irs
normal movement rate, but cannor run or charge. It
cannot perform actions, cast spells, use feats, or give
orders until it is complerely our of the deep warer. A
warrior in deep water cannot engage other models or
make arracks. A warcaster in deep water can allocate
focus points and use them ro maintain upkecp spel]sA

A warrior in deep water has a base DEF of 7
against all actacks. A warrior that ends his activation
in deep warer auromatically takes one damage point.

Shallow water is rough rerrain that can be
crossed by any model. Other than hindering move-
ment, shallow water poses no threar—excepr ro
warjacks.

A warjack knocked down in shallow warer has
its furnace extinguished and is instantly disabled. Any
friendly model can restart a warjack knocked down in
shallow water. To restart a warjacks furnace, the model
must be in base-to-base contact with the warjack and
forfeit its action. A warjack can do nothing the turn
it restarts, but it funcrions normally next turn. Even
if a warcaster other than its controller restarts i, the
warjack remains part of its original battlegroup. A
modci can Ol'll}' restart one ‘Varjal:k pt‘r turn.

Structures

Structures present unique opportunities for terrain
“arrangement and tactical play. A structure is any large
 terrain feature that can be damaged and destroyed.
The most common structures are buildings, but you

can use these guidelines for fortress walls, bridges,

~and similar constructions as well. A single house in a
i or a bridge over a chasm can be a scenario’s major
e, and a series of buildings can be arranged to
a completely urban environment, with warjacks
ting house-to-house in the streets of the Iron
gdoms' grear cities.

. Eh‘rough any entr )
oo oF wmdow. rega.rdless of the modtﬁ-"‘

warjack can enter a bmld.mg only through as
big enough for its base to pass dtmugh uno

PLAYING IN ENCLOSED STRUCTURES

-

Models function normally inside a scructure, bue
how you represent this may change depending upon
the nature of the terrain. If the rerrain piece is open-
topped or has a removable roof, move models abour
the interior of the structure to their acrual positibns. '
All normal rules apply. A model partially obscured

by a door or window benefits from cover.

If the terrain piece representing the structure
has a closed rop or is otherwise unsuitable for mov-
ing models inside it, a more abstract method mus
be used. If a model enters such a structure, remove
the model from the rable and place a marker out-
side the building where the model entered.

When using these abstract rules, declare a
model’s position inside the structure at the end
of its movement. When a model first enters a
building, declare whether it is staying clear of all
openings or using its entryway as cover. On subse-
quent activations, the model can move up or down
one level and can either stay clear of entryways or
choose to occupy a specific one. Instead of chang-
ing levels, a model can exit a structure through any
entryway on the same level.

A model staying clear of openings does not
have line of sight to anything outside the structure,
but models outside cannort target it either. A model
standing at a specific opening can draw line of sight =
our of it to make arracks, but may be arracked in
turn by any model with line of sight to its location.
The model benefits from cover against attacks from
ourside the building.

When using this abstract method of interior
movement, 2 model can engage an opponent in a
structure simply by entering that building on the same
level. Area-of-effect artacks and spray atracks against
any model in a closed structure affect every model on

that level of the building.

Realize that these abstrace rules cake a very liberal
approach. If you have very large structures, you may
wish to divide them into several sectors to maintain
some balance, If this doesn't provide you an aceepes.
able level of precision, we suggest you place a pmpergv
scaled floor plan for each serucrure near: theﬂl:ytqg' M
area and place the models on them m:harmual loca- &8
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tions once they: Mhui[dmg
et merhm:icmr&mg to the

MMMNG AND DESTROYING
%*STRUCT URES

A tqqdel that would rather blast its way through
the side of a structure than use an encryway will need
* to inflict substancial damage to it. An actack against a
- structure in range automatically hits. Not all weapons
- are effective against structures, so a model must have

a weapon that will do the job if it intends to punch
~ through one. Ranged weapons, such as handguns,
. rifles, and crossbows are all bur useless. A ranged
.‘weapon must have 2 POW of at least 14 to damage
| a structure. However, melee and magic atracks,
area-of-effect arracks, and attacks thar cause fire
or corrosion all do full damage against structures.

Every structure has an Armor (ARM)
stat mrrespondihg to its composition. See the
“Bringing Down the House" callout on this page
for the ARM assigned to the most common
* forms of construction.

A structure can only take so much damage
before being destroyed. Determine a structure’s
damage capacity based on its composition
and thickness. For instance, a wooden gate is
destroyed when it takes 5 damage points and a
small stone obelisk is destroyed when it takes 10
damage points. Damage taken by a strucrure is
cumulative.

OyNeIns DOUN THE
A T e

3=t

-
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l.a.fll'g[" srructures Sufh as
buildings, walls, and bridges

can be destroyed in segments.

A typical building wall can
take 5 damage points per
inch of widch. Fortifed or
very thick walls could take
20 or more damage points
oor more per inch of width,

Different marerials have different
ARM srars:

Wood—ARM 12
Reinforced Wood—ARM 14
Brick—ARM 16

Stone— ARM 18
Iron—ARM 20

depending on its composi-
tion. When a speciﬁc seg-
‘ment of a strucrure takes its
toral damage capacity, that
portion of it is destroyed. If
‘a single arrack causes massive

. bt Wkt

damage, it destroys an appro-
‘priate amount of the struc-
ture. We suggest having some
graph paper hancly to quickly diagram a structure and
 record the da it takes. For example, 2 wooden
‘wall with ARM 14 takes 18 damage points from a

W .damage roll of 32, so the attack destroys 3" of the wall.

. 1" wide hofé-ﬁlnd a model w::ha;;cdluﬁ?‘ ot

can move through a hole at least 27 wide.

Undamaged portions of a wall or other freestand-
ing structure remain intact as the structure takes
damage. However, complex structures such as build-
ings and bridges rely on the support of all segments
to remain standing. A building collapses when half
of its toral wall length is destroyed, regardless of the
proximity of the destroyed segments. For instance, a
3" x 6" building collapses as soon as 9" of its walls are
destroyed. Remove the building from play and replace
it with an equal-sized ruin. A model inside a build-
ing when it collapses takes a damage roll with Power
(POW) equal to the buildings ARM and is knocked
down. A ruined building is rough terrain and provides
cover to a model with any portion of its base inside

the ruin’s perimeter.

These guidelines should be tailored to each
individual structure. For instance, a rope bridge could
be destroyed by any successful melee artack. A small
wooden bridge should rake damage and have segments
destroyed as if it were a wall. Each support of a large
stone bridge could take 20 damage points before being
destroyed, witch the entire bridge collapsing once two
supports are gone.




here are as many reasons for war as there are
wars themselves. Sides seldom clash with

only the intent to eliminate one another.
4  could be a skirmish over boundaries, a fight over
resources, or an atempt to hold important, strategic
ground. Conceiving a reason for your conflicts can
?eal:ly enhance your WARMACHINE gaming

‘experiences.

| Here you will find six scenarios, ready to play.
‘Each occurs on a balanced playing field, conveying no
specific advantage to any one player. You can agree
‘with your opponent on which scenario to play, or
orior to building your army, roll a d6 and play out the
scenario indicared below.

1—TREASURE HUNT
2—CAPTURE THE FLAG
3—CROSSED LINES
4—DOMINATION
5—KING OF THE HILL
6—MANGLED METAL

Each scenario provides you with special rules that
describe how to handle the unique circumstances of the
scenario. Cerrain scenarios will also have restrictions
‘an army composition as well as how the game table
should be ser up. Most scenarios can be played on
any scale you choose, from a small duel to all our war.
‘Experiment with different combinations, and feel free
T creare variarions or unique scenarios of your own!

TREASURE HUNT

“1 hear those Cryx think they've claim to the secrets within

" that old chamber, sir. I say they're dead wrong—er, heh-heh,
 dead wrong—er, right then—Dbut we'll beat 'em to it, sir, or
else die tryin't This, I swear!”

— An unnamed trencher lieutenant, now possibly a
zhrall lieutenant

ription

tace for riches, raw marerials, or secret lore as rival

SIX VARIATIONS OF GAME PLAY

ons compete to unearth and retrieve hidden treasures.

lﬁ*‘%

is set up, place a market in the center of :he t:iSIc tn

represent the treasure. ;- -

When a model firsc reaches the location of the
treasure, it must unearth it. A model must seand on
the exact locarion of the treasure, and forfeit two
activations to discover it.

Once the treasure is found, any heavy warjack
touching it may forfeit its action to pick it up. The =
warjack must have the use of both arms but is nor gr
required to have an open fist. A warjack carrying
the treasure cannot run or make atracks,

If the model carrying the treasure is knocked
down or removed from play, the treasure falls to
the ground 1d6 inches away. Use the deviarion
template to determine where ic lands.

firmy Selection

Players agree on a size of the bartle as normal.

Set Up

Treasure Hunt may be played on any size table.
Players should agree on the amount of rerrain to
use and take turns placing it. Once terrain is placed,
the location of the buried rreasure is marked at the
center of the table.

Beginning

At the start of the game, each player rolls 1d6 and
the high roller chooses who goes first. The first
player gets his choice of deployment zones and
takes the first turn. Players are allowed to place their
forces up to 10" from the tables edge.

Uictory Conditions
The garhc ends when one player gets the treasure into
their deployment zone.

Nultiplayer Game
Treasure Hunt makes a great multiplayer game—the —
addition of extra players makes for more chaotic

action. Make sure all players have deployment areas
of equal size, and thar the buried treasure marker is
placed equidistant from all players. :



This time-honered tradition is played out on the
flelds of the Iron Kingdoms as you make your way to
'your opponents ﬂag. seize it, and rake it back to your

layers begin the game with their flag marker in

the center of their deployment zone. A model
touching the flag may forfeit its action to pick it
up and cannot run while carrying it. Warjacks that
' have lost both arms cannot carry the flag.

If the model carrying the flag is knocked
"down or removed from play, the flag falls to
the ground 1d6 inches away. Use the deviation
template to determine the direction in which it
falls. A model cannor pick up or carry its own
army’s flag.

firmy Selection

Players agree on a size of the bartle as normal.

Set Up

Caprure the Flag may be played on any size table.
Players should choose sides and then agree on
the amount of terrain ro place. Once the terrain
is placed, players mark the location of their flag in
the center of their deployment zone.

Beginning
At the start of the game, each player rolls 1d6 and
the high roller chooses who goes first. The first player
- gets his choice of deploymnet zones and takes the firt
urn. Players are allowed to place their forces up to 10"
ﬁ'om the table’s edge.

Il_icturq (onditions
- The firse player to carry his opponent’s flag back to his

own deployment zone wins the game.

Hnltlplauer bame
Inmulqplayer Capture the Flag, the game ends
W 'Egp.oﬁephyer Manages o get all eneqy Hags into

one‘“mmu ) chat each has

the same size. For more than two le..th‘lsm bes:
played on a square table.

CROSSED LINES

“Bugger! Are those Menites> What are they doing here?
Bleedin' hell, they've got ‘jacks and they're headed straight for
us! Get Commander Stryker, mate, and step lively!”

—Rodger “the Rake” Digby, Cygnaran long gunner

Description

Somerimes rival forces inadvertently stumble

across one another. These clashes quickly become
disorganized brawls rather than the orchestrared
bartles preferred by most commanders, and they

typically involve close-quarters fighting in urban
serrings where battles might be taken structure-to-

structure, or in dense forests where one never knows
what lies beyond the next copse of trees.

Special Rules
No models from either side are allowed to use the
advance deployment special ability.

firmy Selection

Players agree on the size of the bartle as normal.

SetUp

The table should be thick with terrain. Players take

turns placing terrain until one player wishes to stop

placing rerrain. The other player is then allowed o

place one additional piece. Each player must place a 1

minimum of four (4) terrain features. 1|
|
i
|

Beginning

Players roll to determine who chooses their

deployment point first, and then alternate choosing
deployment points anywhere on the table. Each player
chooses three deployment points, and players may not
choose a point within 12" of a point selected by their ;

OPPOI‘ICI‘IE.

Players then alternate arranging one umdt or battle
group at a time anywhere within 6 of one of their
deployment points. A player may choose to deploy
all of their solos instead of setring up a unit or barcle
group. Players arrange their units or groups in the ‘
same order they chose deployment poines. After all ;
forces are deployed. the players roll agam .md the h;gh.

roller chooses who'goes first. o




Multiplayer Game
rossed Lines is a truly chaotic multiplayer game. It
also very easy o adapt to multiplayer play because

ere are no deployment zones to worry about. Players

“should simply follow the rules detailed above.

DOMINATION

“The Battle of the Tongue was about land control. The
‘Khadorans gobbled it up all the way to the river, and the
\Cygnarans let them have it, for they knew the mighty Dragon's
ongue was where they could make their stand and wear the
wortherners down.”

—From "The Thornwood War’ by Lethyl Harke

Description

‘Often in battle the goal is to gain control over the
majority of the land, resulting in a lot of back and
forth conflict. This is often the case on the borderlands
between Khador and Cygnar. Domination pits rival
forces against each other in a s:ruggle to caprure and

hold as much of the bartlefield as possible.

Special Rules

Domination lasts for eight game rounds. Players rush
%o capture specific coordinates on the table, capruring
them when a model stands directly on top of the
coordinate. If a model leaves the coordinare, it remains
under his army’s control until an enemy model moves
on top of it. Only one model may be on top of a
coordinate at any time.

Army Selection

Players agree on a size of the bartle as normal.

Set lp

* Domination is best played on a 4'x4' table. Players
~ decide how much terrain to use and then take turns
 placing the terrain.

Divide the table into 1 foot squares, placing
inates at the vertices of each inersection

cording to the diagram.

i - _I . inq
e start of the game, each player rolls 1d6 and the
roller chooses who goes first. The first player gets
choi\c;p;uf deploymner zones and takes the firt curn.

>
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one side loses all its warcasters. -
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DOMINATION SETUP DIAGRAM

Players are allowed to place their force up to 10"
from the table’s edge.

Uictory Conditions

The game ends at the completion of the eighth
game round. The player that controls the most
coordinares wins the game. In case of a tie, the
player that accumulated the most victory points
wins.

Nultiplayer Game

Domination requires some care in set up for
multiplayer scenarios. All players must be
equidistant from each other, and each musrt have
the same size deployment zone.

KING OF THE HILL

“Get three Defenders on that hill. Back them up with three
more squads of long gunners. With the elevation and our
guns, we shall be as untouchable as any Khadoran fortress.*:

—Commander Coleman S!tkar at Zerkova's Hill

Description

Many bartles are fought over strategic locations of
uncertain value, but military strategists know the
benefirt in taking a monumental hill before securing
ancillary vantage points. King of the Hill is one such
battle. In this scenario, both forces scrabble over land
and rush up the hillside to claim the spot for their

faction.

Special Rules _

The obvious objective of King of the Hill is to take th

hill. Any time one player has more models on the hill
“ LR e - 3 s

than their opponent they score a vicrory point. Units

~count as one model for the purposes of calelaring who
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o Piact a hill in the center of the table. Players take turns
+ placing terrain until one player wishes to stop. The
~ other player is then allowed to place one additional
_ piece. Bach player must place a minimum of two

* terrain features.

_Beginning

B At the start of the game, each player rolls 1d6 and
the high roller chooses who goes first. The first
player gets his choice of deploymner zones and
takes the firt turn. Players are allowed ro place
their forces up ro 10" from the tables edge.

* lictory Conditions
The game ends when one player accumulares five
points,

Multiplayer Game

In multiplayer King of the Hill, all players should
be equidistant from each other and have the
same-sized deployment zone.

MANGLED METAL

“There's nothing like the clatter and clamor of warjacks
crashing together, their bulls ringing, their furnaces
. spewing ash with gouts ofspar‘u and flame, and then the
deafening screech of metal as one rends the other apart.
What a grand, pernicious thing man has made to fight his
- wars.

" __Casner Feist, ex-warcaster and leader of the
Daggermoor Rovers

Description
Mangled Metal is a brutal contest between warjacks.
This scenario is an all-our, unrestrained slugfest where

~ the only goal is to survive.

‘Special Rules

~ None.

ﬂnm; Seler:tmn

agmevn a point limitand then purchase their
:fp_n.es_as normal, excepe each player is only allowed

=2 smgle warcaster regardlw;wo&hgs]ze of rhe ga%z,

Points may only be spent on the: warcascer and
waz]acks as unirs and solos have no p!ace in Manglcd 4
Metal.

Set Up

Mangled Meral may be played on any size table,
though a smaller table works better. Each player is
allowed to place two obstructions on the table.

Beginning

At the start of the game, each player rolls 1d6 and the
high roller chooses who goes first. The first player gets
his choice of deploymner zones and takes the firt turn.
Players are allowed to place their force up to 10 from
the rable’s edge.

Uictory Conditions

The game ends with either the death of a warcaster or
when all warjacks on either side are rotaled.

Nultiplayer Game

In multiplayer Mangled Metal, all players should be
equidistant from each other and have comparable
deployment zones.
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he following is a transcription of the words
- of Professor Gabriel Parrish, professor of
Cygnaran History at the Corvis University

~ and a retired officer of the Corvis Watch. These words
,1._' were spoken three days prior to his death during

_ Raelthorne the Elder’s siege of Corvis in 603 A.R.:

~ Sit down, lads, sit down. Now, where did we
leave off? Oh right, the Occuparion Era, aye.
Ler’s see now...the Occuparion lasted for several

- generations. History teaches us, however, that all
'empires eventually crumble and fall, and it was

. the Orgoth's supremacist disposition and rigor-
‘ous segregation of the native races that made
this inevitable. The people of western Immoren
evenrually united against the long-term oppres-
sion. It was a long, bloody time ro send them off,
bur ulrimarely they retreated to cheir ships and
sailed back to the faraway lands from whence
theyd come.

It was the Iron Fellowship that declared
the rebellion, which 153 years afterward inspired
the Iron Alliance, which as you all know evolved
into the momentous Council of Ten. Though the
founders of the Fellowship fell, their martyrdom
was chiefly responsible for giving life to a concen-
trated rebellion effort. Uprisings came and went,
but the brotherhood that had formed in the very
~ heart of Caen inspired an ongoing, open resistance
that ultimately secured our freedom, and it is this
' thing alone, if not any other, that justifies Cygnar's
§ position as the finest kingdom in all of Immoren.
For it was on Cygnaran soil that the rival forces of
\wizardly orders and even the priests of Morrow and
" Menoth fought as brothers against their common foe.
* This would never happen again. Cygnar is the home
of that ancient alliance—and I daresay it shall one day
be the throne of a new and peaceful Immoren.

But back to history. In 202 A.R., the borders
of Cygnar were established at the signing of the
renowned Corvis Trearies, which took place just
down the avenue from here. Our ancestors separated
the kingdoms using similar boundaries to the prov-
" :mstes the O'rgoth had laid down, but it was the “Iron
I‘fmgdoms that were born that year and, most impor:-
tantly, the crown jewel called Cygnar, The world was

—King Leto Raelthorne

growing in leaps and bounds, and noble Cygnar was

the heart of ir all.

This inspiration of the Iron Fellowship does
not stand alone as Cygnar’s sole novelty. Far from it.
There are numerous other strong suits worn by the
peoples of this country throughour its distinguished
history. Tomes of ancient lore claim that Cygnarans
were the first to organize the Circle of the Oath,
those who wielded " The Gift"—that of magic. And
we were the first to enrice the Rhulfolk from their
mountains, to work alongside our mechaniks and cre-
ate the Colossals, which were paramount in repelling
the Orgoth. Cygnarans are the most industrious and
determined people in the enrire realm, and it is plain ro
see why Cygnar is hailed as the birthplace of “the new
world,” always a step and a half ahead of everyone else.

The kings of Cygnar, as with any kingdom, have
been both warriors and sages, and one of the most
notable of these to occupy the throne was the legend-
ary King Woldred the Diligent, a man who filled both
roles in his time. Many of you know I have devored
much study to Woldred's rule, and rightly so. He is
worthy of note, for his was a long rule that saw much
conflict and ch:mge. The signiﬁmm:e of his reign was
manifold.

Although his personal demeanor was sometimes
grave—a resulr from his p:’inceI}' years of campaigning
against trollkin and in the Colossal War—Woldred
was a genuine and rightly good king for Cygnar. As
a prince, he was ever eager to lead his troops into
the field. The Colossal War was Woldred's proving
ground. Tales of his valor won him the support of his
people, though he showed he was more than purely
a military man. He was also a shrewd negotiator, an
accomplished statesman, and lawmaker.

In addirion to his part in driving our the invading
Khadorans and their Colossals, King Woldred became
determined to quash the north's ambitions.#o invade
his kingdoms. As part of his terms to the Khadorans,
Woldred convened the Disarmament Conferences of
257 A.R., which saw the dismantling of the north's
mighty constructs and the establishment of the
Colossal Guard. This significantly hindered Khador’s
capabilities to wage an effective war, and there was
peace in Immoren for nigh forty years,



*Era to ser amdt personal desire and enmity to encour-
agenot just the rebuilding of the structures the

Orgoth had destroyed during the SPourge, but growth

a5 a kingdom on pracrically every level. He concen-

' trated on the technological and organizarional aspects

of reform. His reign saw road building, canal digging,

_'-,__shipbuilding. a reorganization of the Cygnaran army
' and administration, and the minting of money to meet
the demands of a growing economy.

He was justifiably wary of the ambitions of his

~ erstwhile enemies, but he was rolerant enough ro per-

sonally venture into the trollkin warrens ar Hadriel

- Fens in 267 A.R. and negoriate a lasting peace, ending
years of bloody and needless conflict. Also among his
accomplishments were the orders and planning for
the creation of the smaller utility steamjacks, expedit-

ing industrialization and trade along Cygnar's various

water routes. And it was the Diligent King who, near

the end of his reign, declared the hidden followers of

Cyriss an official cult, thereby criminalizing (bur also

verifying) this seditious religion.

King Woldred was never one to allow good
deeds—especially his own—go unrecognized by his
people and he constructed many monuments ro the
achievements of the Cygnaran people during the ten-
ure of his prodigious rule. Countless memorials erect-
ed during this period remain standing roday in various
‘states, some well maintained, others as weathered res-
taments dotring the aged roads of the kingdom.

In his last few years, Woldred became renowned
for two major deeds; one being the retirement of the
Colossals in 286 A.R. due to heinous tax burdens, a
move that he enforced despite heavy opposition by
s court indicating this would renew the Khadoran
threat, and the other being the infamous™Woldred's
Covenant,” also in 286. He decreed that the people of
LCygnar would not fall prey to the vicious backstab-
Sing of other monarchic kingdoms, ‘diminishing into
2 stagnant pattern of brother betraying brother and
father fearing son." Like the iron in which the kingdom
iras quite literally forged, the crown would be unbend-

g He drafted his Accord-By-Hand Covenant, which
stared that each king shall impart the throne on his
n terms and nor allow it to be helplessly handed
to "kin of bad quality." With the possibility to
favor of the kingship, the Temple of Menoth
orted the contract wholehearredly; under the
dition the successor be of noble birth and they had
eign right to exclusively hold and bear witness to
kmg; paSSmg terms. The Menites were a greater
LR
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decree: Tt wasiit long beforc tFus rcsolu't on wi s pi

the test.

death—some crying treachery—bul: l:he Temi:le qf
Menoth (viciously) quelled such talk and claimed th.'u: g
after the traditional period of mourning, they would

unveil the terms of succession. The Church of Morrow; '
anxious and silent, looked to their Primarch for coun-
sel, expecting much conflict if the Menites gained

absolute access ro the throne. This never happened.

Woldred's terms had mysteriously disap-
peared and within a ﬂ)mﬁghr his ncphew,
Malagant—called the Grim—entered the palace
in Caspia with a force of soldiers five hundred =
strong and claimed the throne as his own. In light
of its absence, by rights, Woldred's Covenant coul
nort be enforced. Ar the same time, the Temple
of Menoth refured Malagant’s righe to rule, and
secrer conflicts raged beneath the surface. Some
of the more vocal Menite priests were accused of
sedition, dubbing Malagant as a"self-appointed
king de facto” and a usurper. Between 290 and
294 A.R., the Grim King had over two hun-
dred Menite clergy arrested and hung. Church
and Srate were ar vicious odds, and in 293 A.R.,
Malaganr hailed the Church of Morrow as
Cygnar'’s official religion. Cygnar was in turmoil
and headed for civil war. Bur it was not to be. No,
not )"c'[.

Like a wolf on a blood-scent, the Khadoran
Queen Cherize initiated a border war with Cygnar
in 293 A.R. that lasted until 295 A.R. when
Cherize suddenly went missing after the con-
flice referred to in history books as The Lost Day.
Cherize was claimed lost and unrecoverable in less
than two months, and King Malagant died shortly
thereafter.

A new ruler was inducted in Khador, Queen Ayn
Vanar V, a mere girl of five winters and incapable of
rule. Her foster, a Lord Regent Velibor, took control
of Khador and gathered his most loyal chieftains from
the barbarian tribes of the north. Lord Velibor saw
possibilities in turning away from the battles with
Cygnar and ordering his barbarians-turned-soldiers to
extend Khadors borders into her neighbors’, Ord and
Llael, instead. With Cygnar's attentions tusned inward ;
toward a sudden Menite uprising and the quest for
new king, the Lord Regent believed the smaller kmg- ;
doms' borders were ripe for the picking. A e




B:tter canﬁmw,mgl ur 'H> {
-cade; unti theyoung queen mmrﬁ’énough
anrermand Vchbors orders. It was said
e Queen Vanat, who had become quite

‘I!ﬂbumful young lady (even by our fine Cygnaran

Mdﬁr&?};hzd tired of so much death and strife. In
- 304 A.R she ordered the assaults to stop, against the
Lﬁ‘rthgcnrs wishes. Some fighting did cease, bur

dL__ - Vchbor,; promises of wealth and power to the barbar-

¥

 jan chiefs made them too eager for war. They refused

I_r' to recognize Vanar as their queen and the bartles con-
" tinued without her consent. In the Siege of Midfasc
b the following year, the majority of the invaders were

. destroyed; the great Markus led both Cygnarans and
| Ordfolk on the very field of his Ascension, and
| if it weren't for the grace of Morrow we would
all likely be standing in the ruins of their wake.

' The treachery of Lord Velibor and the barbar-
jans of the northlands sparked much disdain and
animosity that remains to this day, and relations
berween Khador and her neighbors has not been

_ ‘pleasant since.

The sixteen-year religious conflict and
the Khadoran Border Wars transformed the
Cygnaran era into a dark period of confusion
and paranoia. The Temple of Menoth, once so
strong, struggled desperately to realize their
theocratic plans. More and more people, looking
for posirivism in such dark times, turned to the
benevolent preaching of the Morrowan faichful,
and over the next couple hundred years, Cygnar
became a powder keg waiting to explode. In spite
of some good moments during these centuries,
such as an alliance with Llael thar helped the
country get back to its feer after Khador had
taken so much of its lands, and the rise of the
Church of Morrow, the Menites were collectively
" aggravared. They sowed unrest through pocker
societies, often violently in the very city streets.
" These circles were condemned and outlawed by the
I Cygnaran court bur the Menites took their operations

“underground. They continued to vilify the Church of

Morrow, denouncing them as dabblers, heretics, and
criminals, and what had once been heared debates out-
side of the churches or in the marketplaces, worsened.
Oper the course of many years, much blood—most of
i:_'innocent-—-had been spilled.

In 482 A.R., during the Longest Nighr festival, it
came to a head. Organized followers of Menoth—sol-

= dl&ﬁlm fAct. disguised as pilgrims—rtook control of

égptem Caspia, divided as it was by the River Black.
'i"lﬂniﬁngthm pilgrims might possibly riot, the
\Caspum Watch moved to dxsperse the enormous

Crymg Meneorth's name, the thousands of pdgnms rose
against the Cygnaran militia and slew over three hun-
dred guards. Nearly two hundred years of aggression
and resentment suddenly had a name—rthe Cygnaran
Civil War.

The City of Walls was nearly razed from within.
The fighting, fueled by the clash of faiths and looting,
continued mainly as a result of the dreadful lack of
warch guards. At the same time, the Coin Wars on the
Khadoran/Llaelese borderlands drew actual provisions
and wartime efforts very thin. The armies of mercenar-
ies warring upon each other were a constant worry, but
Cygnar was too busy trying to keep its capital standing
to aid their neighbor at any grear length. This country
was in a bad way, and it took the wise words of the
Church of Morrow o stave off this downward spiral.

As head of the entire Church Treasury, High
Prelate Shevann had great sway with the Cygnaran
people and its governing forces. Knowing the Menites
would never accept the words of a follower of Morrow,
she worked her plans through a Cygnaran official. In
this way, Shevann entreared the their appointed leader,
Visgoth Ozeall (their Hierarch had fallen in combat
some weeks earlier), to negoriate peace. He agreed
to hear the terms and after days of arguing, chest-
beating, and eventual concession, the newly dubbed
Protectorate of Menoth was granted to the Menites.

The Menites were ceded an expanse of land and
eastern Caspia—which they immediately renamed
Sul, after the Hierarch Sulon, once a visgoth and the
innovartor of their jihad—became their central point
of commerce and travel. In order to steer the zealots
further away from Cygnar, Shevann also suggested the
Protectorate have the right to create their own govern-
ment withourt outside influence. It was understood
that the Protectorate would still nominally be part of
Cygnar, though the two nations would have no politi-
cal sway over the other. Many Cygnaran diplomars
believed the Menites would reject Shevann's choice
of land for them, as it angled the Protectorate ro rest
against the barbarous domain of the heathen Idrians,
but the Menites were eager to bring their faith to the
Imer and excitedly took up the challenge. It may have
destined the Idrians to become Menites, but it sparejd
Cygnar years of bloody conflict. As such a devout ser-
vant of Morrow, High Prelate Shevann ascended afrer
her demise in 500 A.R. and assumed the mantle of
Patron of Merchants.




&gxdg bcfogggam ahb

[ "l ‘{
ccedcd the lhfonc in 489 A.R. and led the nation
into an era of growth not seen since Woldred the
Diligent. For over two decades we knew peace. Cygnar
elled in every way. Steamjacks became moge and

re common as the Fraternal Order of Wizardry

pe rfected their creation process, and the once-deplered
: Cygnmn coffers filled quickly with gold and silver.
‘Malfast was very intelligent, but had his most trusted
of colleagues by his side, Vinter Raelthorne 11, to tem-
per his grandiose schemes. The Raelthorne bloodline
had been deeply ingrained in the Cygnaran courts

for centuries, a few of their kind having been kings
themselves. Indeed, the name Raelthorne had been a
‘mainstay in the Cygnaran throne room in one manner

or 2[10(".1'1(:1’ fOI’ centuries.

The Raelthorne of the era, Vinter 11, was in
charge of keeping Malfast's fantastic and idealistic
plans mortal in execution, where he knew they were
accomplishable by Cygnaran hands. While this Vinter
il was a hard man, he was quite practical, and knew
the best way ro handle things behind the crown.
Withour him, King Malfast would have wasted much
of his treasury in short time, leaving Cygnar penniless
when tragedy strikes, as it's so apt to do.

In these days, the Khadoran king, Ruslan
Vygor, was a right misanthrope with a dark heart,
and Cygnar’s prosperity as a kingdom over the past
decades had stoked his heartfires into a jealous
tnferno. He mobilized his forces into much larger
war hosts, full with powerful Khadoran cavalry. to
zhe borders of Llael, knowing thar Cygnar would be
moved to action. Indeed, King Malfast sent a great
force of warjacks and riflemen o Llael to bear back the

smpending invasion, but he was duped. If it weren’ for
the scouts of Fellig that had made it past King Vygors
Jeadly hunters, Cygnar would have felt che full brunt
of a secret Khadoran force carving its way through the
“impassable” Thornwood. Small forces from Corvis
and Rivercleft met the Khadorans at the Dragon's
"Tongue, while the forces disparched ro Llael turned
Back and made an attempr to stop the steamjack-
?ssisred Thornwood advance.

The Battle of the Tongue in 511 A.R. remains
of the bloodiest in recent history. Cygnar was
cly outnumbered. It took all of our superior train-
g, and the aid of nearb)-' mercenary forces—the
s of Durant and the Ironbears—ro hold the
miver. Centuries-old bridgework was destroyed in order
stop the crossing; rons of Warlord Era stonework
was losero the deep waters of the Dragon’s Tongue.
9 A

nded, King Grigor Malfisc & :f

losses. It took decades to repl.ai:e and repa.'tr the ste:

jacks used in the comparatively short four—mqnﬂ:r ;
Thornwood War, which ended with Vygor's demise i in. 58
the field at the hands of Vinter Raelthorne II. = .

During the reconstrucrion, Malfast had a rower- & ﬂ&
ing fortress erected at the northernmost end of the B |
“Warjack Road,” that which Vygor's army carved 2
through Thornwood. The twisted forest has since re-
claimed the fortress. Dark spirits, it is said, has cast
the Cygnaran forces out and the dark and resilient )
Thornwood has enveloped the hold entire. On
the sloping banks of the Dragon's Tongue below
the wood and throughour the old bartle site, bits

and pieces of the warjacks used in the war are sall.

unearthed, but only the most impetuous travel that 'R '."
historically bleak area. You're more likely to find S8
the undying minions of Thamar than any treasure B0

or arrifice mechanika. Even Khador has, to this

day, left the area to the shades of their past failure.

A few short years later, King Malfast fell very
ill. He knew his rime on Caen was coming to a
close. With no heir-apparent, from his deathbed
Malfast drafted his terms according o Woldred's
Covenant and handed his crown to his courtly
advisor, Vinter Raelthorne II. Vinter accepred the
burden with a heavy heart, knowing thar even with
the blood of kings in his veins, sitting upon the
Cygnaran throne was the greatest responsibility in
Immoren. Soon after the announcement of the cor-
onation, Grigor Malfast passed away in the night
before his fifty-sixth birthdﬂ)'. In 515 A.R., Vinter
Raelthorne 11, now in his forries, was crowned king, i
and Cygnar entered the most recent era of our his-
tory, the Raelthorne Era.

The rule of the Raelthornes has been long—
eighty-seven years to this very day. Vinter IT ruled
with the same approach he had adopred with his
predecessor, priding his decisions as utilitarian over
frivolous, and for the good of Cygnar overall. Nearly
always found deep in thought over matters of stare,
he became known as the Stone-Faced King. During
his rule, he survived two assassination atrempts and
developed a reputarion as a commitred Cygnaran
nationalist, as well as a strong opponent of unregu-
lated sorcery and Cyrissist cules. He also phyedm _
important behind-the-scenes role in the foundingof
the Mercarian League, a confederacy of mercharic cit=
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X ics tl rppghnu}_;‘igé-'; Y 1 eer [T ms:y;is I daresay.
: le and lucrative leader cople.  father may have been called the S
AR, the crown passed to his son of el pfa differenc make. %e ey
o Vinter Raclthorne 111 ascended che the Stoneheart had no time for Woldred's Covenant.

and here was a man who had learned much Vinger IV was known as an insatiably greedy
his | rer’s rule, although he had cranslated and power-lusty king. Many of your fathers feared he
" Vinter II's heavy hand to more of an iron fist. Vinter would eventually call them to arms in some expan- ;

" [11 filled che kingdom's coffers through burdensome sionist effort, He was a paranoid king, suspecting

. caxes, in order to expedite progress and fund privateers  enemies everywhere he looked, often contravening
matters in open court by drawing his blade to intimi-

o secure the western sea-lanes, which were rife with
~ pirate vessels. Many people hated him for such rigid date officials and“sway” dignitaries to his position. It
was this paranoia that brought about the utter corrup-

] - “demands, despite his success against the raiders of The
_ Broken Coast, and he earned a nickname that played tion of the Inquisition—a network of spies developed

3 ‘*1

off of his father’s; he was called the Stoneheart, a

title he initially despised but eventually embraced.

e was a stern and harsh king who brooked
lictle nonsense. Often he claimed to be surround-
ed by deceit and the self-interest of bureaucrats

2 and sycophants, concluding that in this life he
“ad could rrust very few people. He dismissed most
of his courtly advisors, looking to “‘the counsel of
his own soul and conscience...or lack thereof”
for making nearly all of the kingdom's weighty
decisions. In spite of the mixed feelings of his
subjects, nearly every choice Vinter 11T made
moved Cygnar further toward the greatness of
today’s kingdom. His raxes might have been
harsh, bur looking back, he was not as tight-fisted
25 we've been led to believe. He was a pragmatist,
and his collected monies often went back to the

people in some fashion, usually for the kingdom’s
defense. If debrors could not pay, rather than let-
ting them rot in prison, he pur them on board

ships or into quarries to work off what they owed.

True, some died under these hard circumstances,

but their toil was not in vain as they brought the
kingdom ever closer to the Cygnar of today.

Vinter 111 had two sons; the eldest was also
named Vinter, and "the younger” is our current good
king, Lero. Nursemaids and midwives raised the boys

in their facher’s absence, as his life was too preoccupied
with refining the jewel of the Iron Kingdoms. Perhaps
he was never the most gregarious of men, but he did
a lot for our kingdom. When he died suddenly (and
suspiciously, I mighe add) in 576 A.R., the kingdom
fell to his eldest son, Vinter IV.
So begins our next chapter.
King Vinrer Raelchorne IV, che Elder, Most of
}rou "kiibw of him, though you were children when his
reign came to asudden end. The Elder’s irrational fear
_of the Church of Morrow drove him to seclude him-
* self from their influence—a good reason he turned

by his facher for reasons of national security—turning
them into perfidious judges and rapacious execution-
ers. Until that time, the Inquisition was a secret host
of discreer information gatherers, but Vinter IV culled
them into his own feared guild of cloaked assassins.
By his order, the Inquisition had impunity for their
actions, no matter how vile or seemingly uncalled

for. The Elder ruled with terror and murder, though
he termed it justice and royal privilege. Those who
opposed him were dragged off in the middle of the
night, most of them never seen again.

Also heinous was the Elder's stand against
Morrow: In the latter years of his rule, the king com-
pletely gave himself over to the inner darkness; accept-
ing advisors from whar was later unveiled as Thamar’s
vile clergy. There were instances recorded regarding
priests of Morrow corrupted from their faith with
gifts and promises from the royal coffers—some of
them even inducted into the ranks of the Inquisition.
So deep did Vinter's evil run that he even managed to
turn some goodly wizards of the Fraternal Order and
the Golden Crucible o his side.

All this time, during his brother’s rule, Prince
Leto was appalled. It is said he would lay awake at
night, sleepless from his brother’s torments and fear-
ful of Vinter's spies, who knew that Lero had a close
relationship with Primarch Arius and a special affinity
for the Church of Morrow. Although they deny their
raking part in what was soon to happen. it is assumed
the church’s concession of action against Vinter is
what primarily moved Letos hand. A palace revolu-
tion erupted suddenly in the winter of 594 A.R.. Nine
years ago—it seems like yesterday. g

Leto and a band of tenacious fighrers, includ-
ing the High Magus Calster, arracked Vinter IV in
the grear receiving hall. Calster’s wizards were pitted
against Vinter's Inquisitors throughout the east win.g'-'
of the palace in a foundation-shaking display of sor- &
cery. To this day, the marks burned mr.othglgggbie o
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- gnarc!ﬁfkmghts a.nd paladins battercd their way into
Vinter's chambers and arcacked the king and his per-
sonal guards. It is said Leto wepr as he cut through his
fellow Cygnarans to get to his brother.

It was a bloody day. Vinrer IV slew two score of
Letos men with single strokes. He waded through the
cleft armor and flesh like an armored galleon sailing in
a sea of Cygnaran blood. We have heard that when the
Elder stood enraged before his weeping brother, Leto
beseeched one last time for him to end his madness.
Vinter simply cackled like a man possessed and went
for his brother’s head, raining down blows onto his
sibling in unrelenting fury. Leto deflected the titanic
swipes, praying loudly to Morrow over the shours
and howls of his brother. Suddenly, Vinter landed a
massive strike that sent Leto reeling—a wide
gash across the chest, of
which rhe scar remains
to this day. Leto was at
his brother’s merciless
sword point.

Now, you may ask,
“Then what happened?
Why is Leto out king
if his brother defeared

him in combat?”

There are many

rumors and far-ferched

council—who also loved the priﬁtcssv‘—-srill urged him
to refuse the Elder's release, but Lero deniedichem and
gave the commiand. He watched as his brother ﬂed rhc
palace and the city of Caspia. The Inquisicors. nevers
furnished the princess and Leto set rrackers and hune-
ers on his brother’s trail, bur Vinter lost them with a -
flying contraption. He drifted on the clouds into the
east, out over the Bloodstone Marches. Letos bride

was never seen again— Morrow keep her soul:

So there was grear sorrow in the hearts of many
for a long time, but it was also known thar Cygnar
had a new sovereign. King Leto Raelthorne “the
Younger” was crowned in a solemn ceremony, while
noblemen still whispered of the grim circumstances
leading to his coronation. The Elder was given a
full trial in absentia and was formally stripped of

all his Cygnaran rights for his multitude
of crimes and dark
alliances. He was
officially convicred
of treason against
the crown, and his
life deemed forfeit.
Execution was
left to the peril-
ous Bloodstone
Marches.

As I said, that
was nine years ago.

And so it comes to

tales of godly inter-
vention, but dcspirc

the wirnesses in the
chamber, nobody truly
remembers what hap-
pened. It can only be said
that one moment, Lero
was down and defeated,
and in the next, he stood over
his brother, the Elder cring-
ing and furious. I wasn' there,
lads—would that I were—but I'd
wager a hundred crowns on the Primarch
Arius. Nothing short of a miracle could
have stopped the Elder from slaying his kin, and if
anyone short of Morrow himself could conjure up a

miracle, it would be that fine man.

Vinter had been subdued and was cast into the
royal dungeons. Leto declared the coup at an end, but
the Elder had many allies, and they moved immediare-
Iy. Operatives of that wretched Inquisition took Leros
wife hostage and demanded Vinter's immediate releas
} Lem Iaved his bride and felr he had little choice. His

now. You lads are

fortunare to live in a

new and prosperous
era, with a good king
who stands vigilant
against the dangers to
our country. Leto has
negoriated many treaties
with the Khadorans, bur he'll
not forget their treachery ac the
Thornwood, and he'll also gratif)'
the Protectorate as amiably as he can;
though they look at us with villainy in

their eyes. King Leto is a just and honorable

ruler; and you would all do well ro give him your
support. We owe much of our way of life o his first
decade of rule, and our success as a kingdom lies whol=
ly with him now. As long as he wears the crown, we
can rest easy in our beds ar night, knowing evil is gone
from this land. Offer your prayers to blessed Morrow
for King Leto’s continued health, my lads...class 1s
over for today. We'll continue next session with-an in-
depth look at the Ascendants. Don't be lace.
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he Militant Order of the Arcane Tempest
reaches its followers to focus their arcane
abilities chrough their specially crafred mage-
* . lock pistols, and has done so with great diligence for
roughly rwenty years. Their ideology and pracrices
_require a great degree of control over their students,
and when they inducred an intense and somewhar
troubled youth by the name of Allister Caine

into their fold, they had no idea what they were

- getting. Caine was destined to test the Academe’s
-standards. Nor only was he an inherent sorcerer,
bur he was also an untapped warcaster of superior
ability who pioneered a new realm of gun-casting.

In spite of constant behavioral problems—
especially concerning his fellow students—Caine
excelled in his tutelage. Purely by instinct he
learned how to channel his power into his pistol
shots, and the ability to place them with unerring
accuracy. He claimed his firearms “spoke to
him in ways these other buffoons would never
understand.” Soon, Caine was performing erick-
shots and goofing off whenever he could escape

the scrutiny of his teachers. His skills became
legendary among his peers, and even ralked about
by the graduates of the Order.

LT ALLISTER CAIRE

“T saw Caine in action once. Five o ﬁiyadrsago Hed acciused a man of treason, called him out to-ducl in the scrap yards of <
industrial ‘bourg. Didn't know wham be was dealing with—the poor sod chose pistols. So they walked their ten-paces and thel :
wasa rhsggm'(l'aﬁw vanished on two-and-a-balf and reappeared an arm's length behind his opportent."Twm;_srre_éks qf sunh’gbt h>

lashe: : mbls guns. Caine twirled and holstered ‘enn before the dead man hit the ground. .. then he just turned toward us and '
érmﬁtd Scir'né_oflbt brates applauded him. I was disgusted. No man should be shot from behind. If I'd been Watch captain then, I'd

= bave put him up in the pillory right there.”

— Corvis Warch Commander, Julian Helstrom

His warcasting capabilities were revealed one
day when an instructor happened upon him willing
a steamjack to perform his assigned chores as he
rehearsed sophisticatcd drawing and re-holstering
techniques. After this, Caine sped through the order.
He was granted the title of Gun Mage in little over
one year. News of his abilities reached Leto’s court, and
upon his graduarion he was summoned to the king for
a display. Caine did not disappoint. He was pcrsonall}'
urged to enlist as a warcaster by King Lero himself.

[t is said chat shortly afrer Caine graduared che
Tempest Academe, he was incarcerated briefly for
the murder of a gangster of no small status in his
hometown of Bainsmarket. Apparcnrl)‘ there had been
a long-standing feud berween the two and Caine had
fulfilled some kind of venderra. Because the victim was
obviously a criminal, and because no one had any idea
how to conrain Caine, the magistrates chose to cover
up this little misdeed. Bur Caine’s practices were not
abour ro change for the better.

Over the next several years, Caine gained the
reputation of a loner, a grifrcr. and a scoundrel. He
became a frequenter of seedy spots all along the
borders of Cygnar and Ord. Indeed. he often enjoys




' in the guise of a 2 A
ommon drink just to show off
Whis nearly unmatched skills for a
moment’s thrill or a handful of
crowns. He has spent many a night
slecping off his nocturnal habits in
the stocks and cells of many towns,

teat: NAELSTROM

+*In an awesome display of speed and skill,
"W Allister Caine launches himself into the
air and spins about, firing his brace of
Spellstorm pistols in rapid succession like

SPD STR

| sapping into his mystic abilities
wnce his hedd clears through the
sleohol-induced fog. His firewater
Binges, his improprieties with
countless women (often of rank

a fiery tornado of death.

Caine makes a Spellstorm Pistol arrack
RNG ROF AOE POW

oe title), his unrelenting swagger against every enemy model that is an

ind utter audacity in the face of eligible rarger within his control area.

Rolls maybe boosted.

%im from attaining commander 4 Special  POW P+S

s superiors, have all precluded

. status. He is the only warcaster _

i the Cygnaran army who ranks s
Selow a caprain, and were it not Damage
$or his grea skills, it's doubtful the

man would be allowed within a

Point Cost
Field Allowance

Victory Points

League of the highly valued Yjacks,

snuch less be enlisted in the army Base Size: Small

s all. His vices norwirhsmnding.

1 Allister Caine remains a gun mage SPE[IRL H“LES

of the highest regard in the ranks CAINE
&t the Cygnaran army. When -Crack Shot—Caine can make ranged attacks against any target in
pressed about his officer’s behavior, line of sight, regardless of intervening models. Targets still benefit
LCommander Stryker dismisses from concealment and cover.
Caine’s indiscretions as the last SPELLSTORM PISTOLS
vestiges of a chaoic youth.” +Range Amplifier—Caines Spellstorm Pistols add 5" to the range
On the field of bartle, of all spells cast directly from him. Chan neled spells do not benefic
% ieurenant Caine sometimes from the Range Ampliﬁen
employs his infamous “flash-fry”
* place-to-place to gain the element : ARCANE BLAST 3 10 3 13 v
b of surprisc. This strange abiiit)‘ o | A magical energy blast radiares from a single point to strike all models in the AOE
suake short-ranged leaps in time r FLASH 2 Caster — —
and space s uniquc to Caine and X Caine instantly moves to any location within his control area with a surface no higher than

aine alone. Ocher gun mages call 5°, then ends his activarion.

shis a dishonorable pracrice, but BLUR [ 2 6 - - e

=e scoffs whenever he hears this. S, Target model/unir gains +3 DEF against ranged artacks.

{aine was once heard ro remark, "DEADEYE 2 6 - -

“Don't let'em trick you, friend. 3 E— Targer model/unit adds an additional die to s first ranged artack roll this rurn.

They Il rake whatever edge they can a . SNIPE Spec 6 = el LR

gt Be fools not to. If thf}-‘ could do 1 . Increase target model/unir's ranged weapon's RNG by 1" per focus point spent.

3 . believe me, they would.” © THUNDER STRIKE 4 8 Tl 7

Targer model hit by Thunder Strike is slammed d6” directly away from Caine with the
“same cffecrs as a Slam Power Artack.
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PIRIN UICTORIA

“Burn.the dead. CMﬂx%m& Render them to ashes. Lest they rettrn to haunt us.”

s 3
s

caleulating woman capable of both harshness

and heroism, the grim Vicroria Haley was

born in a small fishing village on the north-
western coast of Cygnar, a once thriving community
north of Frogs Bight called Ingrane. Her parents were
simple fishing folk, living a hard life to provide for
Victoria and her twin sister. Their lives were seemingly
normal, and would have stayed that way, if it were not

for the dreaded Cryx.

The girls were toddlers‘just five summers old,
when, in late spring of 584 A.R., raiders from
Scharde landed during the night onto the
- wooden docks of Ingrane. They charged
. into the peaceful village meeting little
| resistance. During the raid, Haley's father
ran to confront the pillagers only to be cuc
down, while her mother thought ro hide
Vicroria and her sister in the cla}'-curucd
fruit cellar of their villa. She barely had
enough time to push Victoria down
the trap door be fore the Cryx batrered
their way inside. The door slammed
shut and Victoria watched through
the gaping floorboards as her
mother was murdered and her
sister was snatched up and spirired

away into the night.

Today, no one lives in the
ruins of Ingrane bur dark
memories and restless spir-
its. The violence thar took
place during that raid has

somehow refused to be for-
gotten, and now it is a place

of shadowy things where icy

b winds howl down from those

~ 2 high bluffs above the bigh,

across the necks of travelers and
sailors that venture too near.

The survivors of that night
gathered rogether and made the
Ieadcn VO}'}JgC tl‘lmugh moors .'lnd
woods ro Ramarck. Victoria
Haley was one of those sullen
few. An elderly woman bore
the girl the distance to the city,
but could noc care for the youth,
though she tried: A Morrowan semi-
nary eventually took the gitl in. She

—Captaiﬁ H-.'dey after a decisive victory over a Cryxian invasion force

was given education and not rreated unkindly, but it
was not a life for her. At 13 summers, Vicroria fled che
school and made her way to New Larkholm, finding
employ as a fishmonger's assistant on the docks.

One afternoon, in the marketplace with her
employer, a laboring steamjack went haywire and ran
amuck. It careened through dockside pier-houses,

a giant metal berserker, but as its shadow fell over
Victoria, she screamed out in terror for the jack ro
stop...and it did. It froze mid-swing, its riveted fist
a mere foot away from her blonde head. She
wiped away her tears of shock, brushed her

apron flat, and quietl)-‘ whispered for the
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.-“ e meral gla.nl:, the two of them
4 paradox of frailty and strength,
Vicroria never felt so in control _ Rl

of her world. Two years later, in & While she generally prefers a regimented
1599 AR, at the age of 20, she was li.and conservative approach to battle,
among the ranks of the Cygnaran Caprain Haley is capable of launching a
army as a powerful warrior, and a
wery determised warcaster.

HAND CANNON

massive unified assault witch a single com- RNG ROF AOE POW

“mand. Carefully conserving the energy mn -

and resources of her forces, Haley will VORTEX SPEAR
trigger a deadly offense at precisely the Special  POW P+S

Caprain Vicroria Haley has
furious loathing for anything
LCryxian. Where the pirate armies
zssemble, she is soon found
gcowing everything at, her dis- % Haley’s control area may make one addi- [
sosal toward the undying hordes. s
% isn't hard for her ro find rargets .

2‘{3[’ hl’:l’ vcngeancc. Sh€ 1’135 in some

right moment.

All friendly Cygnaran models within

Damage

tional atrack on this turn, rcgat'dlcss of a Field Allowance

E weapon's ROE with no additional focus Victory Points

3 ; required. .
way atcracted che attention of a 1 Base Size: Small
‘particular warwitch that goes by N
“the name Deneghra. This Cryxian t SPE[IHL H”I,ES
“minion seems bent on destroying VORTEX SPEAR
Caprain Haley as much as the «Arcane Vortex—Haley can negate any spell that targets a model
“severse is true. Deneghra moves within 3", including herself, as it is being cast by spending one focus
20 block her every move, and their point. The negared spell does nort take effect, bur its focus cost is still
“Sarces have collided more than spent. Haley can use the Vortex at any time as long as she has focus
“ence in bloody conflict. points to spend.

+Reach—2" melee range

Given the recent aspira-
+Set Defense—Haley gains +2 DEF against Ch.tfg¢ and Slam arracks.

sions of the warwitch to directly
confront Haley, the caprain has

Rad a special piece of mechanikal } Spells Cost RNG AOE POW UP OFF

weaponry added ro her personal ARCANE BOLT 2 12 - i1 v
arsenal—the vortex spear. In her Targer model is struck by magical bolts of energy flying from Haley's hands.
~ Bands it is a blindingly fast weap- ARCANE SHIELD 2 g8 - -
on, engraved with ancient runes of Surrounded by a magical barrier, targer model/unir gains +3 ARM.
srotection that merge with those 8 CHAIN LIGHTNING 3 10 - 10 &
I “of her armor, making her imper\’i- v Lightning arcs from target model to d6 additional models. The lighening arcs, automarically

|!|I:ting the nearest model within 4° of the last model hit, bur cannor strike the same model

“bus to the ravaging magics of her f
rwice. Each mode! hit suffers 2 POW 10 damage roll.

enemies. Though their forces have

1 DEADEYE 2 6 ol -
clashed more than once, never
"Rave Haley ol Dcncghra by Tx‘gct model/unir adds an additional die to irs first ranged arrack roll this turn.
WDISRUPTOR 3 8 — — v

“Sice-to-face in barrle. It is safe to

assume l.)l"l])" one (}f them \\"OLIIL‘I B = arget \K".'nrpck loses any unused focus points and cannot be allocated focus points or

1 _ y " channel spells for one round.
walk away from such a meeting. 3 S
b : : . SCRAMBLE 3 10 — - Y
prain Haley's motives are clear: = J : ;
Ar the beginning of its nexr turn, rarger Warjack activates and runs in a random direction,
knocking down any warrior models in its path. The scrambled Warjack is knocked down if it
“hits an obstruction or another Warjack. Scrambled Warjack cannor acrivate again this rurmn.

 TEMPORAL BARRIER 4 Caster CTRL —

While.in Haley’s conerol area, all models move ar half rate and suffer -3 DEE. Enemy models
. b..gl.nnmg their activation in the AOE cannot charge or slam. Temporal Barrier lasts one round. \

16“ -

e will never be enough blood
ed for what the minions of Lord
k took from her on the bluffs
Ingrane years ago, when she

a happy girl, just five summers
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great the odds. He understands that every

ﬁlfs bis.

S * away. Unarmed,
st/
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—Caprain Victoria Haley

oleman Stryker was a mere ninereen years old
when King Leto took the throne in 594 A.R,,
§ and he was there during the palace revolt,
serving as a royal guard under a caprain who fought
and died for Leto during his coup. When the fighting
ended and Leto’s virtuous presence became widespread
throughout the realm, Stryker knew he wanted to be
. part of this new Cygnar. He was ready to defend

22 Leto’s honor and principles and he donated his life

to the Cygnaran milicary.

It took little time for the flame-haired youth
to find his niche in the army, rising in rank to
become a member
of a prestigious
Stormblade gar-
rison. It was dur-

ing a forced reloca-
tion of some merce-
nary bandits near the
famed city of Corvis
that Seryker’s destiny
took a fateful turn.
The Stormblades
came to force a
charter-less merce-
nary camp out of
the area. Tensions
were high.
The meeting
escalated from
mere threats to
swordplay, and
during the melee,
Stryker’s storm
‘glaive was batted

he raised his
gauntleted fists

at his artacker

and drew on

the mechanikal ener-
gies in his unit’s storm
glaives, Coleman Stryker
lboséd an arcane bolt

u\mx?;}xmnfﬂm avgehing Bt lwoiu.f;s .m..mrb;rmf__jmyn;ﬁbam. no matter
: single-man in our army has a vital role, and he makes sure they fill that role, and d
Iﬁ&?w:rr to defend the homes and loved ones of every Cygnaran. And he understands that the very idea of losing isa
= bateful thing....wish he would have been around when I was a child...”

flict. Ir almost just as immediately ended his career as
a Stormblade in the Cygnaran army: It was obvious he
was a born warcaster.

Stryker's superiors re-assigned him o the royal
palace in Caspia, where he quickly developed abili-
ties to control the enormous warjacks of Cygnar with
other warcasters serving their kingdom. They obeyed

him with uncanny precision. During his first few
months, with bur a pair of Charger jacks and a single
Tronclad assigned to his command, Coleman Stryker

set out on border errands as a journeyman. As if

Morrow himself was guiding him to some fabled des-

tiny, Stryker met and overcame challenge after chal-
lenge for king and country. His name began to spread
around the villages and towns and words soon became

cheers wherever he went. With every enemy defeated
and every dark force sent back to hell, Stryker
gained the admiration of the Cygnaran

people, and they strengthened his faich

with every smiling face and
sobbing thank you.

Currently,

some years later,

he has become
the ideal that

most Cygnaran

youths idolize.

His is a leader’s
role, and he likes
nothing bertter
than to direct
from the front

lines. Nothing

f pleases him

more than

wading into
battle to test his
skills. Cygnaran
men look to him for

inspiration, hearing

much of his vicrories and
exploits through rumerand

drunken tales.

In the Hallsof Lore in
Caspia’s scholarly district.a
brass sculpture of Stryker fac- -2




1 enem w-zqad: lspmudly '
pﬁ}& . scene from when
‘v]u once destroyed a powerful

Khadoran warjack with only his
well-used glaive from his days

ommander Stryker is renowned for

‘as a Stormblade. It was during :
f,vg hts S[‘l’ateglc pr(}WeSS Rnd hiq 1]:‘111[} o
w

‘this monumental square off thar
Stryker had shattered his trusted
blade on the final blow against
the metal giants cortex.

maneuver his assets on the bartlefield.
Even in the face of relentless onslaught,
the Commander’s plans rarely falter.

Soon after this battle, ; All friendly Cygnaran models within

mechaniks [‘Orgcd a new technol- Stryker’s contol area gain +5 ARM for

ogy especially for Stryker. A pair

] : 2 one round.
of weapons with a new, innovative

Damage

form of arcane disruprion—a dis-

| £ - Point Cost
ruptor pistol and a finely smithed
sword dubbed Quicksilver—was
given to him, along with the offi-
cial ritle of Commander in the Base Size: Small

King's army. The weapons emit

Field Allowance

Victory Points

joles of arcane power paradoxi- !

cally aligned to those a warcaster | SPE[]HL HULES

uses to control his warjacks. DISRUPTOR PISTOL AND QUICKSILVER

Finely honed weapons for a finely +Disruption—A rtarget Warjack hit by this arrack loses any unused focus

honed soldier. points and cannot be allocated focus points or channel spells for one
round.

Stryker comes off as a fiery

youth compared ro the aged
= Spells Cost RNG AOE POW UP OFF

ARCANE BLAST 3 10 3 13 v

veteran commanders thar make
up the majority of King Leto’s

A magical energy blast radiares from a single point to strike all models in the AOE.

army leaders. His brashness is
ARCANE BOLT 2 12 - 11 v

never all consuming, however, as i

he sees himself as just another Targer model is struck by magical boles of energy flying from Seryker's hands.

trooper fighting for the crown. In E RECANE SHIBLD 2 8 - = 4

fact, Commander Stt‘}’kel’ tends B Surrounded by a magical barrier, target model/unir gains +3 ARM.

to go to great lengths to preserve PEUR 2 & = =

the lives of his men. He has & Targer model/unit gains +3 DEF againsc ranged arracks.

often gone so far as to sacrifice { EARTHQUAKE 3 10 s - v
" expensive and rare warjacks at All models in the Earthquake’s AOE are knocked down.

his disposal to spare the soldiers ' SNIPE Spec 6 - = o

under his Command, much to the Increase targer model/unit’s ranged weapon’s RNG by 1" per focus point spent.

chagrin of the paymasters back
in Caspia. A fine leader, a bet-
ter soldier, and one of the finest
warcasters in the Iron Kingdoms,

- Coleman Stryker was born for
3 Cygnar, and will one day die

' defending it. He would have it no
other way.



or nearly two decades now, the Militant
Order of the Arcane Tempest has trained
sorcerers and apprentice wizards to har-

ness their spells in a different way. The Tempest
teaches its members to focus
their energies into special

rune-cast bullets for their
special mage-lock

pistols, using

the same tech-

niques alche-

‘mists use ro

imbue blasting

powders with

Leader and 5 Troops
No Additional Troops
Field Allowance
Victory Points

their own arcane

properties. These magelock pistols are cast from

very expensive and rare Rhulic merals thar the

Base Size: Small dwarves claim have a“special affinity for the hap-

hazard sorceries of manfolk.” So expensive is this

ey e rE metal that the crown limits the number of gun
SPECIAL RULES

LIEUTENANT

+Arcane Inferno (Order)
+Leader

MAGELOCK PISTOL
+Arcane Effect
+Shocker
‘Thunder Bolt
«Detonator

mages the Order may recruit to a minimum,
mak{ng admirtance a |iﬁ:!ong career. A refined
gun mage can weave a spell into one of their pis-
tol shors, making even the most fearless foe rake

care when dealing with a“spell-slinger.”

Gun mage instructors know these ralents
are rare, and also know exactly whart the other
kingdoms of western Immoren would pay to
possess them, so most gun mages are selecred
nor just because of their an aptitude for wielding
The Gift, but for their patriotism and loyalry ro
the Crown. To say most gun mages take their
vows to the Tcmpest quite seriously is hardl}' an
understatement.

© URIT-ARCARE TENPEST GUN HAGES

"l_'ftbéy ever move.up totifles, we'll be out of work, chaps.”

—A dnznkm long gunner captain to his men, referring to a group of gun mages two tables away

kingdoms, and less scrupulous gun mages have recentdly
escaped the Order and enlisted with the highest bidder.

These rogues are marked as traitors, and the law

MAGELOCK PISTQL
Arcane Effecc—Each time Magelock Pistol is used
to make a ranged atrack, choose one of the following

effects:

-

Still, some succumb to the gold of foreign

demands that a rogue gun mage should be
executed with extreme prejudice.
Some loyalists have taken o
simply raking these rogues

by surprise, often slitting
their throats or shooting
them from behind,

bur the more

honorable

among them often
challenge rogues to an
unsancrioned duel. No martter how
justice is dealr out, an honorable gun
mage never tolerates a trairor to the

Crown, or the Tempest.

GUNMAGE SPECIAL RULES
LIEUTENANT
+Arcane Inferno

(Order)—When issued

this order, every Gun

Mage combines their fire

at the same rarget. Make one

artack roll using the Lieutenant’s

RAT, adding +1 to the artack roll for
each Gun Mage, including the Lieurenant. The
Arcane Inferno atrack is POW 14 with AOE 3,
and may not include an Arcane Effect. Arcane
[nferno requires at least 3 Gun Mages.

«Leader

+Shocker—Targer Warjack hit by this arrack
automatically takes one point of damage to its
first available cortex system box. Mark this dam-
age before making the damage roll.
- Thunder Bolt—Target model hit by this attack
is pushed back d3”. On a cricical hir, target model
is also knocked down.
«Detonator—On a critical hit, the Detonator
explodes inside its target. Roll damage normal]y.
then make a second POW 10 damage roll,
adding an additional die to the roll (ratal 3 dice).



“When you can caress.a flower with the same baml that you can render stone to dusr...mly Hmﬁ are you ready. %

A : —Famous ideal gwen o appmnnce warcasters b'y rhe:r mentors

1 2y

¥

ot all warcasters begin their
careers by accident. Since the advent

of chese unique folk, some young

hopefuls bcgin training with veterans of the warcaster
discipline, in hupcs to unlock chéir potcntia.l. Nine out
of ten students are immediately turned away, bur some

potential adepts are accepred as apprentices, usually
beginning by learning to control labor-exclusive
steamjacks, moving on to disarmed warjacks

when ready, and eventually earning a (typically

old or bartered) jack of their own.

The Cygnaran king has mandared that
all warcasters-in-training must spend a full
rour of dury under the rurelage of a master

= Damage

warcaster before they can graduare. Most . Point Cost
commanders dread these journeymen warcasters T ' Field Allowance

assigned to them. Afrer all, nobody in the unit 5 3 Victory Points

wants a rookie driving a six-ton powerhouse
b T Base Size: Small
when lives are on the line. They may be a
necessity, but commanders often eschew
any responsibility for a journeyman’s

failure—which is often inevitable at % . : . : SI]E[IHL HULES -

some point or another. On one

JOURNEYMAN

hand, another warjack or two -
- sBattlegroup Commander

has arrived to bolster the unir. »
‘I‘L‘;IFIC.\.\

On the other, a spirited young . . .
F } & +Focus Manipulation

patriot comes with it, and most -
¥ «Power Field

- =X s A = T +Spellcaster

of the time these journeymen are

slain in the first month or two,
and thart’s if things go somewhar
well—usually they rake half the
company with rh-,m. Still, theres a pressing need
for more adepts, and very few commanders can
honestly say which hand really outweighs the other.

JOURNEYMAN SPECIAL RULES

*Bartlegroup Cc?mnundcr—ﬁm rneyman may control Spells Cost RNG AOE POW UP
a barttlegroup of Warjacks just like a Warcaster.

1 ARCANE 12 11 5

«Fearless—]Jou rneyman bpcﬂc:lstcr never flees. BOLT T

+Focus NIaniPllIinUll—EﬂCl‘l turn the Joumc}'num Target model is struck by magical bolts of energy flying from
receives focus points, which can be used just like a the Journeyman's hands.
Warcaster. ARCANE = 8 5 = y,

A SHIELD

»Powerfield—The Journeyman possesses a powerfield

- P Surrounded by 2 magical barrier, targer model/unit gains +3
like a Warcaster ] % L 2

j ARM.

. — eyman Warcaster may ca

Spellcaster—A Journeyman Warcaster may cast DISRUPTOR 3 8 3 % p

spells just like a Warcaster.

'['.'lr\c( \\.".ujack loses any unused focus points and cannor be
allocared focus points or channel spells for one round.
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ince the advent of the long gun, Cygnar
n has assembled skilled riflemen to sup-
port their vast armies. Originally, these

\were muzzleloaders, and gunners had ro load
each ball down the barrel by hand, lining up in
pairs with one gunner shooting while the other

reloads. In time, gunsmil’hs introduced the
RNG ROF AOE POW breechloader, vastly improving the rate of fire
and eliminating the need for firing in pairs. In

modern times, the ammo wheel has come into

use, and a single gunner can cycle up to six pre-
loaded shots into ﬁring position with the turn
of a simple wheel mechanism mou nted near the
rifle’s rrigger. Cleaning and reloading a spent
‘wheel requires time, but if a whole squad of

P Cygnaran long gunners has fired more than six
shots apiece, something has gone terribly wrong.

Cygnar is renowned for its !Ung gunner
squads, noted as being the finest riflemen in all
‘western Immoren.” The King's Hailstorm," a

famous garrison of long gunners in Caspia, once
put a decisive end to a city uprising led by the
local criminal gang. The long gunners manned
ithe city walls and
aimed at the rioters
while the commander

of the watch
Leader and 5 Troops _announced

Up to 4 Additional Troops thar each

Field Allowance

Victory Points

Base Size: Small

s
28 SERGEANT

, I_Cdli‘.‘r

ined Ranged Arrack

UNIT-LONG GUNNERS *= = =

“T heared they wuz gonna start takin’ missed shots outta our wage.”
“Well.... I reckon we don't miss then.”

—One long gunner to another at the Falling Star ravern

b - o -
e e e —~— -

i) K u

long gunner had a different agitaror in his sights
and unless the crowd dispersed immediately, theyd
be ordered to open fire. By the commander’s second
count, every gang member threw their hands up and
came forward to surrender. The rior was immediartely
over. Nor a shor fired. Such is the reputation of the

Cygnaran long gunners.

LONG GUNNER SPECIAL RULES

SERGEANT
+Leader

UNIT
-Combined Ranged Attack—Instead of making
ranged attacks seperately, Long Gunners in open
formation may combine their attacks against the
same target. The Long Gunner with the highest
RAT in the atracking group makes one ranged
arrack roll for the group, adding +1 to the artack
and damage rolls for each Long Gunner, includ-
ing itself, participating in the artack.
+Dual Shot—A Long Gunner may voluntarily
forfeir its movement to make one additional
ranged attack. These atracks receive the aiming

bonus.
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“As me se¢ ity as long as dey keeps breakin’ tings, weezi¢'er be our'a J'abs..."l
. —Kazza, seasoned gobber bodger '

rmor gets cleaved rhmugh. Firearms are mis- F]ELB HE{HHHIK SPEE]HL H“LES

fired. Warjacks break down.
CREW CHIEF

All of these things could spell potential doom +Leader
to a warring commander, if it weren't for the mechan- +Repair[9] (FeAction)—A Mechanik can
iks thar brave the bartlefigld. Mechaniks bring with attemp repairs on any friendly Cygnaran
them little in the way of personal armor, choosing ro Warjack that has been damaged or disabled. RIVET GUN
keep themselves occupied with staying alive and get- To attempe repairs, the mechanik musr be RNG ROF AOE POW s
ting to the necessary position to repair what's broke. in base-to-base contact with the damaged @ nn- 10 !I'.."
They perform miraculous repairs on non-funcrioning Warjack or disabled wreck marker and ‘.-:j
mechanika, and many bartles have been turned around make a skill check. If successkul, roll a d6 MONKEY WRNCH "
ar the moment of defear by a rerurning warjack that and remove that number of damage points C/j Special  POW P+ o
was believed destroyed just moments earlier. from anywhere on the Warjack's damage _n 6
grid. The Warjack being repaired must for- .
Mechaniks are precry much unarmed in the feld. feit its activation and cannor channel spells Base Siow Swwil
Their pockers, pouches, and satchels are overflowing on the turn repairs are artempted.
with extra parts and tools—any self-respecting field GOBLIN BODGERS
mechanik can never have enough extra gcar—fcr not +Assist Repair[+2] (¥ Action)—Every
having a single specific piece might mean disaster for Bodger assisting the Chief with a repair
hundreds of men. Thar's why they keep company with adds +2 to the Chief’s Repair skill, up to a
the ever-present and ever-willing gobber bodgers. maximum of 11. A Bodger must be in base-

to-base contact with the Warjack thac is

A gobber loves to tinker, no matter what, where, being repaired by the Chief.
or how. Bodgers earn a pitrance in comparison to the ‘Repair[5] (% Action)—Same as Chief, above.
dangers they endure to carry extra parts and tools

for their mechanik
::mplmycr& To Leader and 3 Troops
them, however, Up to 2 Additional Troops
the advenrure and . < feut " Field Allowance

excitement 1s at Victory Points

least half the pay— v ¥ - : Base Size: Small
although the buggers 7 N A0 3

are often known for
tossing equipment
and diving for cover e —
SPECIAL RULES
CREW CHIEF
+Leader
+Repair [9]
(®Acrtion

until danger is

passed.

GOBLIN BODGERS
+Assist Repairs [+2]
(% Action)

Repair [5]

(% Action)
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magine a man as
hard as rack, ready
to face insur-
_mountable odds, and

wielding the most
‘advanced mechanika
Cygnar has to offer.
Wrap thar package
in a powerfully built

RNG ROF AOE POW

suit of alchemically
tempered armor, give
'them the King’s royal
blessing, and you've
Jjust conjured up a
Stormblade. These

heavily armored

soldiers have sped
through the ranks

of the other factions
within the army, and
each one is a top-qual-

ity warrior, highly skilled

in the arts of battle.

Upen joining a Stormblade unit, each

soldier is bestowed one of the more exceptional

Special POW P45 weapons in all of western Immoren—a storm

glaive. These masterwork quality grcarswords

have been alchemically altered to withstand and

Leader and 5 Troops conduct poweri:u[ elecrrical blasrs genl.‘mr(‘d

No Additional Troops from within the oversized hilt and hand guard.
Mechanikally-induced lightning arcs throughout

the blade and, with practice, can be directed at

Field Allowance

Victory Points

Base Size: Small rargets out of melee range. In the hands of a

Stormblade, the storm glaive is a fearsome thing
indeed, and a devastating glance at the future of
Cygnaran warfare.

* SPECIAL RULES

SERGEANT
+Leader
Storm Rod

+Electrical Arc

UNIT
-Fc;1r|css

+Combined Melee Attack

Each captain is granted a modified version
of the glaive, called a storm rod, featuring a lon-
ger haft and a set of shorter blades ro conduct
even more powerful currents than a singular
glaive. An astonishing side-effecr was discovered
'during the first field-test when the storm rod
automatically arced and channeled its powerful
charge through the nearby Stormblade’s glaives,
amplifying each weapon's charge to create an
astronomical blast.

rents and is able to withstand not only the constant

UNIT-STORMBLADES .f, i

“Gods use lightning to wage war on their enemies! Now...Leto can, too!”

_ _;TChiéf Mechanik Garrison Grohl's words immediately after firing the first storm glaive

A Stormblade’s mechanikal armor is altered
‘to insulate the wearer against strong electric cur-

contact with their own weapons, but also the dancing
arcs of lightning flowing from each member ro the
next. In combar, the entire Stormblade unit seems
to have a nimbus of lightning flashing and surging
amongst it, an inrin‘.tdaring siglu that so many of their

enemies d ['C(ld St:l:il‘lg.

STORMBLADE SPECIAL RULES

SERGEANT
+Leader

UNIT
-Combined Melee Atrack—Instead of making
melee artacks seperately, Stormblades in melee
range of the same tardet may combine their
attacks. The Stormblade with the highest MAT
in the arracking group makes one melee arrack
roll for the group, adding +1 to the artack and
damage rolls for each Stormblade, including itself,
participating in the artack.
«Fearless—Stormblade unirs never flee,

STORM ROD
+Electrical Arc—Storm Rod adds +2 RNG and

+2 POW ro each of its unit’s Storm Glaives
whose wielders are in open formation.



addms me how many of those poor boys are buried out there in ty kmgdam, “fuiﬂ Imtc to think wbgrc we would be without

e 2 their-noble sacrifice.”

—King Leto Raelthorne

rencher infancry fall into two categories, TRENCHER SPECIAL RULES

those who are just roo hard to say quit, and

. i SERGEANT
those who mourhed off to someone impor- 2
. p -Bayoner Charge (Order)—When issued
zanc at the wrong rime and ended up in the trenches. . 7 o
4 P X = 2 this order, each Trencher charges an eligible SPD STR MAT RAT DEF ARM
Trenchers, also known as‘gravediggers,” are the first -4

target, ﬁring its Rifle as it closes. As part

10 go into the bartlefield, and often the last to leave it, : .
& 5 of the Charge, after moving, the Trencher

MILITARY RIFLE N ‘Dﬂ

if ever. It's their duty to precede even the van by a few

fours, if possible, and prepare a potential bartlefield ﬁmkj:ks . .mn.gtd fmad( followat b}' o RNG ROF AOE POW b i
s ; acrack with its ba}'oncr. @

for the main force. With trenches, burrow holes, and mnu 11 g

farrow spikc rows, th{:}' arcempt to make the conflict -Leader I BAYONET ¥ o T

area favorable for their comrades. - UNIT POW P+S . ‘i
The trenchers chemselves are usually armed with "Lj"d""““ Deployment—Place Trenchers i @ _B 9 _Ug, 'J'

zobber-made smoke pots called hazers and bayonet- after normal deployment, up to 12" beyond . g .

sipped rifles. The smoke pots, when broken open, emit the established deployment zone. y Base Suclewn o Ly

2 thick gray haze of smoke '.u:wmp;mir:d with a pun- +Combined Ranged Atrack—Instead of

gent odor thar is berter left unquestioned as to its ori- making ranged 3:[;151\-5 seperately, Trenchers

gins. Trenchers ger our there and make life hell for the in open formation may combine their

enemy, sometimes by throwing themselves ouc of their arracks ar the same target. The Trencher

holes ar them witch blades flashing and rifles roaring. with the highest RA'I'}'“ the arracking

They don't go our wanting to be heroes, bur they've group ailiesBa ranged arrack roll fpthe

been honored as such more often than not (usually at group, adding +1 to the arrack and damgge

burial time). rolls for each Trencher, mcluding itself, par-

Soldiers who survive as trenchers for a full year's ticipating in the arrack.

zerm receive a shining end to the arduous journey. +Dig In (¥ Action)—A Trencher can dig a

Nearly all vererans go on to become part of an elire hasty battle position into the ground, gain-

scout team, or into training as marksman. Their sur- ing cover (+4 DEF) and +4 ARM. The

vival as a“gravedigger” demonstrates extraordinary skill, Trencher remains dug in unail it moves or Leader and 5 Troops
personal determinarion, and just plain dumb luck. Or is engaged. Trenchers cannot dig in to solid Up to 4 Additional Troops
maybe all those sleepless nights spent just yards away rock or man made conscructions. Trenchers Field Allowance

from would-be murderers have driven them mad, and may begin the game dug in. Victory Points

they just don't know anything else.
£ T *Smoke Bombs (% Action)—A Trencher Base Size: Small

may place a Smoke Bomb anywhere
within 3" of himself. A Smoke Bomb
creates a 3" AOE doud effect that

remains in play for one round.

SERGEANT
+Bayonet Charge (Order)
'[_t.'ildt'r
UNIT
+*Advance Deployment
+Combined Ranged Attack
+Dig In (% Action
+Smoke Bombs (% Action)
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T mnmu CHARGER™

ﬁmr’red with just ane Cﬁarger. T?:_ats it. And call me superstitious, if you like, but I don't fm' right out there without at kﬂs
to keep e honest. I'm keen on the Chargers, T guess.”

— Commander Caleman Seryker

ne of the original Cygnaran chassis, close combar sicuations. It's also useful in mid-range

the Charger is the archetypal vanguard  circumstances, raining lead shells with exceprional

of the army. More of these light accuracy from its dual-cannon assembly. The Charger
bwarjacks have been produced in the multitudes is a reliable and economical combination of speed,
fof mechanik's workshops than any other in the durability, and firepower that Cygnar will continue to
history of using stcamjacks in battle. Sranding exercise as a mainstay in its armies for many years to
‘only slightly higher than the average ogrun, the come, you can count on it.

SPD STR MAT RAT DEF ARM ==
6|8|5|5]|13]16

DUAL CANNON : Charger can penetrate lots of spaces that the
RNG ROF AOE POW theavier ‘jacks would have to bash down in order Height /Weight [CRNNEEAILD

LEFT mnu 12 ito gain access, which isn't always practical— FYLPL PNl Dual-Cannon (left arm),Battle Ham-
mer (right arm)

| especially when the enemy is dug into some
@ BATTLE HAMMER 'subterranean caverns or below decks in a hole-
Special POW P+§ ipunched sloop of war. Initial Service Date [T

RIGHT , ; [TV FUTN TSl Fraternal Order of Wizardry
_—_n_g Without a doubt, the Charger has the
L P BRSBTSl Cygnaran Armory

TR UL EE T 135 Kgs/ 5 hrs general, 45 min combat

DAMAGE thighest mobility rate of any Cygnaran ‘jack, yer
still boasts a respectable level of protection from
the righr-ﬁ tring interlocked plates composing

lits shell. Armed with an eight hundred pound

hammer forged of the

densest iron, the
Charger is a very able
jack in

Point Cost
Field Allowance

Victory Points

Base Size: Medium




ase sbc's'res}mcmbfr enough. A lit

few short years ago Captain Haley grumbled

thac her Cryxian rivals’ casters seemed to

have an infinite amount of minions able to
channel wicked spells, while she only had access
to ‘a lightly armored whelp of a node-car-
rier.” She made plain her disgust that the
only arc-noded warjack, the Arcane, was
too old and our of date to deal with her
enemies efficiently. Several decisive Cryxian
victories later, the king heard Haley's com-
P]aints :md .’igl’t:t:d tha[ thl.' current ‘j:.l{.'k'“«'-ls
inferior and in dire need of an upgrade. By
the crown's request, chief mechaniks
ACTOSS C)’gnal' con- Vcncd n
secret at the Royal

Cygnaran

University—Caprain Haley was invited as an
expert field consultant—and they drafted a solution.
Six weeks later, every Arcane in Cygnar was recalled

for rerrofitting, and the Lancer was born.

The new Lancer is not only faster, but berrer
protected than its predecessor, and the jack immedi-
ately made serides as a combarant. [t channeled magics
much better than the Arcane, for greater conduction
and improved re-direction. And the Lancer gained
ground impressively with its strong spear to keep foes
who survived the arcane bombardment at bay. Recent
electricity-based technologies added a final rouch to
the Lancer: a shock shield. This allows the Lancer to
protect its arc-node from a diversicy ol"anglcs. and 1s

employable as a secondary weapon, especially against

other warjacks whose cortices are very susceprible to
the su rge of energy. The discerning Caprain Haley,
credited with initiaring the Lancer, has made it part

e slowe...but a far stretch better than what 1 had to wark with rn,am Yy well. L (b halfat
dozen. Let’s sec those Cryxian scum come deallint now.”

LEEER T 9'1" / 3.25 tons

Spear (right arm), Shock Shield (left
arm), Grade VIl Arc Node

Armament

[ RET W :OT A IEETC0 75 Kgs/ 9 hrs general, 1.5 hrs combat

Initial Service Date 113

W Tl ELIT ETael gl Cygnaran Armory

Cygnaran Mechaniks Coalition at the
Royal Cygnaran University

Orig. Chassis Design

T

"rar)r,
- S,

18
g SHOCK SHIELD

Shock Field | 1 9

WAR SPEAR
% :

Multi | 4

of her personal regiment. It is the newest of the

warjack chassis, bur with ics continued success

it could be the first of many revisions to existing

models.

LANCER SPECIAL RULES

ARC NODE
The Lancer may channel spells.
SHOCK SHIELD
-Shock Field—If the Lancer hits a Warjack

with the Shock Shield, or if the Lancer is

g '
SPECIAL RULES
ARC NODE
SHOCK SHIELD
hit by a Warjack with a melee weapon, its «Shock Field
opponent rakes one point of damage to its
WAR SPEAR
+Reach
+Set Defense

first available cortex system box. Mark this
damage before making the damage roll.

WAR SPEAR
*Reach—2" melee range

+Set Defense—Lancer gains +2 DEF
against Charge and Slam atracks.




"Id give my left-most jewel for a pair of those..."

—Lt. Allister Caine

Ibere Gungria, a genius mechanik

working currently in the arcane design

program of the Royal University of
Cygnar, was once locked up in his workshop
during a Tharn rampage through the town.
The wild men were breaking down doors and
ransacking everything. Albere found himself
18 | alone, with only a half dozen military rifles he

ASSAULT SHIELD was fixing for the local watch and the broken

down wreck of an old semi-functional Charger
warjack. He heard a young girl scream outside,

and he had an epiphany. A half hour of fevered

CHAIN GUN work later, one of the dodgiest looking warjacks
COF AOE P in the kingdoms lumbered out of the heavy
wooden doors of Albere's
wjLl= workshop. A long slab of
unfinished armor was
bolted to one mangled

hand, serving as a

heavy shield. The other

arm was replaced with a

tied-on apparatus con-

sisting of a wheel of fine rifles, each one with a
fully loaded brace of shot. With a groaning crank
of a makeshift firing mechanism, it let our a hail
of shot that spun the invaders on their heels and

sent them running back to the hills. Immediately SENTINEL SPECIAL RULES

after firing, the rifles caught fire and became CHAIN GUN

totally inert, but even so, the first Sentinel had

just been field-tested. The original can still be «Strafe—A single artack with the Chain Gun may
- (g e S found in the Hall of Lore, many years after its hic its target and several nearby models. First, make a
SPEU HLH“LES : o  brearhraking debur. normal rangedattack against an eligible rarger. If the

D, o e R e s clined initial arrack hits, roll a d6 to derermine the number
: rer a few m s, the el was refinec ) :

CHAIN GUN S _ of additional atracks the initial atrack generates, then
+Strafe and cleaned up, bur the original idea remained , iy
= e allocate those hits between the original rarger and any
the same. It hefts the newly designed tornado il IO [ = L
< s models within 2" of it. Each model may receive more
cannon—named such for the tell-tale howl of its )
} 24 - . than one arrack, but cannor receive more artacks than
unbelievable rare of fire—faster than a dozen pis- i p
: %, W allocated to the initial rarger. Make separate hit and
L roleers ar twice the range, while still well protect- : P
; = damage rolls for each Strafe attack generated.

ed from most ranged combar by a heavy armored

shield. While it lacks sufficient close assault capa-
bilities, its speed and overall sturdiness more than

 compensated for any deficiencies. The Sentinel is Height /Weight TEETIE

a very role-specific chassis, bur one with a history P Tornando Cannon (right

B of saving lives and ending conflicts, something arm), Assault Shield (left arm)

that Cygnarans never forget or ignore. (R V- M0 70 Kes/ 8 hrs general, 1.3 hrs combat

Initial Service Date [ErER.4

[T VR ELIN R gl Cygnaran Armory

(P PSR PR Albere Gungria, arcane mechanik at
Royal Cygnaran University




Wik remain blindly loyal to the amtquamf tactics dted by oilr ﬁm:f against the
e two Defenders, @ month, and a healthy budget. Tll show jou wfmt I mean.”

yegnar was the first to make the big jacks, The Defender’s durability is now legendary

and the first to make the economical ones. across the kingdoms. Should it lose an arm, it

Not thar the original Defender was a“poor still is quite capable with the weapon mounted
man’s Ironclad” by any scretch, bur the heavy jack pro-  on the other, and should it lose its mobility early,§ SPD STR MAT RAT DEF ARM
vided the foundation for this slightly more affordable the heavy cannon has a more than respectable 5|11 6|5 ]12]18
weapon (at the time). Caspian mechaniks essentially range to compensate for the loss. The Defender HEAVY BARREL i
stripped down the Ironclads chassis and replaced the warjack is a fine piece of mechanikal artifice and ANG ROF AOE POW ﬁ
fearsome quake hammer with a smaller and faster innovation indeed. ar)
shock hammer. The Defender didn't have the over- e .

whelming power of an Ironclad, so the !n(‘ch_:;-ptlmrcd HEFEHBEB SFE[I HI. H“LES @

a bit more thump into the hammer'’s spirals. This excra 7
SHOCK HAMMER

-Critical Cortex Damage—On a Critical

Specal  PoW Pes [

Ll Critical | 5 | 16
e ———————tA

Hir, targer Warjack automarically takes one DAMAGE
GRID

arcane diffusion released massive joles that effectively
stuttered the cortexes of enemy jacks, often causing

serious delays and misfires. y ; . y

point of damage to its first available cor-

For a few years, the Defender was semi-effec- tex system box. Mark this damage before SYSTEMS

tive as-is, but some mechaniks our of Mercir felt - ;11'1;ing regular damage. ! : LeftAem 1)

Reht Arn (%]

it had more potential. Feeling the remaining arm

Cortex [C)

was under-urilized, soon enough the first Defender i

warjack stepped out of the Mercirian workshops
with a powerful, hcav}'-barrcled cannon rather than Vit Gast

an empty fist. In its initial combar, the new Defender =S B .l Allowance

tore two Khadoran Juggernauts apart with multiple ) o Victory Points
direct hits. Additionally, the : p
e . Base Size: Large
Mercirian mechaniks were able

to srrengrhen the

chassis, based e DN R
primarily off of @ N

the Ironclad— = >

the original . “_Tf‘ -— Rt
Defenders were SPE[mL H“‘LES
SHOCK HAMMER
+Critical Cortex Damage

notoriously below

average in wirhstanding direct
hits—to where the ‘jack could rake
quite a bit of wear and tear in com-
bat and still funcrion. Funds be
damned, the crown commissioned
retrofics for two score of the fjacks
within the week.

CETSO CEOTE 12° 27 /6.5 tons

LT L8 Heavy Cannon (left arm), Shock Ham-
mer (right arm)

TR - T R TEECl 135 Kgs/ 5 hrs general, 45 min combat

Initial Service Date RLTRCY

[T R FUN SIS T Fraternal Order of Wizardry

A ETTEY BTN Cygnaran Armory




g QUAKE HAMMER
Multi 7118

g OPEN FIST

- — |11

* SOECIAL RULES
QU:\KIE HAMER

+Critical Knockdown
«Tremor(*Artack)

o AN dronti eouldnt break it

—Cygnaran marketplace phrase when haggling over quality

™ he most recognized heavy jack in the
Cygnaran arsenal, the Ironclad is a
walking behemoth of metal nearly
thrice the size of 2 man. Gigantic smokestacks
blow sooty “breath” from its heartfire's furnace,
ind a bright orange glow emits from its face grill,
lending a fiery and fearsome gaze.

Armed with a powerful quake hammer, the
ronclad smashes lesser combatants to shrapnel
with its massive blows; somerimes just one strike

om this hammer has toppled even another
theavy ‘jack. The Ironclad’s durable armor—
ismelted from precious ores harvested from the
roots of the tallest mountains—provides fanras-
tic protection from all bur the heaviest impacts,
and because of all these things, the Cygnaran
Ironclad is renowned for leading most warjack
charges.

Unlike many of the warjack designs that
were modified from labor, or commonplace
steamjacks used more and more in everyday

living, the Ironclad was designed by the conser-
E‘ ’

| vative mechaniks in Caspia solely as a walking
itank. It was made strong, durable, and capable

of removing any obstacle from
its warcaster’s path‘ be it
boulder or building, wall

or warjack. Indeed, if

an Ironclad cannor break
something, it is safe to say

it cannort be broken, hence
the adage above.

IRONCLAD SPECIAL RULES

QUAKE HAMMER

+Critical Knockdown—On a Critical Hit, target
model is knocked down.

«Tremor (¥ Attack)—Roll 2d6 and add the
weapon's POW. Compare the result to the DEF
of every model within 2"—these models are
knocked down if the total equals or exceeds their
DEE This effect causes no damage and cannot be
boosted. A Tremor special attack cannot be made

after a charge.

LEFL TG 127 37 / 6 tons

ILUE LU Quake Hammer (left arm)

(TR O RIET Tl 120 Kgs/ 6 hrs general, 1 hr combat

Initial Service Date JEEEE

(W T GV L BT AT Tl Fraternal Order of Wizardry/

Cygnaran Armory

Orig. Chassis Design J3SHLEEYFE1
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)gst ﬁed by ﬁztfb and fm!b is rbe nexus of our salvation. The road to salvation, however, is lcmg and narrow, and it must
Be paved' with heretic skulls. Those.of you with faith are the builders of this road...our road... to salvation!” )

— Hierarch Sulon, welcoming pilgrims to Caspia, 481 A.R.

1 he Temple of Imer, the Holy See, in the year It was a hard thing to do, enduring the

604 After Rebellion. During the latest induc- ~ Occupation, for the invaders were very thorough in

tion ceremony, Scrutator Severius addressed quashing signs of the worship of any gods. A small
the recently ordained Paladins of Menoth. These are matter, the hardships we bore in those days, for we

‘his words, recorded for posterity: were being tested. The devour suffered in His name

¥ only, and when the time came it was Menoth's will
that the Iron Fellowship was forged, to cast off the
chains of the Orgoth, who He had sent to hearken us
back to Him. Without Menoth's resolution, our bones
would lie in the earth, or we would be adrift in a cha-
oric void of lawlessness. He is the giver of all things,
and by serving Him withour question we are spared

! As long as man could see the world through
mortal eyes, he has worshipped Menoth. And
ever since the Creator shaped us from his shadow
on the primeval warers of Caen, we have been

His chosen. The first men gathered into tribes
and wandered for a grear many millennia, endur-

ing the elements and toiling to survive. placing e
His righteous wrath.

them upon the fertile lands on the banks of the
mighty Black from the fork of the Tongue to the After the Orgoth quit our lands—eight hun-

gulf. He then fashioned two thousand women so  dred years after they had first come—we re-built our
that the world might be peopled swiftly with His  temples and our walls, and erected stone monuments

creation. In the beginning, man was such a trivial  to His glory. We helped all the peoples of Immoren
thing to his Shaper, but our resilience did notgo  re-build, while spreading His word. There were those
unmarked. Man had ascended above the beasts. who listened and there were those who accepred
We made structures to show Menoth we knew our aid bur would later forsake the Old Faith. It is
of Him. Because of this, Menoth came among true, other lesser gods and demigods had arisen into
the tribes. He instructed us and gave us laws by Urcaen, and some of Menoth's children chose ro abide
setting down the foundations of the Canon [of by the hererical teachings of other devotions, eicher
the True Law]. He selected our priest-kings, who  uncaring or unknowing of Menoth's judgment when
established the first holy places, where shrines they pass through His hands once more. Our mission-
were erected, and chen temples. Around these aries adamantly raughe that all lesser faiths—chiefly
grew villages, and some of these that survived time  thar of Morrow—must know their place, and one
. and the Orgoth’s defilement became the ciries of must acknowledge the life giver, Menoth, as first
roday. among the gods of mankind. Despite their strong

2 chings, iests were aws whi -
Menoth was our Creator and Lawgiver, and teachings, the priests were aware of the whispered alle

 because He rouched us, we have risen above all other
beasts of Caen. Seeing this, He left us once more to The faith of Morrow grew over time, especially
our own purpose. Millennia passed. Bur without guid-  among the upeducared and lowborn. But those of high
ance, men are akin to children—so easily do they wan-  blood were more accepting of the True Law, for many
der astray—and the tribes broke into shards. Man fell  of them were descendants of the long ago priest-kings.

"+ to worshipping false idols and worthless gods, some Among them, Menoth retained a grear deal of clour.

~ of them becoming Devourer heathens. When Menoth  Indeed, during che rule of Woldred the Diligent in the

o -saw this, he was much displeased and man became ill 280s, we were even granted the right to sanction the
favored. He sent storms to warn us of our defilements,  passing of the Cygnaran crown to the next would-be
but these were not enough. In spite of his anger, king. Years later, when Woldred—who was already
‘Menoth did not yet wish to destroy His creation. an aged king by such time—became ill and died, oue
Rathgr. he senta greater peril than storms to test us. priests ushered his soul back to the Creator, bur the
In 600 B. R.. He sent the Orgoth. heretics of Morrow started sowing bad seeds at once.. - R

Fingers were pointed at the Menite ordcrz{&tég

gations and obscenities about chem.




fSias theit Arsticene’ chanee'

Their deceit hafd the desired effect. Menoth’s

patience was tried. Only those who knew Truth

. remained steadfast. The rest, those who were indolent,

those who were decadent, began to slip away from his

“divinity. Our priests could nor be faulted for trying.
They fought in the Cygnaran courts for a generation
and more, but the kings of Cygnar have ever been far
too materialistic, preoccupied with their polirics and

their economies, rather than heeding advice concern-
ing their immortal souls. They rurned from their
Crearor. Locked in their fleshly cages, they had been
perverted by the Morrowans, thrown into confusion
with adoptions of lies and coin and earthly power.

The greatest affronters were those who dabbled
with the so-called Gift—immoral witches obviously
touched by the wickedness of the Twins. In an effort
to illustrate cruth, the Menite clergy established
Menoth's Will, a league of priests devoted to stamping
out users of dark Thamarite magic. The Will began to
seize sorcerers and reveal their evil to the world. The
Cygnaran court spoke out against the Menites and
demanded an end ro the witch-hunts, but Menoth's
Will would not be undone.“Truth Above All”" was the
call, and under the veil of secrecy, Menoth’s priests
continued putting the black magicians to the holy fire.
The blasphemous orders united to resist the Will, and
a conflict beneath the surface was born with Thamar’s
dark agents throwing themselves as a tide against the
jagged rocks of Menoth's True Law.

Their numbers could not be determined and
they fought like cowards. In the lare 300s and chrough
the 400s, a volatile air inundated Cygnar proper.
Mysterious explosions in the temples slew priests and
innocents. Retaliation often took the form of secret
raids, mass execurions, and sudden ambushes in the
very streets and markerplaccs. erupting as swiﬁ:ly as
l:hey died. The Morrowans condemned the violence,
ignorant to the fact that it was they who were part of
it. They disparaged the Menites, solely blaming them
for the conflict by ciring a wont for violence and intol-
erance, yet refusing to recognize it was the dark half

~ of their own religion responsible for such atrocities!
~ The unrest was often burgeoned by the deployment of
. -...Cygnaran troops to watch the Menire faithful during
e - :_hdly events and days of fesivity. The heavens rumbled
ith Menoth's discontent. Faich and perseverance
- mighr have won the day, but the Cygnarans had
" turned away. They were like sheep after the shepherd,
énd thap,ahepherd was their Morrowan king.

* Menite fuithl s

'a‘ﬁ'

an cxcepuonal visionary and o our firsc gréi
leader. Sulon had been gran:ed the holy sig

quickly rose to power among the Menites of northern ‘_n_#"'
Cygnar. He began to mark the way for our d&uqﬁ, -*
and declared a pilgrimage to all the Menites of Cy;

to go to Caspia. From there, the newly appointed
Visgoth Sulon ordered a vast increase of the train-
ing of scrutators, and began to train warriors, kmghts
and war priests. Knights Exemplar were recalled from
their posts and temples throughour the north to join
the visgoth at the new era’s birthplace. He called his
pilgrimage the rebirth of Menoth's Will, and a vast &
number journeyed to the site of our new beginning,
the City of Walls, Caspia, for it was fitting that
Menoth's worldly throne would be atop the ashes

of the Cygnarans' morral one.

In 475 A.R., when Visgoth Sulon took con-
trol of the massive Temple of Menoth in eastern
Caspia, his vision became a reality. He stood
atop the altar, looking out over a sea of tents
and wagons thar filled the city’s screets and open
spaces, and he saw every faithful soul thar could
make the journey. Eastern Caspia had become the
largest temple to Menoth in the world. Tens of
thousands, possibly more, of our holy brothers and
sistcrsjoined him in prayer on an carl}' spring d.ay.
On the holy day we now call the Birth of Sulon,
the visgoth donned the vestments and became
the first to take on the title of Hierarch in many
centuries, since the days before the Orgoth. Those
amassed wept in His glory. Menoth was pleased,
and through Hierarch Sulon, His will was made
manifest. Though the visguths of Khador sent
their refusal to acknuwlcdgc Sulon'’s claim, he was
embraced as the uncontested pacron of all Cygnaran
Menites.

The Hierarch decreed that all faithful of Caspia
move east of the bridge, and by 481 A.R., eastern
Caspia was tremendously overcrowded. They lived
in squalor in streets, empty lots, and a tent city out-
side the city walls. The Cygnaran crown refused the
Hierarch's petition for expansion of the east and Sulon
became incensed. He gave the order to demolish some
of the older buildings and construct new ones to make
more room for the constantc HO\V ijﬂumeymm md

pilgrims.

The jealous Morrowan puppers of the Cyg;na;an
court and their Primarch master sent armed soldiers
to the borders and bridges of Caspia in preparation
to attack the holy patronage. Hierarch Sulon, know-
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Urmn"' W , the faichful fell

ghé_”?;ﬁnmns wtth holz' fury, their powerﬁ:l l:uth

hﬂo;westem Caspla, fo initiate the fires from which
a new kingdom would soon be forged. We destroyed

;‘I‘ﬂ’i—é ixldges and blocked all roads that joined the two

halves oi the ciry. Caspia was a city bcsicged from

-_ within. We declared our independence, dubbing the

~ eastern half of the city as Sul, in honor of the first

* Hierarch of the new age. We were Caspians no longer.
Through our faith, we had become Sulese.
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For two years the Sulese fought. It was an
uphill battle to test ones faith. Hierarch Sulon
decreed that the Sancreum of Morrow, the stone-
work home to the pagan faith, must be rorn apart
‘and consecrated with fire and blood. Thar was
‘his intent, but on.the first full moon of 484 AR,

and Sulon fell in bartle to the infidels under

' the shadow of the Sancteum. Sulon had done
enough and it was Menoth’s will his Hierarch
should join him. Every year on the first full
moon, our tongues remain still and our hands
idle for the entire day to commemorate the
prophet on Sulonsphar, or Sulon’s Suffering.

Three months after the Hierarch's defear,

* King Malfast (the Wretched) agreed to a confer-
ence with our appointed leader, a visgoth named
Ozeall, and the conflict was soon declared over.
Negotiations were not long, and a long stretch
of land on the southeastern corner of Cygnar
became ours to rule as we would. The crown

== agreed nor to impose its political will upon us. We
would be free ro work in the faith as we wanted,
without the binds of Cygnaran law. We knew the

Y '-
”; land so close to the Bloodstone Marches was bicter

and hot, but Hierarch Sulon had once said, "hardship
is the coin of Urcaen.” Menoth would be proud of His
children should they survive in such a place, and was
this not a victory? Sulon wanted to expand ciry walls

B and was willing to die for it, for his people, so Menoth

did more than gives us new walls, He deigned to give
us a kingdom of our own, Within the borders of this
new protectorate, we could mold the vision that Sulon
had sacrificed himself for—a Sulese theocracy to, for,
and of Menorth the Creator!

. There were, of course, terms, as exist with any

a,gt&emcnr _This new Protectorate would remain part

‘of Malfascs Cygnar in ticle and taxes, if not in law
ot religion. A percentage of coin, Ozeall stated, was

the Marches and protect ourselves from horrors even
the Cygnarans acknowledge as evil. These terms

were minor hardships, and Ozeall accepred them. A
leagues-long stream of humanity trekked into the new
lands of the Protectorate of Menoth, the Inherited
Lands.

It proved to be a difficult place but, in His name,
millions of Menites found their way through dust
and desert thorn. Something must be said of the
Bloodstone Marches. Ar first glance, it is a miser-
able place of bur two seasons: very hot and very cold.
Though remote and arid, the western strip yields
many habirats—salt flats, sand dunes, sparse lowland
valleys, semiarid forests of willow and thorn, lava fields
clearly as stark as the surface of red Laris. It is an envi-
ronment reflective of Menoth. The journey was a try-
ing time in that first decade and thousands perished.
The people questioned if they had wandered into the
Wilds of the Devourer rather than some promised
ground. This parched earth, seemingly devoid of pre-

cious ores and minerals, provided very lictle.

Bur then, something wholly better than
unearthed stone arose—the Idrian people. While carv-
ing our homes from the red sandstone the Marches
are known for, and while erecting our temples amidst
the brambles and the dust, the Idrian tribes emerged
from the dust and descended, howling, upon us, time
and again. Menite and Idrian blood slaked the desert’s
thirst for several years through repeated raids, bur we
remained unwavering. Emboldened by our visgoths
and sovereigns, we retaliated in kind, putring them to
the sword wherever we could find them. If they could
nort accepr our holy expansion, if they did not know
the name of our lord, they would perish into the earth.

For years, the Idrian tribes made attempts ro
force us from our new lands, but never before had
they seen such fron resolve. Menoth’s followers kept
coming. It must have seemed to them whenever one of
us fell, five more arrived to replace them. Two forces
clashed for the final time in 504 A.R., and a great
quake shook the earth, roppling the Idrian raiders
while the pious remained standing: When this hap-
pened, many Idrians saw this as a sign, and numerous :
tribes embraced Menoth. In time, the two races lived
in rolerance of each other, as evidenced by the Sulese
settling of Imer, a dusty, backwater clurter of sand- = =
baked huts and canvas lean-tos that in a short time
became the spired and rurreted city of red walls thac
is the capital of our nation roday: Scparatn:d by bIood =3
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may be, I::ur rhe;;g twao cultures became united
faith, and the Idrians became more loyal to their

Sulcse brothers than any Cygnaran ever was.

It was the Idrians who led us to the diamonds

beneath the Marches, a dangerous place but well

- worth it. We have little weakness for precious jewels,

but the heretics of the west crave them madly, so the

~ harvested gems trickle moderately to this day into
the hands of the Cygnaran tax collectors, We have
also discovered the Blood of Menoth—pure oil thar
is abundant under the cragked soil. The black fluid is
removed from the depths and used to fuel our forge
fires, to keep the hearths blazing in the temples, and
to cook our meals. With it, we are able to chase che
darkness of night and the horrors it hides from our
sacred walls. Most importantly, our holy artificers dis-
covered an important use for the sticky fuel. If mixed
liberally with the ground rock salts harvested from the
shores of our creeks and rivers, a viscous liquid rightly
dubbed "Menoth’s Fury” forms. This burns hotrer and
longer than ordinary oil, and adheres to anything not
alchemically treated to be proof against it. A great rool
to use against our foes was bestowed upon us in this
“resource poor” land. Menoth be praised.

Fifty years after our independence, King Vinter
Raelthorne I11 ascended in Cygnar, a man who
would rax and harass us mercilessly. This
stonehearted reprobarte near drained us to
the cobwebs in our coffers. Tensions arose
and our people starved. Rumors
of another imocnding war
reverberared, bur Vinrer 111
died in 576 A.R., and
the crown passed to his
oldest son. Raelthorne the
Elder was the embodiment of
Cygnar's evil ways, personified in
his trearment of his own people. He used
many of the same tactics and regulations as
our scrutators, but without the holy sanction
of a proper god. He found solace in darkness
and evil, putting so much of his efforts into stran-
gling the life from his own people and we wondered
on whose side did he fall. During his rule, there was
less pinch from his tax collectors and our coffers
slowly recovered. While the Elder persecuted his own,

We grew.

In 588 A.R., at the height of Raelthorne’s rule,
High Scrutator Garrick Voyle earned the righrs of

-' the Hierarch. Those who opposed his new role found

- themselves in the interrogation chambers, for to

. question-him was a sure sign of infidelity of the soul.

OF THE PROTECTORATE OF HEADTH

i 2T, T s

MaBo:hlfngﬁ%fwn prle'ék'w and it was "
sacrilege to say otherwise. Our latest successes have
been due to him, and I'daresay he is ch‘e“ﬂi&i}_‘fn%ﬁéff pe -
sive and powerful scrurator to ever walk ourlands. &
Without his guidance, many of the finest accomplish- Ty T
ments of this modern era would not exist. It washe: =~ g
who creared the Fist of Menoth, the unarmed experts
who walk the world inconspicuously, ready to serike at

Menoth's foes with a speed and skill unknown to other
kingdoms. It was he who made arrangements with our
brothers and sisters across Immoren to work to bring

us the mighry steamjacks and other mechanika from
the far away kingdoms. They smuggled in parts and

experts under the noses of the Cygnaran watchdogs,:
properly blessing and refitring them into Menoths &
holy orders. It is true, before Hierarch Voyle took
command of the Protectorate, we would have neve
used such things, though our enemies had them
in abundance. It is clear he is changing our ancient
ways, but if we are to succeed where others have
failed, we must be willing to adapt our faith in

order to strengthen it.

Like a portent discovered in the tortured

cries of the heathen, our gaze has turned to
Cygnar yer again. Menoths fist buffered

Raelthorne the Elder in 594 A.R. by incit-
ing his own brother ro rake arms against
him. The City of Walls teeters toward
a new civil war—one more example
of how Morrow's Sancteum, like
lodestone to magnet, draws
conflict and hostiliry ro
Cygnar. The Elder has
been overthrown and
cast into exile.

If they bur knew these
mortal games mean nothing.
They are false purposes and deni-
als of Menoth's authority. This prompts
serious consequences. In cheir pettincss.
they deny their Creator, to whom all things
belong. Because of this, our esteemed Hierarch has
made a2 momentous decision. We shall finish what
Hierarch Sulon began so many generations before.
We will convert or conquer the lesser faiths, beginning
with Morrow. Every faithful member of the congrega-
tion, even some of our cstmnged brothers in Khador,
answers the call. Never before have we come rogether
so quickly, and with such great purpose. Hierarch
Voyle will lead us ro greater glory. He is the Lawgiver’s &
Hand. Menoth be praised! :



' Crutators’ have to be of powerful character, full
~ of charisma and social grace, and possess a

# commanding presence that demands attention.

T‘hey must snap the minds of the undecided, encom-

: passmg}rhem with feelings of piety and servitude.

~ Scrutators cannot show the slighwst sign of weakness,
for Menoth is ever vigilant, and his wrath is terrible.

,.' Scrutator Severius, hand picked by High Scrutator

. Garnck Voyle, is a pillar fixed to the foundation hold-

ling up the grand Temple of Menoth.

‘ The younger patrons and followers have
called Severius, who many years ago cast aside his
original Cygnaran name in disgust, ‘the Voice of
‘Menoth” He would no doubt punish those who

use the term loosely, but the meaning is close to

: the truth. The man has single-handedly

converted thou-
sands of hea-
thens and infi-
dels to the True
Law. He has
dozens of ser-
vants who work
meticulously to
discipline the
unworthy with
Menoth’s Flame,
while always
searching out
more supporttrs
of the Old Faich.
He expects his
scrutators to be

= industrious, for he

cannot personally
direct them ar all
times. His role—and
his passion—lies on

the bartlefield.

In:a role that
parallels Menoth's
ancient war with
the Devourer,
Severius lives to
make war on the
'encn-hies' of his faith.

& 5 He has a powerful

chirst for the blood

& of bls;phemers, and

through his divine magics has little problem slaking
ir. His warjacks come alive with the same fetvor as his
converts. His tactics are thoughe out well in advance,
for he has a brilliant tacrical mind. His stratagem is
often too complex for his peers to follow; but they
unfurl on the bartlefield as easily as if he were plotting
on his war room maps. Indeed, Severius has a plan in
motion thar will not come to fruition unil far past
his own liferime, knowing full well that it will fall into
place exactly as Menoth has ordained.




_ s keeps ap Igbsigne e

“of bisfvored watscks—the

- Revenger—neatby, for physically
he is beyond his prime. He is an
aged man, callow and gray, and

_not as fit as the Protectorate’s

 younger commanders. But

what he lacks in bodily prow-

t: DIVINE MIGHT Foous s Jomo 5 ]

SPD STR MAT RAT DEF ARM

Endowed with the power to pass judge-
ment on his fellow man, Grand Scrutator

Severius may call upon the grandeur of

v

. Menorh to deny arcane magic-users their Special  POW P+§
abilities.

ess, Severius makes up in divine
power. His ability to harness
energy through his faith, and
thar of the faithful around him,

allows him to do marvelous

No spells may be cast or channeled Damage
Point Cost

within Severius’s control area exceprt by

things his other commanders - other friendly Protectorate models, for Flole Miowance 1
. '- o Victory Points w“
only dream about. He is the one round. All non-Protectorate warcast- g
blaze of Menoth's wrath, breach- 2 | ers within Severius’s control area do not Base Size: Small .
L . -
ing the minds of non-believers N receive focus points next turn.
with bur a single word. Severius -

istheeye of the hurricane upon S epreyy iy pe

the field of bartle. So potent
STAFF OF JUDGMENT

is his righteousness, he wades
through otherwise deadly spell *Reach—2" melee range

effects as if they were no more 3 +Sacred Ward—Severius cannot be targeted by enemy spells.
than illusory. So strong is his
B divine nature, if he so chooses,
his voice thunders the Litany Spells Cost RNG AOE POW U
of Menoth, declaring Menoth's S TO-ASHRS 4 8 Spec 10 s
ez Ny If rarger model is hir, d6 nearest enemies within 5" take POW 10 damage roll.
glory and greatness. This divine ge :
rite, like lightning, purges all BLESSING OF MENOTH 2 6 = = ¥
]-'o:-el'gn [‘I'I.:IgiCS from those : Targer model may reroll all dice for any one die roll, then the spell expires.
within earshor, denying enemy i CONVERT 4 6 — =
warcasters their connections Targer living trooper model must pass a command check or permanently become pare
S ther awi mechamilc This of the Protecrorate army. Converted model may not activate this turn. Cannot be cast on
- Characters ar Solos.
Litany proves that all things are
YE S are DEATH SENTENCE 5 & = = v
Menoth’s, pagan sorcery and i
. E 2 All legal artacks against a model under Death Sentence automarically hir this rurn.
heatl heraf ! - 2 . -
eathen witchcrate notwith- s
; = EYE OF MENOTH 3 Caster CTRL — v
standing. Through Scrurator I
5 ’ - E All friendly Protecrorare models wichin AOE gain a + 1 bonus ro arrack/damage rolls.
Severius, Menoth'’s g{ ory is : 8 t
- ory ;
3 2 = HOLY VIGIL 3 6 - (2
unmistakable and his voice shall i ¢
Targer model/unit gains +4 DEF until it moves or is knocked down.
be heard abroad 2 &
IMMOLATION 2 8 - 12 i

Targer model is engulfed in flame, suftering Fire on a Crirical Hir.
WISION 3 Caster — = /

- - "Severius suffers no d;lm:{g: or effects from the next hic against him, after which the spcu
expires.




hile Menoth does not make room for petty
ascendants and scions like the lesser gods of the
new age; He does well to make his followers ready for
the wars of Urcaen. Mikael Kreoss, High Exemplar of
the Knights Exemplar, is a prime example of Menoth’s

worldly influence on moreal man.

Raised in the Temple as a paladin, born and trained
in the harshness of Khador, Kreoss has never known
anything but Menoth's Word and the cold truth of
l'us purpose. Mikael’s grandfather perished in the
Thornwood War on the banks of the Dragon’s
Tongue and his deach left cthe Kreoss family in
. poverty. Debtors forced Mikael’s facher into a hard
| life, with very lictle excepr his arduous labors to
occupy his rime. When he became a facher in his
own right, his rroubles continued. The mother
died in childbirth, leaving him to raise the child
on his own. Having little choice,
he gave the boy over to the
Menite clergy with the

hopes of a proper

upbringing for his

only son.

Priests of the
Protectorate
raised Mikael
Kreoss. He was
told only that his

“If youw didn't believe in the Creator before, you will today.”
—Terschel Bannock, Cygnaran conscript during the Cygnaran Civil War

family had fallen on hard rimes due to the Cygnarans.
He mtned any resentment he may have fostered into
a quest for perfection, and the news of his faith and
focus spread quickly. As a questing acolyte, Kreoss
came upon 2 small band of crype-robbing heathens
and assailed ther with no more than his fists and faith,
cracking bones with his bare hands. It is said he was
strengthened by the teachings of Menoth. Immediately
afrer the sc ulﬂg dripping with the blood and sweat of
his foes, Kreoss hurried to the temple and prayed to
Menoth for direction. A visiting exemplar observed the
acolyte in prayer and was impressed. When Kreoss lefe
the temple, he left in the company of thar paladin, and

his training began.




3 and  the opmton of
the  visgoths—very  quickly.
His crusades effective

were

in stamping ‘out heretics and
blasphemers wherever they were
" rooted. His quest became rto
“reclaim Menoth's gift, which they
 have spurned.” It is surmised that
Kreoss means their very being,
for he has sent many a dissenting
“soul back to the Creator. In
sime, he achieved the posirion of
High Exemplar, and within the
Protecrorate, Kreoss has become
‘4 living legend. His flowing
robes and ancient runic armor
enhances his already impressive
physique, and his unwavering
faith makes him a pillar of the
theocracy. When the decision
was made to go back to war
with the Cygnarans, thousands
gathered to listen to him pray to
Menoth for victory.

. The High Exemplar is a living
warjack when he takes up arms
in the name of his Lord. His
concentration is unmatched,

his prayers never ending, as he

directs numerous legions of
troops, steers warjacks under
his personal conrrol, invokes the
wrath of Menoth, and smashes
his mortal enemies with his
mace, Spellbreaker. So strong is
his faich thar a mere rouch from
this blessed W{‘.‘lpol'l <an l'CVUkC
the precious “Gift" of sorcery that
the lesser gods granted foolishly

to mortals.

A legend he may be, but Kreoss
is a nightmare in the minds of
the rest of western Immoren’s
people, especially those dedicared
~ to Morrow. They fear that when
Menoth plays the last move
- against them, High Exemplar
. Kmoss will no doubr be the piece
that topples the King.

| Kxeoss rose in Menpthsl_

=
i

=

1d

W members of the Temple's clergy

:!:, can command the force of the Old God

o greater effect than High Exemplar
Kreoss. With but a few chanted words
from an ancient littany, Kreoss may
unleash the anger of man's crearor, smit-
ing all who oppose him to their knees.

All enemy models within the High
Exemplar’s control area are knocked
down.

SPECIAL RULES

SPELLBREAKER

FOCUS 7
SPD STR MAT RAT

DEF ARM

Special

POW P+§

Damage

Point Cost
Field Allowance
Victory Points

Base Size: Small

+Dispel —All upkeep spells on the targer model expire when hit by

Spellbreaker.

*Reach—2" melee range

Spells Cost RNG AOE POW UP OFF

v

v

v/

/

ANTI-MAGIC PULSE 2z Caster CTRL —
All Upkeep spells in AOE expire.

CLEANSING FIRE 4 8 4 14
A massive blast of flames erupts, causing Fire to all models in the AOE on a Critical Hit.
IMMOLATION 2 8 - 12
Targer model is engulfed in flame, suffering Fire on a Crirical Hir.
LAMENTATION 2  Caster CTRL —
Enemy Warcasters in AOE pay double to cast or upkeep spells.
PROTECTION OF MENOTH 2 8 - -
Targer model/unir gains +2 DEF and +2 ARM.

RETRIBUTION 2 8 - -

IF rarger Warjack is damaged. its arracker suffers an equal damage roll, then the spell expires.

WARD 2

Targer Warjack cannot be rargeted by enemy spells.

v

v/




enoth creates, and He destroys. It is the
job of the Reclaimers ro assist in the latter.
Some wayward souls are best rerurned ro
the Creator, for they are life and energy wasted on this
world. The Reclaimers are an extension of Menoth's
Will, returning these rebellious souls to the Crearor.
Bur ro walk che Path of the Reclaimer, one must be
eager and unyielding. A mask of iron is placed over the
devoree's head and bolted shut, not ro be removed il
% death. The traditional black armor and subfusc rai-
ment become the Reclaimer’s last and only attire.
They rake the Oath, vowing thar the
only words they will speak are
restricted to prayer.
Henceforth, only
Menoth heeds
their utrerances, and
He marks those
strong enough to
walk the Patch.
Their aid in
the visiting
judgment in
this life upon
the unworthy will
spare them His
judgment in the

next.

One man who
recently took the Oath
of the Reclaimer’s
Last Breach has risen
above his peerage.
This man has shown
a propensity for old
magics and displayed his
control over the mystical
warjacks, the first sign
being the firing of
rocket salvos by
two Redeemer
models at his
behest. Since
then, the High
Excmplar rook the
Reclaimer in
and instructed
him in che

“He is nameless. Withogtidentity. Without mercy. He is the High Reclaimer. Heretics who learn of bis propinquity flee-in featy
4 - ) quity :
a soul does not escape one who sees :'r_]‘ufmi:l;lfing like a beacon in the pird:.

—High Exemplar Mikael Kreoss, regarding the High Reclaimer

rigors of warjack control. High Exemplar Kreoss

dubbed him the High Reclaimer, and promored
him above all other Reclaimers and assigned him a

company complete with a dozen ‘jacks.

The High Reclaimer’s sole weapon, besides his
fearsome physique and rerrifying appearance, is a mod-
ification of the fiery ceremonial rorches wielded by
other Reclaimers. This huge mace is called Cremator.
It is a large spiked fireball at the end of the long haft,

the flames made possible by a reservoir of Menoth's




meditarion or silently training
with weapons, constantly forg-
ing and rempering his body into
a basrion of corded muscle and
sinew akin to iron. He is feared
as a warrior and as a powerful

warcaster.

Because of these things,
no one is safe from the High
Reclaimer. If it is not good
enough to castigate hererics

. for their sacrifcgc. the High
Reclaimer comes forthwith. It

~ s said thar Menoth whispers to

him during his prayers, naming
those who are to be rerurned
ro Him. Enemies, allies, even
so-called innocent bystanders
are oft reclaimed with as much
foreknowledge as Cremaror’s
hiss as it delivers a killing blow
or the sudden pressure of a
Crusaders grip. But these mat-
ters are not to be questioned,
for all Reclaimers are trained to
know Menoths signs, interpret-
ing even the subtlest suggestions
as His divine command—every

deep breath, has meaning ro a
Reclaimer, and they know they
must not fail in their duties or
their interpretations, for failure
- means reclamation, often by the

: High Reclaimer himself.

crus
¢ ngh Redal.iner% weapon
smashes limbs and collapses
torsos, even rending warjack
armor on occasion. Whar the
* mace does nor maul, the flam-
ing oil consumes. Though the
Reclaimers do engage in per-
sonal combar when need be, the
‘High Reclaimer shines in the
turmoil of bartle. To prepare,
he spends countless hours in

rwitch, every gesture, every

~ s to usher souls into the next existence,

Lyand does not move at leasc 4" away from him takes one damage poine ar the end of its
Sacivarion.

FOCUS 5
SPD STR MAT

eat: RESURRECTION

'hough the High Reclaimer’s purpose

he has been given the authority to return

them from death in order to carry out
Menoth's will.

Return 2d6 dead Menoth troopers to Damage

play, placing them anywhere within the ot Cost

Reclaimer’s control area. The control- FlslaAllowance

ling playcr chooses which models are NS Polnis
returned, and models may be returned to Base Size: Small
old units or formed into new units of the
same type. Ressurected models cannot

activate the turn they return to play.

SPECIAL RULES

HIGH RECLAIMER
+Oath of Silence—The High Reclaimer cannot give orders. A
model cannort use the High Reclaimer's CMD stat when making
command checks.
+Reclaim—The High Reclaimer gains a Soul Token for every living
Protecrorare model destroyed within his control area. Next control
phase, replace each soul token with a focus point.
« Terror—An enemy models/units in melee range must pass a

command check or flee.

CREMATOR

+Fire

Targer model hit by the Cremaror suffers Fire.

Spells Cost RNG AOE POW UP OFF

ASHES TO ASHES 4 8 Spec 10 v
If target model is hit, d6 nearest enemies within 5" take 4 POW 10 damage roll.
BURNING ASH 1 8 3 -—

Create a 3" cloud effect for each focus point spent. All models inside a cloud effect suffers
-2 MAT and -2 RAT, Burning Ash clouds last for one round.

IMMOLATION 2 8 - 12 v

T;lrg\':{ model is rng\u]ﬁ-d in flame, suffering Fire on a Crirical Hir.

RITUAL SACRIFICE 1 Caster CTRL —

“Remove a friendly living model from play. All warjacks in the High Reclaimer’s bartlegroup
and within his control area receive one addirional focus poine, nor ro exceed the Warjack's
normal linit. A warjack may only receive one focus per rurn from this spell.
SOULSTORM 3 Caster Spec ~— v

_An enemy model thar moves within 4” of the High Reclaimer immediarely takes one
damage pomnt. An enemy model thar begins its acrivation within 4" of the High Reclaimer




20 I ~ he power of faith is neverending and
oft surprising. It cook the Menites years
to perfect their divine magics in order

o drive and augment warjacks, for it requires

ime to perfect such skills, and they are not as

easily applied or harnessed as the witcheraft of

i the Cygnarans or the devilry of the Cryx. Buc

Menoth rewards those with great perseverance,

CMD 8
DEF ARM

tand the divine war priests that learned to com-
mand their jacks are gifted indeed. The energies
used to warcast with sorcery are very personal,

Lalmost private in their connection to a warjack.

'With divine warcasting, it is more of a shared

-

consciousness, as if the warcaster is leading the
warjack hand-in-hand rather than on a leash.
Because of this unique connection, sometimes
other priests who are not warcasters can lend

; Itheir aid by focusing their prayers into a jack as

if it were his or her own.

ACOLYTES
SPD STR MAT

CMD 6
RAT DEF ARM

While acolytes are learning to warcast,
they are grouped into schools with devout war

priests and led onrto the field of battle with their
sacred scrolls in hand. The war priest chants the
ancient hymns, leading the would-be warcast-
ers in a powerful canticle. It is called Menoth's
Loalorund i Tioens ‘Choir. T_his divine chorus invigorates the souls
o it e of their followers with their song, not to men-

Field Allowance rion SCI’VII’Ig as qultc Ifhf dlSl’l’él\‘flGI‘l. o fhl.‘l'!'

Victory Points enemy. Most importantly, it carries the divine

wishes of the warcaster acolytes into the already
Base Size: Small

woven bonds berween the warjacks and their
warcasting masters. These prayers frequently

imbue the ‘jacks with boundless strength

and energy; the construct’s armor takes on a
y SPE RLE magical sheen, deflecting incoming projectiles

WARPRIEST
+Leader
BATTLEHYMN
(WARPRIEST ONLY)

and shielding them from the powerful spellcrafts
of the enemy’s wizards and warcasters. It takes
an entire choir to achieve such marvel-

ous effects, which leaves them hclplcss to
perform other acts on the field. Often it

3 is the duty of the Flameguard to stand
*Infuse (¥ Acrion)

) at the rcady and defend the chorus if
+Safe Passage (% Action)

+Shielding Ward (% Action)
ACOLYTES
+Chant (% Action)

combatants dare to approach them
‘during their canticle,

Indeed, the results of the choir

are a restament to the power of the

divine magics of Menoth. They have attained

: a level of warcasting that the wizards of Cygnar
o have yet o dream. of, and it is no doubr a grear

A lg’éqmnm' If ﬁ)tm J.ttks start dammg, Tqm:. % =
- Menmt Allister Came. Cygnmn gun mage, commenting on the mystic powers ofrhe Cﬁm

o

concern of all Menoth’s foes. If they can incite the
Protectorate’s warjacks, whar happens if these bur-
geoning casters' hymns one day somehow reach their
‘jacks?

CHOIR SPECIAL RULES

WARPRIEST
+Leader

BATTLE HYMNS

As a Special Action, the Warpriest may recite
one of the following Battle Hymns, affecting all
friendly Prorectorate Warjacks within a 3" radius
of him. A Warjack may only be under the effect
of one Battle Hymn at a time. All Battle Hymns
last for one round.

«Infuse (¥ Action)—All Protectorate Warjacks

in affected area gain a +2 bonus to arrack and

damagc rolls.

+Safe Passage (% Action)—Warjacks in affecred

area cannot be rargered b}' ranged attacks.

+Shielding Ward (% Action)—Warjacks in

affected area cannot be rargeted by any spells.
ACOLYTES

+Chant (* Action)—Each

Acolyre in the Choir adds 1" ro

the radius of the Warpriest's hymn EA

effects. Acolytes cannot recite the

Hymns

\/\’arp_ljigss

Bartle withourthe




— Cygnaran Chief Mechanik Gamck H:ugc

hedeliverers are inscruments of che Hierarch's DELIUERER SPECIAL RULES

invention. Voyle realized the relacively
expensive Redeemer warjack employs a cheap ARMS MASTER
“and easy to make ammunition—fiery rockets. The Fiader

i SPD STR MAT RAT DEF ARM

Hierarch decided to order a less expensive (and more

expendable) method of launching the lethal payloads, RICYHL AN '»m
for more rockets could be easily made, but more +Inaccurate—A Deliverer suffers a -4 pcnaltyf SKYHAMMER i g
Redeemer ‘jacks could not. Hierarch Voyle believed to its attack rolls with the Skyhammer. @ RNG ROF AOE PoW t
that men could successfully deliver the rockets as : mnn 12 v ‘i

Misfire—A Skyhammer rocket

easily as the jacks, and so the first ‘deliverers” were SWORD

prematurely detonates on an attack roll of
soon unleashed.

all 1s, causing a direct hir to the arracking @ Special  POW P+§ »
Moderarely armored and having little need for model and blast damage to every model in 3 - 3|7 "
. foot speed, the Deliverers lurk in the rear ranks of the AOE.

i i y Base Size: Small
their army. Originally they lit the dangerous, self- :

propelled explosives by hand, holding onto a length
of wood cautiously until the fuse took hold and the

rocket spil’alcd up into the air, aimed l);’ their prayers
alone. Sometimes the rockets landed amongst the
enemy lines before exploding in a shower of deadly

and painful shrapnel; sometimes they did not. After
some specracular mishaps resulring in deaths by
friendly fire, as well as several lost fingers and hands
due to shorr fuse accidents, Voyle ordered a more

stable way to launch the rockers. Eventually, reinforced 3
cylindrical tubes were &cvclopcd. The deliverers drop @

a lic rocker into the

Special P+S

_EI

Leader and 5 Troops
Up to 4 Additional Troops
Field Allowance

tube, and poinc the end
toward the enemy. As
long as they poinr fast

Cl'l('ll.lgl']. acc1dcnts are Victory Points

less common than the
old methods. Voyle is amw Sora: Somsil
satisfied for now, but

only the most devored, . —
or those in need of SPE[IHL H“LES

ARMS MASTER
«Leader
SKYHAMMER

«Inaccurate

attrition, are placed

into the deliverer unirs.

Ir's a dangerous gamble

lighting those fuses,

and though there is
«Mishre

.~ rarely a misfire, the
~ possibility is never far

away.




DEF ARM

KNIGHT
SPD STR MAT RAT DEF ARM

Special  POW

Leader and 5 Troops
No Additional Troops
Field Allowance

Victory Points

Base Size: Small

SPEL‘IHL HIIIES

WARDER
«Leader

UNIT
+Bond of Brotherhood
+Fearless

+*Weapon Master

—Hagh Exemplar Kreuss to the nghts Ememp[ar befnre a ban:le e

any  scholars have compared the
Protectorate to the body of Menoth.
The Hierarch is the head. The
scrutators, the mouth. The warjacks are the
bones, while the countless zealots are the blood.
I this is true, then the Knights Exemplar are the

ools of war in His hands.

Heavily armored in blessed suits of full plate
engraved with rites of protection and wards, these
ipowerful swordsmen cry our in righteous fury as
iblows deflect off their armor in rones akin to a
thammer striking a chime. Exemplar armor is a
prized piece of work combined with a liferime’s
worth of divine prayer. The scrutators will spare
no amount of servants and zealors to retrieve a
suit, and never will a living exemplar part with

one.

In their gauntlered hands are the equally
blessed “relic blades,” holy swords of fawless
quality thar seemingly burn with the words of
‘Menoth stamped into them. Even in the hands
of an amareur these weapons are lethal, but in
the grasp of Knights Exemplar, they are capable
lof legendary effects. The blades pass through the
armor and flesh of those out of Menoth's grace as
if they were made of warer. Knights Exemplar are
formidable, and with the divine gifts they receive

from the hierarchy of the Protectorate, they seem

nigh unstoppable. Should one fall in combat, his
loss is the gain of his battle brothers. Seeing
one of their number pass on into Menoth’s

hands fuels their faith. Should they

die in His service, the Km'ghrs

Exemplar become awash in His

glory.

The first time the Knighes Exemplar raised arms
against Cygnar was within the City of Walls during the
Cygnaran Civil War. At that cime, there were only a few
dozen of the holy warriors. Now;, with so much time o
train and prepare, there is no telling how many of the
divine knights will hear the dying cries of the unworthy
in days to come.

EXEMPLAR SPECIAL RULES

WARDER

-Leader

UNIT
-Bond of Brotherhood—A Knight Exemplar
gains +1 STR and +1 ARM for every member
of its unit removed from play. These bonuses are
lost if the model is rerurned ro play in this army.

+Fearless—A Knight Exemplar never flees.

*Weapon Master—A Knight Exemplar adds an
additional die to its melee damage rolls.




-

he Order of the Wall is growing smaller in
these new times; its remaining mem-

bers are reminders of a lost power.
Hierarch Voyle perceives the deeds of
the paladins as futile, and it is
said thar one day soon he
plans o disband chis
heroic order. For
now, the paladins
are forced to
walk alone,
mistrusted
to perform
the neces-
sary things
such as the
dispatching of
heathen foes. They
are in fact loath to sully
their swords with such
dishonor. They prefer to
protect His flock racher
than drown them in rivers
of blood, even if they be
wayward.

The Paladins of the
Order of the Wall are armed
much the same way as the Knights
Exemplar. Their ancient armor was
crafted and blessed by priests of the
Wall generations ago. When donned by
a capable warrior, they are a magnificent sight.

When a paladin wishes it, he becomes akin ro the
cornerstone of a fortress, unbreakable and unmoving.
Even powerful blows from the likes of warjacks glance
harmlessly off the mystic wards, while the paladin’s

f massive holy sword returns strikes capable of shearing
mechanikal limbs. It takes a great deal of concentra-
tion on the part of the Paladin to sustain this stone-
and-mortar” stance, but when the paladin strikes, his
divine sword eruprs in holy fire, a sliver of the sun
itself. The blade meles through armor and flesh, and
few who have wimessed the flame brand in combar
argue against the holy nature of the paladin. Even

fewer can stand against it.

The Order of the Wall may be diminishing each
generation, bu its tradition is still fele through the
1ﬁ."‘:&ctmm. of the paladins. For every soul saved by their

I?xm "o way we _;us: m:ssed brm!Hés rg‘ht ﬁfa‘ﬂﬁ’i 5
T —-Cygnaran long gunner caprain to his men after ﬁnng ara Paladm of the Waﬂt ZEF'\;

FIREBRAND

actions, two more are lost to the racks and thumb
screws of the scrutarors. Changes are taking
place within the Protectorate, changes the

remaining Paladins of the Wall do not care

Ja

T

for. These paladins may be the only mercy:
left in the new theocracy. If
Hierarch Voyle has his
way, l:h::)r will soon be

gone, and perhaps the
last bit of hope fora
peaceful furure in the

Protectorare will
[ ETETY

be gone with

Point Cost

them. Field Allowance

Victory Points

Base Size: Small

PRLADIN
SPECIAL RULES

PALADIN e
: +Stone-and- N~ SPECIAL RULES
\ Mortar Stance—A =

PALADIN
+Fearless

NS Paladin thar voluntarily
forfeits its movement
gains +5 DEF and +5
ARM for one round.

While in the Stone-and-
Mortar stance, the Paladin
may only atrack a model that has

+Stone-and-Mortar Stance

*Weapon Master
FIREBRAND
+Critical Fire

attacked him in their previous turn. A 8¢

Paladin cannot make free strikes while in
the Stone-and-Mortar Stance.

«Fearless—A Paladin never flees.

«Weapon Master—A Paladin adds an addirional® ;
die to its melee damage rolls.

+Crirical Fire—On a Crirical Hit, targer model
suffers Fire. Fire is a continuous effect that sets
the targer ablaze. A model on fire takes 2 POW
12 damage roll each turn during its maintenance
until the Fire expires on a d6 roll of 1 or 2. Fire
effects are alchemical substances or magical in
nature and are nor affecred by warer.



UNIT-TENPLE FLANEGURRD: .

-

- o

“Such .icdimrfm_:_ »nyst;ﬁwﬁtded_. 'H:ey%ruw-:;dwtchng over these buildings and relics. Let us_»_g;f\r-__;: them the chance to:
s w:;.'lzl' us give them the chance to meet the Creator in glory. Let us give them the bmwr of battle!” £ *

—The Hierarch Garrick Voyle

T o

> : ugside che temples of Menoth, the manpower and yet another resource willing to lay
% - . Flameguard stand ever vigilant. down its life for the holy causes as dictated by the
. Important scrolls, divine relics, and Creator. The Flameguard is living proof that the
festeemed personages are within most of them, Menites and their faith is just as strong, if not stron-
and they must be protected from those who ger, than any potent firearm or deadly warjack.

seck to destroy or spirit them away. The great

Hierarch Sulon created the Flameguard, con- FLAMEGUARD SPECIAL RULES
scripring able-bodied Menites in the days prior CAPTAIN
o the Cygnaran Civil War. They were garbed «Leader

in flowing white with heavy tabards and a glim- +Shield Wall (Order)—When this order is given,

mering helm and trained to use the spear and every Temple Flameguards moves into right for-
: shield to great effect. Their purpose: to keep the mation and gains +4 ARM for one round. Unit
= tcmp[t‘s and holy sites under guard ar all times, members who cannot move into right formarion
+ i and in return for making themselves useful to do not gain the benefic of the Shield Wall.

Menoth, they were granted indulgences by order  UNIT

of Sulon for their past transgressions. +Combined Melee Arrack—Instead of making
M o tiih bhe Foes of Menotk dieaws melee atracks seperately, Flameguards in melee range

of the same target may combine their attacks. The

near, the F|ameguard’s spears have been ficred

with reservoirs of Menoth's Fury. They grip their Flameguard with the highest MAT in the arrack-

fiery-tipped flame spears with a new determina- ing group makes one melee attack roll for the group,
tion. Having begun as bodyguards, now they

havc bECOme clitc watchmcn over l'hC warcasters

adding +1 ro the arrack and damage rolls for each

Flamcguard. including itself, participating in the
artack.
FLAME SPEAR

or clergyman can be arracked without first get- -Rl.‘m|1—_2 melee range

ting through their ranks. -bc.r Defense—A Flameguard gains +2 DEF
Up to 4 Additional Troops | ; dg;llns{ Chargc :md SI.‘lm atr:tcks.

Field Allowance When the time comes for them to be called

and battle priests. The Flameguard are prized as
the last line of defense, and no important official

Leader and 5 Troops

Victory Points to the bartlefield, unlike the normal zealors of

the Protectorare, they display grear skill with
Base Size: Small . e
their flame spears. Each one is roughly
seven feer in length, and made of

durable alloys, blessed by a visgoth's hand.
Inside the haft is a tube of Menoth's Fury,
pipcd up to surface vents drilled into the

* OECIAL RULES

barbed spear tip, ignited by flint clack-

CAPTAIN 4 ers at the blade’s base. When used, the
Leader spear drips the oily fire from these
+Shield Wall (Order) vents, inflicting excruciating wounds.

UNIT Their trademark maneuver, called
+«Combined Melee Arrack
FLAME SPEAR
+Reach
+Set Defense

‘Menoth's Howl," is to spin the spear

ike a quarterstaff when the fuel is low.
The remaining oil is forced to the busi-
ness end of the weapon and the nearly

empty reservoir whistles hauntingly as

‘the weapon is spun. This is an eerie

euver that visibly shakes their foes.

-..- Ly b n All dﬁings considered, the Templc
4 i;; _Flamcgtmrd is an effective-use of Prorectorate

J.



ne of the Protectorare of Menoth's conces-

sions in signing the treaties with Cygnar

was that they were not permitted to retain a
.'st;md.ing al‘m}' Without the Sa.l'l.cr.iﬂn Uf thc C}'gnamn
king, which would likely be never. However, Visgoth
Ozeall must have smirked as he penned his name to

the Protectorate call for arms, every able Menite in the
Protectorate would, withour hesitation, answer the call.
Followers of Menoth are so deeply absorbed in their
devotion thar they willingly

and ardently fight in His name.

They believe in Menorh.
They love Menoth. They

are willing ro die for

.

Menoth. P

i'(
e |

The Cygnarans are not total fools, however.
They are quite aware of the fanatical devotion of the

N Menites, thus decreeing it is also unlawful for the zeal-
. ots of the Prorecrorare to bear marcial weapons. Yer,

each devortee of the Creartor is trained by the faithful

of their order to defend their homes and ro serve as

guardians of their sacred sites, These trained individu-
~ als understand thac if chere is a call to aris, they are
'-‘I“a'%to rush to one of the Menite's many hidden weapon
4y e

. even rhe logals molt gp arms. agamsl a1t vios Hoody 6'551935 r?:gru@rc.m sfmrqgm to aaﬁ’eapon, cither. Dod&)
o7 AV churchies—beg pardon—bad been prepping em all along, I daresay.” =

—Capwn Burkert Milburne, Cygnaran Storm Blade commenting on the Menite riots of'596 AR

those papers, knowing full well that should any leader of

\\”
2

. ow;’s

Ay

caches. These are equipped with basic weapons, but .
the storehouses also stow censers of Menoth's:
Fury, in which the weapons may be dipped and
coated.

To bolster the faith of their people—and to:
remind them of the just torments of a coward’s
death in Menoth's eyes—the Menite priests
walk amongst the zealots offering prayer and

SPD STR MAT RAT DEF ARM

sermonizing against heathen practices. In recent
rimes, these priests have become so persuasive

that entire villages have engaged in bloody upris-

ings against the Cygnaran soldiers patrolling

the fringes of their land. It seems that even one

fanatic is a dangerous thing...and a

hundred thousand promises to be
utterly apocalypric.

ZEALOT SPECIAL RULES

PRIEST
+Leader

PRAYERS OF MENOTH
As a special action, the Priest may
recite one of the Prayers, affecting all

troopers in his unir:

+Prayer of Fervor(¥ Action): All

models in the unit gain a +2 bonus ro

Leader and 5 Troops

Up to 4 Additional Troops

artack and damage rolls. Field Allowance

+Prayer of Protection(¥% Action): All
unit gain +2 ARM.

Victory Points

models in the Base Size: Small

+Prayer of
Warding(% Action): | ————
Models in the unit Sl}E[[ﬂL HULES &
cannot be targered :
PRIEST
+Leader

PRAYERS OF MENOTH
(Priest Only)

by any spells.

FIE BOMB

+Critical Fire—On a Cricical
Hir, targer model suffers Fire. Fire is a
continuos effect thar sets the rarger ablaze.
A model on fire takes a POW 12 damage
roll each turn during its maintenance until
the Fire expires on a d6 roll of 1 or 2, Fire
effects are alchemical substances or magical |

+Prayer of Fervor(¥Action) ! '*

+Prayer of Protection(* Action) ¥ .

+Prayer of \\";lrding(* Action) . - #
FIREBOMBS - Vo
+Critical Fire y
in nature and are not affected by watet:



(e - AR L -

* % “Donot ﬁrc qfaiﬁ.‘ bfﬁﬂms. Rather, let the curs bleed for their faiﬁngs."-'

.+ - —Senjor'Scrutator Vorn, advising a novice warcaster controlling an artillery unit of Redeemer warjacks

- T

oteed o rely on stolen partsand frames, REDEEMER SPECIAL RULES

{ and having to hide their assemblies from
prying Cygnaran eyes, the Protectorate SKYHAMMER
B el fovard lighter watjacks to fill the roles +Inaccurate—The Redeemer suffers a —4 penalty
of the iron behemoths of the other kingdoms. to its attack rolls with the Skyhammer.
Lacking the ability to produce such giants, the

514]12)17 Menires improvised often. One such improvisa-

SKYHAMMER tion is the infamous Redeemer.

OF AOE PO The Redeemer, an altered model of the B Ll 910" / 4.85 tons

epenter chassis, was designed not to charge LUUEDTNIE Battle Mace (right arm), Skyhammer
16| 3|3 |12 . I g g Rocket Pod (left arm)

forward inro the enemy like others of its breed,
a ) . r - J’ .
BATTLE MACE but rather to deliver firey judgment from afar. B il 7 &5/ 5.5 hrs general, 1.2 hrs combat
o 0 Initial Service Date LY.\

pecia 0 Alchough it comes equipped with a heavy mace

-— 4 |13 for smashing those who draw oo near, this is L SR L ELTNETS ST Fraternal Order of Wizardry/
Greylords Covenent (stolen)

iconsidered a last defense. Its main armament is

DL BELEY FUEOM Cygnaran Armory/Khadoran Mechan-

its rockets. The Redeemer carries a grear deal
2 iks Assembly

of Menire-made explosives, and a mechanika

irig to launch them roward the enemy. Similar

to the Repenter’s ignition system, the Redeemer

uses vented heartfire ro light the propellants.

' These simple tubes of shrapnel-to-be are spir-
ited recklessly into the enemy, Menoth will-
ing, and explode in a cascade of deadly debris.

Although the explosion rarely affects the mighty
‘mechanika mammoths of the infidel kingdoms,
they leave infantry with horrible lacerations and
punctures thar are notoriously difficult to heal.

The Redeemer is capable of launching
mulriple shot salvos with a little concentra-
. . tion on the

o B T AT, R
~#= SPECIAL RULES . A
SKYHAMMER @ single
+Inaccurate rocker can

take entire
unics out
of commis-
sion, while
a salvo will
make them
impossible to idenrify after the battle.
Many Cygnaran women are still looking or
waiting for their long lost husbands or broth-
ers, their bodies never to be found in the bloody

trenches of faraway lands. Likely these are losses attrib-

uted-to yet another Menite convention of war.




GHT URRIACK-REPENTER
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“Fire-is a relentless enemy, and dammed if it not o_yraﬁeq:fs-‘g;cqmt ally:i# -

—Commander Coleman Stryker

he Protecrorate of Menoth uses the sticky
flame oil they call “Menoth's Fury” in greac

abundance, for it is far easier for them to attain

than the more expensive blasting powders for cannons

and other arms. The fame-based weaponry of the

SPD STR MAT RAT DEF ARM
5|9|5]|4]|12]17

g FLAME THROWER

Protectorate serves as a wicked reminder of the faith's

burning wrath, and the simple effectiveness lends an old [ Eai
|

standard that the Menires are hard-pressed to alrer. Old '\

warjacks like the Repenter, originally designed from

stolen and bartered parts from Khador and Cygnar, use

some of the oldest versions of the fiery weapons. SPj1]-—112)

It was first used to police the borders of the WAR FLAIL

- 4 |13

L Protectorate, being easy to repair or rebuild. Even

if captured or stolen, the Menites were satished

that nothing of any secrecy or importance could
be gained from the simple mechanika from which

they are made.

When they designed the

Repenter ages ago, the Temple

of Menoth armed the light

warjack with the very symbols
of the god itself. In one hst,
it carries a three-headed Hail.

It is a simple weapon with

simple results: swing fail,
smash rtargets. The other
hand was replaced with the
first projection system
for Menoths Fury, the
flamethrower. The hrst
model was little more than a
tube arrached to a reservoir, e R
while newer versions have fanning spray nozzles and \Qy/
mechanikal pumping mechanisms that propel the sticky
Auid away from the ‘jack (a problem of earlier models
often saw the Repenters carching themselves aHame
and exploding). The original flamethrower ignited the
oil with an ourside sparking mechanism, while the latest

weapon vents supcrhuated hearthire into the fuel.

Simple and effective, the Repenter is an ever- Height /Weight FRtE R

evolving icon of ‘jack warfare. While it may undergo PRRMIPN \War Flail (right arm), Flamethrower

revisions from generation-to-generation, it is doubrtful (left arm)

it will ever (rul)' die our, [FTERRETL WO N IEETT 75 Kgs/ 6 hrs general, 1.5 hrs combat

»
S

(LTETRTTA T EIZ 533 AR

T BV BTN ET Ul Fraternal Order of Wizardry (stolen)

L e RSN BRI Cygnaran Armory,//Khadoran
Mechaniks Assembly




. v

aving to deal with close / .
assault powerhouses such k {

E as the Cygnaran Ironclad

oA
#248 and the Khadoran Juggernaut, the \
' Protectorare needed ro design a

: slolslalizliz durable warjack that could withstand
s ‘these forceful barrages. It was believed
"w — ; to accomplish this the inherent anti-
oy REPULSOR SHIELD sorcery of Menoth's divine spellcast-
D ﬂ POW P s must be imbued upon the actual
_ ' . Repel | — | 9 warjack. Thar only left them with
: ,fg trying to make a arc node to channel

HALBERD divine magics, an untested theory of

B pecia n ¥ mechanilkal smudy. o coarh, in was narn o renihly
R Multi 4 |13

difficulr process, due to the similar nature of sor-
o cerous and divine magics, and after a dozen or

so catastrophic failures (resulting in three rimes

3 thar in sacrificed lives), the divine node was

added to the well-made Repenter's light frame

L Alr and dubbed the Revenger.
= = s : : : As the bearer of the divine node, the
Revenger would need to be very protected. The
U amount of armor could nor over-encumber the
: g speedy frame, so the Menite artificers crafted
. 2 the rare and powerful repulsar shield. Using a

ed - I parallel divine enchantment process, the arti-
[ ficers inlaid various runes of protection on the
[ warjack’s shield. If the powerful runes came
= S "to contact with a target all at once, it would

N 10 Sl be hurled away from the warjack immediately.
e 0 IR This oave the Revenger the ability to distance
* SPECIALRULES . SR i 5 :

s itself from superior combarants like Cygnar and

© _ARC NODE

Khador's heavier jacks.

To take full advantage of this newfound
“breathing room,” the engineers designed an
enormous halberd with a massive ax-like blade at
the end, which allowed the Revenger to hack at
the same enemies they had just repulsed. With
the halberd’s lengthy reach, the jack could use its
warcaster’s spells and the repulsar shield ro keep
opponents at bay and yet be able to cleave rifts
in armor. The Revenger may be classed as a light
iwarjack, but it has been the downfall of more

REPULSOR SHIELD
*Repel

HALBERD
«Powerful Charge
+Reach

than a few Cygnaran heavies in its day.

v "

“T'was a sad things It just swatted our tmnpi away like a horse shooing flies from its rump, but this horse also carried @
. ; : large axe!” € ;
Tul oy

dir, Vicar of the Khadoran Ragemen  Brigade, récounting his first memory of the Menite Revenger

REVENGER SPECIAL RULES

ARC NODE

The Revenger may channel spells.

REPULSOR SHIELD
*Repel—If the Revenger hits with the Repulsor
Shield, or if the Revenger is hit with a melee
weapon, its opponent is pushed back 1"

HALBERD
+Powerful Charge—A Revenger making a
Charge artack with the Halberd gains a +2 bonus
to its artack roll.

+Reach—2" melee range

LEH I TN 9'8" / 4.45 tons

LUt Halberd (right arm), Repulsar Shield

(right arm), Mark Il Divinity Arc Node

QT REEL I - N IEET-0 75 Kgs,/ 5.5 hrs general, 1.2 hrs combat

546 AR

Initial Service Date

(=g 3 ELTN ETS TN Vassals of Menoth

Orig. Chassis Design

Sul-Menite Artificers
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“To wage war, one must know his eneny. These ﬁofs-i;m mz’?am Tﬂ_ﬂc‘ likes of dﬂs._’.'
—Visgoth Ark Razek, about the Crusader in regards to the Cygnarans

nits peace terms, C}’gnar decreed thar the [HUSHHEH SPE[IHL HULES

Protectorate could not keep a standing army.

Visgoth Ozeall acquiesced, but soon after com- INFERNO MACE
manded his engineers to build warjacks from parts +Critical Fire—On a Critical Hit, targer
smuggled from Khador down the Black River. They modalisuHare R irmib ra it ehnt i e ¢
realized the need to mass-produce these jacks, bue if effect thar sets the target ablaze. A model SPD STR MAT RAT DEF ARM
they were armed, Leto would find out quickly and on fire takes a POW 12 damage roll each 11| 5] 4 ]10]19
take Steps ;tgainlsr the Prurccrorfirc. So the construct turn during its maintenance until the Fire . OPEN FIST
was designed with open hands in order to pass as a expires on a d6 roll of 1 or 2. Fire effects are Specal  POW P+S
labor jack. The engineers incorporated the articulared alchemical substances or magical in narure
hands from Cygnar’s warjack schematics, and secretly and are not affecred by water.
forged weaponry for the warjacks to wield as Menoth INFERNO MACE

commanded. They created the inferno mace, inspired Special  POW P+§
by the ﬂammg maces of the Reclaimers. Berween RIGHT m

the immensely durable frame of the Ironclad and the
DAMAGE

powerful arms of a labor ‘jack, a strike with an inferno . YA TA S

mace rends most armor into scrap. The inferno mace

-- SYSTEMS
) Latt Arm (L)
often incinerating their targets wich a single strike. 7 Reht Arm ]

is also capable of unleashing a burst of Menorth's Fury,

Cortex [C]

These warjacks were dubbed Crusaders, and a F 32 P—
large amount of the open-handed “labor jacks” have e o AreNode (A
recently permeated the Protectorate workforce. When A : S\ Point Cost

the call-to-arms sounds, the Crusaders will assemble = = L Field Allowance

at the front f f ' Victory Points

line, ready >
Base Size: Large
to hammer
and burn the
foes of Menoth
to dust and
ashes. ook _
Tty AP AR
' SPECIAL RULES
INFERNO MACE
+Critical Fire

Height /Weight BFiE: 31T

L UELELI Inferno Mace (right arm)

TR RET - T NI EETO 115 Kgs/6 hrs general, 1 hr combat

Initial Service Date EIEFN:4

= SRV EDTNETT T Vassals of Menoth

Orig. Chassis Design East/St
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HEADY WA

The.Clinion states tbdﬂdls cbflda;en:w:fil Wh‘mgf«nudﬁ:‘on‘g men. Perbaps this Wn_q_uislxr:i.s the means to a Great T
i —High Exemplar Mikael Kreoss :

he Vanquisher is the latest warjack in UANQUISHER SPECIAL RULES

the Protecrorate’s collection, and it’s a

: prize indeed. Secretly assembled from BLAZING STAR
gmported Khadoran parts, and armed with «Circular Serike (% Atrack)—Vanquisher may

SPD STR MAT RAT DEF ARM § trademark Menite WEAPOREYs this heavy warjack make a separate melee attack roll against every
4 |11] 5| 4|10]19 is as subtle as the faich it serves; which is to say, opponent in melee range of its front and back

it's not. The Vanquisher is a towering behemoth arcs. Determine damage normally.
FLAME BELCHER & of armor, a mechanikal genius, and a harbinger of s
i ROF AOE PO : ery death.

9|1]}4]13 One arm ofthis'j:h:k wields a length of chain

nearly as long as a man is tall, the end of it capped

BLAZING STAR

o = with the dangerous “blazing star,” a viciously N 2> 9.75 tons

spiked sphere that is swung in a windmill morion,
P P glsswang . L FEL T 8 Blazing Star Flail (right arm), Flame

CirewlarStrike | 5 | 16 . LI - S . !
visiting swift justice to infidels, often severing Belcher{left arm)

1mhs, hcads, and torsos in twain. TR ET P : T IEETO8 125 Kgs/S hrs general, 1 hr combat

And the blazing star is not the Vanquisher's Initial Service Date [EEERYY

Only weapon. This model is the ultimare T PR L EDTT ETR TG Vassals of Menoth

instrument of death. The permanent artachment PP WA WY - cines East/Khadoran Mechaniks
of its other arm is called a fame belcher. It lobs Assembly

carefully designed cannonballs flled with the

vicious Menoth’s Fury deep within the ranks of
irs adversaries. When a shell from a flame belcher
impacts with any surface—Menoth willing,

another warjack—the shell cxplodcs as a hreball,
reminiscent of the volcanic eruprions common o
the Bloodstone mountain chains so close to the
Protectorate. This bestows the same result as

to any living thing caught in the wake of _
those eruptions—a painful and fiery

“ SPECIAL RULES

r BL:‘\ZE.\'G STAR
+Circular Strike

demise.







A BRIEF HISTORY OF CRYX i
g T .
k- \gf “mu:ft_g{,wj art dead, hear the beckon call of thy master. Up! Throw off thy shrouds, crawl thee from thy tombs, slither from thy
: AT gmm, break free from thy sepulchral wombs, and take thy revenge upon the quick. I shalt reveal the way to thee!”

— Lord Toruk, Father of All Dragons

. sphyxious, Cryxian general and iron lich,
- addresses his newly promoted Warwitch,
= Deneghra:

 Thou ask from whence I hail? Dost thou wish
. to know? The answer I would give thee is not
2 as simple as so many years, or so many lives. |
“would say that I did not cruly exist afore my
Lord Toruk came to these pirate kingdoms. Or
rather, I have forgotten the weak ching I was
once afore his blessing. The Dragonfather came
to the Schardes for refuge from his misbegotten
children; this is when the first and clearest
thoughts stirred in mine skull. [ am of the
Cryx, just as thou shalt become forthwith. To
know even a shadow of mine story, thou first
must know thine.

It begins with Lord Toruk. He came
millennia ago to the Schardes, claiming them
for his own, and the Pirate Kings yielded to
him. They surrendered their crowns to the
dragon, giving up their sears of authority over
the living, and Lord Toruk bestowed them much
power for their fealty. He granted them a living
death, and with it great powers and dark magics

L fused within their bodies. These special few
turned into the initial Lich Lords of Cryx. It was
| they, the twelve Pirare Kings, who became Toruks
first generals, and some of them sail to this day in
their black galleons, bringing the dark tide of the
Dragonlord's will to every coast in Immoren. Over
the centuries, these Lich Lords haye been granted
the task of creating a kingdom of the dead, and
~ whenever one of them falls, another is not far behind
to pick up the pieces. The Dragonfather always keeps
" twelve lords at his command, to inhabit the palaces

- of the original Pirate Kings.

Tis to this very day that the Dragonfather
speaks to us through his Lich Lords, save only a rare
few have ever heard his rerrible voice. May it be one
t‘,'v;eﬂ'lat you Ijn_:g'stand in his shadow and quake at
‘ge‘sﬂgﬁc}lqrprbnr'lord. I have witnessed the power
3 of the Dragonlord, and should thee earn a sliver of

his boon there shant be a mortal on all of Caen more
blessed than thee. Such is his unholy glories.

Centuries ago, whilst the fools of the mainland
were under the yoke of the Orgoth, Lord Toruk
protected this budding nation. Betimes the invaders
did test the Broken Coast, only to earn a warery
grave ‘neath the talons of our lord, their ships burnt
to ash with a pass of the Dragonfather’s fiery breath.
Without him, Cryx might have been fated to give
way just as the weak mainlanders did, but we were
Toruk’s and he was ours.

This did not come withour its price. The
lands and its people changed over time due to the
dragon’s blight. The "narives” of Cryx had always
been pariahs—exiles, pirates, renegades—bur the
blight cruly hardened them and made their hearts
darker. To this day, a thrall bearing a load through
the streets of Skell or Blackwater to some unknown
destination for its necromancer master has became
so commonplace as to almost be ignored, for in Cryx.
death is nigh as common as life.

To live in Cryx. one must not fear death but
embrace it, for living or undead, Cryxians understand
the predator-prey relationship all too well. And they
also understand the ultimate predator is their lord
and master. This is accepted willingly or no, but it
makes no matter. We are all his. We are all Toruk’s.
We are the Dragonborne Empire, and we doth not
fail—not in life nor in death. Through the powers
of the Lich Lords, unto all of us, ours is a unique
path. We have the power to shatter the manacles of
death, to rise again and take our vengeance on those
yet living, those who murdered us or failed and let
us pass.

From this very ship did I witness as the
mainlanders pushed the Orgoth hence. T'was many
lifetimes ago. I recall the Dragonfather was plea_sgd_;_.
In fact, we were all rather proud, for it takes grear
courage to throw off the chains of oppression,
especially for mere mortals such as they. Our )
lord issued a mighty laugh as the last of the dark.




Thefé.on-tl‘l'e O'x’goth's leave-taking of these
lands, our empire was strongest of all, bur we daren't
strike. This should not have been so, but Toruk’s
accursed offspring, the dragons of Immoren, lay

m wait. Cryx could have washed over every shore,
bur alas we could noc do withal for the risk was too
‘much. He sensed them, his spawn, out there, biding
time in hopes their father became engrossed with

distraction, so our lord decreed the mortals were free
of threa, free to reign, for now.

Forsooth, it was our lord's one impropriery,
giving life to the dragons. Even he admirs as such,
lamenting the mistake with great ire. The world was
young, and he was alone, with no thing alive thar
could be counred as a peer or a worthy minion. In
his lonesomeness he formed the other dragons and

gave them each a piece of himself, so they could serve

their facher, as a devored brood should.

But it was not to be so. In their resentment of
his greatness, the dragons of Immoren conversed and
then fell upon their creator. They tried for his life,
to steal his power, and had any mortal existed in the
world, they would have witnessed the greatest war
ever waged in all the heavens, a bartle so furious the
sky itself rained death upon the lands. The children
were mighrty, but the father was too terrible for
them, even with having given them much of himself.
Toruk's sons and daughters fled into the earth ro lick
their wounds, and some cenruries later Lord Toruk
came to our islands, and still he doth reside within
the volcano ar Dragon’s Roost.

Nevertheless a pact had been made, one that
the dragons of Immoren yet honor—to fight
their father when the time arises, to try again for
his life. Whilst they fight amongst themselves in
sibling rivalry, they maintain their wrerched plot to
consume our lord’s heart. Lord Toruk knows this.
He awaits them. With us alongside him, his spawn
will fail. ‘Tis our chance to partake in his ultimare

- victory when that day doth come.

Withal the dragons art far from fools. Hence,

- their blighted lairs art deep within the mainland.
'Generarions of mortals have unknowingly built

' their cities and citadels about them, like insignificant
gnth:lls nigh the anteater’s den. They scruggle gainst
. the blighred fields and withered mountains, trying so
L very hard fo survive in a land that will never cease to
bear gﬂaﬁ‘?}hﬁcﬂmes, Toruk’s broodlings slink from

j it ut hayoe d
'usmanifestrh orm!swmtﬁm;ﬁ_“

Many thousands of their soldiers bave: bled our ,'24 g
the steps of a broodling’s den. Even so;: fadﬂﬂy%y - e
doth refuse o submit. They would rather quarrel =" &
over who wears the tin crowns of rnottal kmgs Q}:‘her "o
than serve a godly one. Thus, we—the Ctyvmn -
Empire—and those we recruit, must overtake the
petty fools that claim the so-called” ‘Kingdoms of
Iron,” not simply to claim their lands, but to descroy
our master's broodlings once and forever.

In this age, the dragons art older and more
powerful. If they gathered to strike ar our lord
again—whilst there is lirtle doubr we would
overcome them—it would be a hard-pressed
Stl‘ugglc at gl’ﬂat COSC O our Cmpil'c- Thus. we
must first carefully pick apart the persistent
Iron Kingdoms. Once this is finished, we shalt
sift through the detritus and unearth Toruks
disloyal children. The misbegotten children will?
feel the vengeance of his true family. One by
one our undying armies will claim their black
hearts—and hence their power—and after we
have harvested whar Lord Toruk planted so
long ago, he will be whole again. Nothing shalt
stand in our path! The Dragonfather will divide
his power among us, his loyal children. Vast
kingdoms of the damned—fields upon fields
of the undying—will be bur a sliver of our just
reward. The kings of men mayst pay in gold
and silver, but our Lich Lords and the mighty
Dragonfacher trades in bone and soul!

This rask ser to the Cryx is not a simple
one. For long centuries we have prepared. Our
fleets and our agents have poked and prodded the -
mainland, finding the easiest routes ro the dragon's
lairs, all the while taking great pains not to give the’
broodlings cause to suspect us. The dragons have
yet to know why we wage such petty wars. When
they de, it will be far too late. Nor can we give away
our true strength to the mainlanders, for they would
unite gainst us as they did gainst the Orgoth: Soon,
we will remove them all, and the Father of Dragons
will be free o spread his wings over all of Caen! Ny

But frst we must tear back the shriveled skin
of the mortal world. They deserve nothing mote
than servitude, and we must rip the bones from
their festering corpses to make it thus. At present,
they art unworthy of even his shadow, but they shﬁ:
earn his blight before we art finished. Whilse rbey 2
have squabbled for centuries over roads. and borders. .



them, wakcmng l:hem, for when rhe
wi shxspackmsmkemfull OQur ebon
have smashed pon: after pon: for centuries,

oﬁ.aimi 'I'orﬂks minions sprca.dmg out from the
_wanks like black blood seeping from an infected
& wound:.Nothmg is safe from our rouch.

~ We muse lie in wait, the serpent coiled for each
 strike, to snarch those who are foolish enough to
cross our paths. Many have mer their end in our seas
. and strairs within the Schardes, and low;, they have
\been dredged up from the depths by our lord’s
will to serve him. The mortal coil that restrains
our foe, once shed or rorn free, becomes the very
leash in which the dogs are bound. Every battle
they fight, these petty morral kings, add to the
Dragonfather’s uriholy congregation. These
mortals walk blindly into the night, unknowing
of our true goals.

Yes indeed, we have the power to strike
them down. Bur our plans must be executed
very assiduously. We must know where every
broodling lurks before going full-scale gainst
the mainland. There is no knowing how the
dragons would react to our undying armies if
we were too hasty or careless. Whether they be
threatened or curious, we must not risk their

arousal until the exact moment Toruk wishes it.
To give such beasts even the slighrest hint of our
lord’s plans—nay, such a foolhardy mistake be
given sound to assault thine ears.

But our power is grear. Grearer than ever,
for years ago we stole knowledge of the machine
sciences from the mainland. Our necromancers
& ook this knowledge and discovered the path of
dark mechanika. They unearthed ways to harness
a great, untapped resource—the final gasp!—that
superb, delicious, wonderful, magical energy all
things release pon their death. Only we, the Cryx,
can siphon that energy. We take it and put it into
‘soul furnaces,” and place these into our own brand
of mechanika. The furnaces galvanize brilliant new
forms of unlife. They arc the very burning hearts
‘of our mighty helljacks and their cousins, the
bonejacks. Our most gifred necromancers became
necro-cechs and followed this new path of dark
‘mechanika. They located a strange, shining stone
to feed these furnaces, precious necrotite. To liken
ot 1: to :tnytiu,ng mundane; tis a kind of coal mined

-and ash of rhe earth to éamrar.e thesuﬁncs bem:a:h “u

the soil. Battlegrounds, ruined fortresses, sunken
vessels—much of the Scharde Islands—arr ideal
sites, and hosts of thrall gather large amounts of :l'ns
wicked fuel from the earth in places such as chese.
“Tis a convenient resource; a few chunks animate a
bonejack for hours, although there is another even
more convenient resource—the souls of the living:

But mortal life is not always as disposable as
we should like, hence the discovery of necrorite
has been a great boon, especially in how we art
able to wage our war. Indeed, the original helljacks
were not constructs at all, but huge, demonic, and
mostly vacant shells thar the Lich Lords animared
through demanding rituals and taxing spells to be
their eyes, ears, and fists on and off the bartlefield.
Each Lich Lord could only control a few at a time.
In cruch, the ancient hellslayer constructs required
great willpower to keep these dark berserkers from
lashing our at their own instinctual rargers—targets
that sometimes included the necromancers who had
created them. Bue the advent of dark mechanika
and the soul furnace ushered new methods to
eternalize these hellish servants. Forthwith the
necrotech’s constructs replaced the Lich Lords’
arcane automarons and the numbers increase with
every passing night.

And so it has dawned on the Lich Lords thar
this new type of warfare has invaribly slipped past
the broodlings, as our Dragonfather himself is
vastly uncaring of what must be like toys to him. It
is these new machines, these dark mechanika, that
may very well be our greatest weapon against the
ancient foes of our lord. Every moment of every day
the necrortechs instruct their never-resting thralls
to hammer out and assemble more and more of the
brazen behemoths. Beasts of bone and iron, borne
on the souls of the once living, they hold the key to
our final victories—I know it.

Our empire has grown to an epic size, bur
unlike the mortals who crowd their cities and starve,
we prosper day and night. I move through the fields
of eternal laborers, I feel them through the ether of
undeath, and I know they can feel my presenceas
well. With nary a gesture, they obey my commands.
The Dragonlord has promised us greatness, and I
have yet to see a shade of untruth in his words. We -
will serve in order ro one day sit as kings and queens
of an eternal kingdom of the unclead A iqudom '
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! ‘_hgﬂe_‘ 1 opﬂﬁg.se’_sla_very in life,
or servitude in death, and Lord Toruk-gﬂ‘-ngt be
" denied. Every village thar falls will bcaﬁb’:mfﬁegéﬂf T A
So the mainland will soon suffer our force in every city a fortress. There is no more layai*m'n} n
full, and they shale fall. We will spread the blight ok it < N
1o the farthest reaches and back again if he so P ¢
- requests it. If ic takes us another millennia, so be Thou asked, my warwitch, from whence I
it. With every sword stroke or rending claw, we have come. As Toruk saved thee from thine own =
will add another to our ranks. Death is the only weakness, wherefore he, too, saved me. I do nor feel
promise of this coming war, and that we have the weakness of moreality. It is unknown ro me, and
already overpowered. Crush us, we return. Burn unknown to thee, as well. We art Cryx, thee and
us, we rise again. Hide from us, we shalt find thee. I. We art eternal. And char shale suffice as thine

Through oceans of blood we shalr sail on our black answer— for now.

ac fears no goups,t :j!arknows*lo .pdirerity, and that
atrue, living god. : :

ships to bring death to the living, and unlife ro the




« " WARCASTER=IRON LICH. nspum-:u-uf'sv}
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“Howdelicious, this sacrifige. You. were less than nothing—a festering leech—but you gave your life for me, thus I will give you a3
fgﬁ’, a new form-to avail a god. You shall be a._ﬁmg in the maw qf the Dmgo:{fatbcr... mayFmp one Jny you shall become a talon..*

—Lord Toruk to the wracked body of the lich soon to be called Asphyxious

Ithough only twelve entities hold the position  still near, Toruk scooped him from the caldera with

of Lord Toruk’s mighr}-' Lich Lords, one one massive ralon and blew a spark of unlife into the
among the Dragonlord's forces considers smoldering skeleron. The druid’s dark soul, thus rippud
himself the closest thing to the thirteenth. As the most  from the clutches of Urcaen, now found eternal shelrer
active Iron Lich on the mainland of western Immoren,  within this molren skeleton.
Asphyxious has become the dark dragon's prodigal Having gained the Dragonlord's favor, Asphyxious

son. His c: g ave wreaked havoc along the | - = 5 .
His campaigns have wreaked havoc along the assumed his new form. Soon, the Lich Lords crafeed

1adoran and Cygnaran shores, and carved our a small & -
Kl Cyg By e 5 him into a powerfully forged Iron Lich, powered by the

astion for the Cryx forces just a few miles upstream 3 ’ .
b Y ) pEsIe lives this new form consumed. A thousand years later,

of Point Bourne. Where a city called Riverclefr once o
l A“Ph.‘ xious still

stood, now exists a pit of evil and despair thar S
}.‘!'KHT'.!SI.‘S \..11']‘\' &‘_I(‘lr}'

spawns countless horrors to stalk the night.
Asphyxious, long a powerful member of
the druidic Black Circle, lived near the very site
where Toruk cante to rest after giving birth to
his draconic, misbegorten children. Seeing

the Dragonlord’s arrival as divine
providence, the mortal druid

set aside his nature worship

and looked ro Toruk as his new
symbol of greatness. The druid
sacrificed countless animals to gain
the dragon’s favor. When the mere
blood of swine and goats no longer
drew Toruk’s atrention, he moved
on to sentient sacrifices stolen
from local villages. Still the dark
dragon did not look his way.

When the twelve Lich
Lords came down from
the volcano that serves
as Toruk’s roost, the druid
realized whar he must do.
He climbed to the volecano’s
_ lip and performed the last
sacrifice he could—himself.
At the heighr of this elaborate
ritual, the druid cast himself
into the molren mountain,
finally drawing Toruk’s
atrention. Magma devoured
Asphyxious voraciously, the
druids resilience to narural
elements barely dulling the
pain, and when his body had
been stripped o little more
than bones, his screams finally

fell silent. At thar, with his soul




CH, ASPHYRIOUS
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The Iron Lich wields
powerful necromantic and
 entropic energies fueled by his
- own magical furnace, hor with
smoldering necrotite, and by
the dead souls trapped in the
soul cages that dangle from

el __.nstanr death follows in the wake of
_;!;_l:he Iron Lich, and it is on this death that
~ Asphyxious feeds. In a horrific display

of necromancy, this terrible undead war-

caster may leech the life from the earth
iself and all who stand on it

every necromancer’s waist. His
Damage

magic is destructive, relentless, i e wl
& . All living models within the Lich's PolatLost

control area suffer a POW 5 damage
roll which cannor be boosted. As well,
Asphyxious regains all of his focus points. Base Size: Medium

and withour mercy. Asph)'xious
often leaves behind ashen helds
of lifeless grasses and withered

Field Allowance A )
- B

Victory Points

trees where once there had been
ferrile fields and lush woodlands,
while blackened corpse husks

Consuming Blight cannot be used while

casting a spell.

and bubbling pools of gore are |
all thar remain of his victims. : SPE[]HL HHLES

b ASPHYXIOUS

Death energy fuels i . . s

, &) : +Soul Cages—Gain a Soul Token for every living model destroyed
Asphyxious, but such are the S Ay s i ;
P PR T within 2". Next control phase, replace each soul token with a focus point.
emands of his iron body 5 : TR
" Sy X ) + Terror—Enemy model/units within melee range must pass a com-
that his vital soulfire stores 1 check or fl
mand check or flee.
somertimes grow thin. In these A o
g +Undead— Asphyxious is not a living model and never flees.

weaker moments, the Iron SOUL SPLITTER
Lich opens his furnace’s rivered +Reach—2" melee range

ach— ee r:

doors and unleashes a storm of | : . . .
I -Sustained Attack—Once Asphyxious hits a rarget with Soul

necromantic energy that devours = i R : !
; A " Splitter, additional artacks with it against the same rarger this turn
life energies for fuel. In addition : , - :

LA [ i automatically hit. No additional atrack rolls are necessary.
to his foul magics, the powerful

iron carapace housing him grants i Spells Cost RNG AOE POW UP OFF

B Plhys'“l_ T:Tgrh e hIlls 1 BREATH OF CORRUPTION 3 & 3 12 & #
1iron talons wield the ensorcelle
e > e All models in AOE suffer POW 12 .'_i;lm.igr roll. ('.i\l'ruprmn is a cloud effect thar stays

Soul Spllftt’.‘l‘, a IIWH‘t-Pl‘OIlg&‘d on table as ]nn‘g as E_Tpkcc}‘ 18 }\.uuL and all models moving into or {'::‘img their turn in the

spear bathed in entropy that 2 cloud suffer one point of automatic damage.

consumes metal and flesh. A ; HELLFIRE 3 10 - 14 v

singIe scratch from the staff can - Targer model/unit hit by Hellfire must pass a command check or flee.

vaporize a man in seconds. [RON BLIGHT 2 8 —  Spec v
Asph}vxious is a rerriblc t‘()e .I.Jl'gfl \‘&Jﬂrj:ck rakc)i \i6 dilr“:\!_'_(.' FU]]]!S o Its H“u l\'[\]j'. ma r.'{”duﬂi lU\"-ﬂ]U]'l.

in all senses of the word, crafty s, CARASITE 3 8 gl — v v

beyond belief, and capable of “Targer model/unir suffers -3 ARM, Asphyxious gains +1 ARM. Asphyxious regains one

- : 'd:mugc point every L-'pk::cp.

any act in Lord Toruk’s name. e _
A prime source of the cancer 3 SCYTHING TOUCH 2 6 = = 4
x

feeding upon western Immoren, Targer model/unir gains +2 STR.

he gleefully spreads the shadow i § = SHADOW WINGS 3 Caster — @ —
of the Dmgonlorc[’s wings to the B "Asphyxious moves up to 10", ignoring free strikes and terrain penalties and effects, then
/ Iron Kingdoms' every corner. If i Ty utivation.

the Iron Lich has any say, that RS L RECH 3¢ ) = g v

- shadow will extend one day ro all
- of Caen itself.

. Target Warcascer loses 1 focus point on next turn, plus one for every additional focus poine

}_.‘ AsPhyxm:us spends when casting this spell.

i .-

- Mgy =



“Orgoth works depict horped wonten assaulting their coastal towns, but we are no more enlightened than they were. Who are these:

devils that drink blood and tear our men to shreds?” oo

—Deidra Roanov, Khadoran Winter Guard Kapitan

he horned warrior-women of the lost island
Satyx have been part of the Cryxian Empire
for centuries untold, having sprung forth from
their warrens and glens twisted and clmngcd from years
of living in Toruks blighted shadow. The Satyxis boast
a long bloodline of capable swordswomen and vicious

combarants, Dragonblight runs thick in their veins, and

magic comes to them easily. Many among them have
risen through the pirate Heets' ranks, and some caprain
great black galleons of their own. Capraining one
of these dark and deadly barkentines,
Skarre
dub

the giFtcd “reaver witch,”
Ravenmane, has dared to
herself the “Pirate Queen.”

Skarre  combines
awesome fghting skills
with a  profound
talent for the arcane.

Her

Widower, seems ro

ship, the

sail randomly, roucinely disgorging her forces without
warning. She strikes and withdraws wich cqual spccd.
leaving behind ruin and confusion, and never staking a
single claim for her dark lord. Like her sisters, she wields
rerrible weapons blighted by years of contacr with the
dragon’s minions. Her magic is different in subtdle ways
from thar of her peers; a powerful reminder thar long
ago even the Orgorth feared the reaver witches. Unlike
the necromancers that share her allegiance, her spells
follow the dark druidic path of her forebearers—acidic,
bloody rain, ﬂuhxonsuming swarms, and pillars

of flame crackle from Skarre's fingertips.

Like black

ancient sacrifice is a

powcrfu[ component of dark

the druids of

times,
magic. Skarre carries with
her a millennia-old ritual

dagger that she uses rto

drain her comrades’ energies,

willingly or not, to fuel its

5




hor and pulsing with stolen
essence, the blade unleashes a
powerful - curse upon Skarre’s
foes. She is swift to cast and swift
to act, her dagger often wracking
her victim’s with gut-wrenching
pain, leaving behind twisted,
broken corpses.

Unlike the brutal barbed
chains of her sisters, Skarres
weapon 15 called
Takkaryx—loosely translated as
“Death Merchant.” It is a black-

bladed sword, carved from one

Od'l €r

of Toruk’s scales and tcmpcrcd in
a forge of necrorite. The blade is
fueled by her malice, and though
wielding it drains her, the glee
with which she disparches her
victims does much to replenish
sword

what  strength  the

demands.

Skarre owes a grear deal to
the dark Dragonlord for her role
as the highest Satyxis Witch in
the Cryxian fleer. His presence
created the Saryxis, and Skarre
herself dedicates her powerful
sorcery to his unholy faith. She
reads portents and auguries in
every kill, and claims that the
dragon speaks to her through
her victims. Through these signs,
she steers Widower to her private
ports of call, trading in blood
and selling depravity in bushels.
Many women cling tighty ro
their husbands when the fog
thickens along the Broken Coast,
for the dreaded Pirate Queen
may well be hiding within.

anements. Dark with blood_'

Skarre is naturally one of the grearest

$ the dark Queen of the Broken Coast,

practitioners of the ancient, island born
black magic. By sacriﬁcing her own
blood, she imbues her followers with dark

power, enhancing their own abilities.

Give Skarre 1-5 points of damage. For
each point of damage point she takes, all

friendly models in her control area gain
+1 STR and +1 ARM for one round.

Damage

Point Cost

Field Allowance

Victory Points

Base Size: Small

SPECIAL RULES
TAKKARYX (DEATH MERCHANT)
+Life Trader—On a hir, give Skarre one damage point to add an

additional die ro Takkaryx's damage roll.

BLOODWYRM
+Life Drinker—Skarre regains one damage point each rime she
removes a living enemy model from play with Bloodwyrm.
-Sacrificial Strike( % Action)—Remove a friendly warrior model
within 1" of Skarre from play. A rarget model within Skarre’s control
area then rakes a damage roll with POW equal to the ARM of the
model sacrificed. This damage roll may be boosted.

GREAT RACK
+Knockdown—On a hit, rarget model is knocked down.

Spells Cost RNG AOE POW UP OFF

BACKLASH 3 8 - - v v
Whenever the target warjack is damaged, its controlling warcaster rakes a poine of damage.
BLOOD RAIN 3 8 3 12 v
All models in the AOE suffer Corrosion.

DARK GUIDANCE 5 Caster CTRL -

70 All friendly models within Skarres control area add an additional die to all melee atrack

i her next control phasé. This spell can only be cast once per turn.

rolls for one round.
FLY'S KISS 2 8 - 10 v

Targer living model destroyed by Fly's Kiss explodes in a 3" AOE. All models in the area
take POW 10 damage.

.H ELLFIRE 3 10 - 14 v
Targ!:‘l model/unir hir l\}' Hellfire must pass a command check or flee.
"SACRIFICIAL LAMB 2 oL T

Remove a target friendly warrior model from play. Skarre gains dé additional focus during

= Yoz -
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he Cryxian war witches are harbingers of

Lord Toruks rule, each a small piece of the

dark Dragenlord himself. Cruel beyond com-
parison, they commit any and all acts in their lord’s
name: Their necromantic prowess is second only to
the terrible Lich Lords. Indeed, the witches have been
so warped by Toruk's influence that some suspect
they've been drained of all humaniry.

Yet Deneghra would have raised no such doubts
in her youth. She and her twin—both beautiful —
! began life in a small fishing village on the coast
of King Leros kingdom. Simple folk, her parents
knew nothing of their daughters’ untapped magi-
cal porential. Lord Toruk, however, did know, and
sent raiders to rerrieve them for his dark uses.
The pirates, made reckless by their own blood-
lust, left the town in ruins after finding but one

of the girls.

When they returned to Scharde with their
lone caprive, Toruk punished their incompetence
by having the entire raiding party drawn, quar-
tered, and staked out
for the gulls. Their
deaths took
:tlﬂmst two da)’s
and all the
while thralls
held fast their

frightened prize
and forced the little
girl to warch the
bloody ordeal. An
evil alchemy was ac
work here, powered

b by the rorturers grisly
work. Slowly, the girl's
wailing subsided. Well

* into the second day, a
faint smile touched her
lips, and then broad-
ened as—glazed
eyes unblink-
ing—she leaned
forward and ook in the
horrors before her. The
girl began 1o clap delighe-
ed_l}-' each time a raider
died. Toruk’s goal had

been somewhart achieved.

ARCASTER-UARUITCH, DENEGHRR

“It, noksSshe. . .she was like a dark dream, a geymkin tale made flesh. One minute a shadowy speck, and when T blinked
Wasi, rhcrc._..nuit to me..whispering and screaming and commanding. .. asking and wanting,..carzssiug..,loving:_.

= —Caprain Berle Winwort, awaiting execution for high treason

T

In the following two decades, the Liches re-
shaped the maturing young woman'’s body, mind, and
soul into the phantasmal temptress called Dcncg]‘lra.
In time, she so excelled ar the arcane ares that most
Cryxians bowed to her unbidden—even the rerrifying
Helljacks bowed to her will. When Lord Toruk judged
her ready, he whispered seductively abour the debt
she owed him for saving her from a weak and mortal
life, and unveiled her darkest secrer: she had a twin
sister who possessed the other half of her powers. The
Dragonlord spoke of a Cygnaran sorceress who, while
sharing a womb with Deneghra, had stolen parc of her
inherent power. Deneghra raged. Ranted. Slaughtered
a dozen slaves with her bare hands just o clear her
head, but could not banish the image of this pathetic
twin—identical yet opposite—with power that should
have been hers. Still gore-splartered from her mur-
derous rampage, arcane energies dancing around her
wicked witch-barbs, Deneghra petitioned Toruk for
an army of her own to strike at Cygnar. Pleased with
the precision of his machinations, Toruk gr.‘mtcd her
request. Deneghra embarked wich murder in her heart.



) éqlaunchin .Iher-d‘ari;

Déneghra hasscorched

2 path of devastation. On the
bartlefield she is a beauriful
~ cerror, single-mindedly scalk-
each yicrim as if the bartle
“raging around her would not
dare cause her harm. Perversely
Eangc[ic in her wicked beauty,
‘Deneghra drifts along like a
~phantom, passing through tree,
~ wall, and rock whenever she
- wills it. She need bur whisper
~ and men claw at cheir skulls
in vain pursuit of silence. Yet
those same wretches who fall
pl'c}' o Sufh sweer rorcure are
fully under her spell and would
slic a familiar chroat—be they
comrade, brother, or beloved
wife—art her command. Those
few who succeed in staving oft
her seductions become reluctant
partners in Deneghra's waltz of
blades. She rwirls, leaps, glides,
and shakes with mocking laugh-
ter while enemy soldiers weep
as their blades slash air or serike
harmlessly off her bladed armor.
Once she tires of her playthings,
she ends the game with a single
sweep of her ancient spear,
Sliver. In Deneghra’s hand this
weapon turns her foe’s own
shadow against him, entwin-
ing her opponent in a writhing
mass of black, reprilian coils,
and death, rather than being a
release, traps her victim's soul in
the Cryxian soul cages dangling

from her belt.

Some scream in horror at
her approach, others beg her
for salvation from their asylum
cells, buc Deneghra yearns for
one sound alone—the throrrled
gurgle of her sister's death rattle.
That, and that alone, would be
the sweer music of vicrory to her

_:' i, bl.'lck soul.

2
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“Feat: THE WITHERING
" Darkness and death obey the beck and
ol of the Warwitch. With mere spoken
words and an arcane gesture, Deneghra
blankers an area with a web of debilirar- Special  POW P+§
' ing despair.

All enemy models within Dcncghra's Damage

control area suffer-2 ro all ctheir stars for ot Coxt

y Field All
one round. Affected models cannot run, st

Victory Points

charge, or make special atracks or power
a(f.‘lcks. Base Size: Small

SPECIAL RULES

DENEGHRA
+Soul Cages—Gain a Soul Token for every living model destroyed
within 2°. Next control phase, replace each soul token with a focus point.
+Stealth— All arracks against Deneghra from greater than 5" away auto-
marically miss. If Denegrha is greater than 5" away from an attacker, she
does not block line of sight or counr as an intervening model.
«Witch Barbs—Prevents free strikes and negares backstrike bonus
against Deneghra.

SLIVER
+Reach—2" melee range
+Shadow Bind—Model hit suffers -3 DEF and canot move, other
that to change facing, for one round. A previously bound model is

released when a new rarger is hit.

Spells Cost RNG AOE POW UP OFF
CRIPPLING GRASP 3 8 - - v v
Targer model/unit suffers -2 o SPD, STR, DEF, and ARM. May nort run, charge, slam or
make special artacks.

DARK SEDUCTION 4 6 o = W /
Target living model/unit must make a command check. If failed, you rake control of the

targer: Pay L-‘p]-(ecp of one focus point per model, or spell cxpires. Cannot be cast on

Characters or Solos.

DEATH RAGE 4 6 - = v

Target Warrior model remains in play for one round after being destroyed.

_ GHOST WALK 3 6 .= =

_:This turn, targer model/unit may move through any rerrain, obsracles, or obstrucrions with-
“out penalty. While Ghose Walking, a model cannot charge or slam and ignores free strikes.
PARASITE 3 8 - — v v
Targer model/unit suffers -3 ARM, Deneghra gains +1 ARM. Deneghra regains one
damage point every Upkeep.

SCOURGE 4 8 3 13

Al models hit by Scourge are knocked down.

VENOM 2 sP 10

A streamof venomous acid spews forth, causing Corrosion to every
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“Our seout’s torch and lantersn went black, and we heard him scream. A moment later, @ horrible chill washed over us. We ¢
Jeel them before we could see them...." :

—Tyrell Forlaine, [ravth'ng merchant

ane thralls—undead warriors decorated Immoren, not all monsters know of these stories, and

with countless runes and sigils of their even if they did, would be less than willing to play

dark rebicth—possess grear influence their part. The reality is, some darkness never goes
among the ranks of the undying. They often away, no matter what the stories might say, and the
receive the best arms and armor a from what- bane thrall is a testament to such things.

ever bartlefield marks their rebirth. Bane thralls

SPD STR MAT RAT DEF ARM
are wickedly proficient, and host to a darkness

that not only permeates their being, but seeps

into the world of the living. So saturated with BHHE T]-[HHLL SPEEIHL RULES

the cold, dark magic that raised them, they can
LIEUTENANT

'l.L‘.ldL‘l’

no longer contain the evil sorcery within. This

macabre seepage creates a shroud of mist and
fog thar emanates from each bane thrall, reach- UNIT

ing out with freezing tendrils to caress and +Dark Shroud—Enemy models within melee
choke the living. This dark shroud makes the range of a Bane Thrall suftfer -2 ARM.

thralls difficult to discern, hazing their image
in daylight, and ar night snuffing our most light
sources. Bane Thralls thrive on close combar,

«Strealth—All artacks against a Bane Thrall from
greater than 5" away automarically miss. A Bane

Thrall greater than 5" away from an actacker does not

enjoying greatly the acr of curting down a foe ; . ; ;
enjoying g 78 ACCOL C gLown ¥ block line of sight or count as an intervening model.

confounded by the shroud they exude.

Tales exist of dark monsters clad in black +Undead—A Bane Thrall is nor a living model

armor that roam the world. Normally, some and never flees.

Special POW P+S gm"ﬂ}’ hero bests these monsters just as the +*Weapon Master—A Bane Thrall adds an
sun creeps over the horizon, extinguishing their additional die to its melee damage rolls.
darkness forever. Unforrunately for the folk of ;

Leader and 5 Troops

Up to 4 Additional Troops
Field Allowance

Victory Points

Base Size: Small

+ SPECIAL RULES
LIEUTENANT

«Leader
UNIT

+Dark Shroud

+Stealth

+Undead
*Weapon Master
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he vile nature of the Cryx knows no bounds.

Some of the risen dead thar rhe minions of

Lord Toruk drag from their graves arise too
damaged for normal bartlefield use. Some simply lack
the scrength or skill to be warriors. A few of these
unlucky cadavers find new purpose under the knife of
a particularly nasty necrotech engineer. They disgorge
from their hellish workshops as bile thralls—undead
with huge, bloated bodies gurgling with unspeakable
pumps and siphons.

These vile mechanika store and ampl if}' the volume
and amount of corrosive digestion and decomposition
agents created by the und)'ing corpse. Hoses and rubes
lead from their distended mouths and other narural or
surgically opened orifices, to a firing mechanism similar
to the Defiler jacks acid cannon. With a lurching spasm
accompanied by a deep rumbling gurgle, each bile thrall
can force disgusting amounts of their stored fluids out
of the nozzle. If a bile thrall faced with multiple rargers
forces roo grear a volume of fluid through the hoses,
the cannon overloads and the system sometimes breaks
down. The black mechanika inside of them gives our,
and in a grisly shower of fluid, flesh, and metal the bile
thrall ruptures like a blister in a massive purge of over-
pressurized intestines. Anything given a good splashing
by the exploding bile thrall quickly succumbs to the
porent dissolving agents, either

melting away to slag or caten
into a bloody unrecognizable

mass.

Teams of bile thralls
sluggishly waddle across the
bartlefield, their internal
mechanisms sloshing and
throbbing, a team of fleshy
balloons flled wich acidic
deach. The bile thralls serve
as much ro artack the enemy’s
morale as to destroy its troops
with their overly disgusting
atracks. Little wonder that
opposing forces often give
them a wide berth. Those who
have seen bile rhralls in action
have been known to go days
withour eating, and most who

can stomach going toe-ro-toe
with them never forger their

h.%ﬂa_ul:rid stink_-

”l
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eing dead has its advantages. Take the bile thrall, who exploit the senses. Aye, the living ca
: A T ones that wretch?” e

— Asphyxious, the Tron Lich

Y e = e

BILE THRALL SPECIAL RULES R |

LIEUTENANT
+Leader

UNIT
+Undead—A Bile Thrall is nor a living
models and never flees.

BILE CANNON
«Corrosion—Any model hir by the

-
-~

Bile Cannon suffers Corrosion, a con-
tinuous effect thar slowly erodes its tar-

get. Corrosion does one point of damagc
each turn during the model’s maintenance
phase until it expires on a d6 roll 1 or 2.
Corrosion is nor affected by water.

+Purge (¥Artack) —The Bile Thrall sprays
out the entire contents of its gurs, deflaring
and auromatically hirring all models within

8" of the Bile Thrall’s front are, unless line
of sight is blocked by an obstruction. All
models hir take a POW 12 damage roll
and suffer Corrosion, then remove the Bile

Thrall from play.

Leader and 5 Troops

Up to 4 Additional Troops
Field Allowance

Victory Points

Base Size: Small

O
LIEUTENANT
Leader

UNIT
+Undead

BILE (:'.-‘\ NNON
«Corrosion

*Purge (¥Attack)



he sraple soldier of the Cryxian Empire

is the thrall. They comprise much of

the workforce, some designed spe-
cifically for labor, others for combat. The Lich

TLords have seen such success with their use, it

awas a given to sooner or later coalesce thralls
with necro-mechanika. Hence, the most com-
mon mechanika-enhanced Cryxian soldier, the
Mechanithrall, a frightful combination of necro-
‘tech and undead rebirth. This risen warrior is
augmented with two steamwork gauntlets, pow-

POW P+§

ered by dark energies coursing through conduits
and pipes weaving in and out of their cadav-
erous bodies. The gauntlets greatly enhance

their strength—a buffer from a Mechanithrall
Base Size: Small ] o . _
is nearly as powerful as the swinging fist of a

steamjack.

Being among the undead, Mechanichralls

TROOPER
SPD STR MAT RAT DEF ARM know no fear. They selflessly charge into

destruction, climbing over the bodies of their

comrades to strike at the enemy. Still, a strange
cunning permeates their limited sentience, for

they have been known to use cover and ambush
points to their advantage, despire no
fear of death. Mechanithralls
‘are a favopred rool of

the Cryxian warcasters,

‘At the rate we keep killing each othen the Dragon will never want for new recruits..."

—King Lero Raelthorne, ar peace ralks in Five Fingers

bur a simple command—"kill them that live, pulverize

those who do not!”

MECHANITHRALL SPECIAL RULES

LIEUTENANT
+Leader

UNIT
+Undead—A Mechanithrall is not a living model
and never flees.

STEAM-FIST
«Combo Strike (®Accack)—A Mechanichrall

has a pair of Steam-Fists that can be used simul-

taneously for a devastaring arrack. It can make

a normal arrack with each fist individually, or it
may make a special attack with both Sream-Fists
at the same time. Make one artack roll for the
Combo Strike. Add the model's STR once and

the POW of both fists to its damage roll.

Leader and 5 Troops

Up to 4 Additional Troops
Field Allowance

Victory Points

Base Size: Small

* SOECIAL RULES

LIEUTENANT
+Leader
UNIT
+Undead
STEAM-FIST ) ]
+Combo Strike (¥Arrack)

release packs of these

W’I'IO are 31“'3.)15 cagcr o

necro-mechani-
kal cerrors
upon their
foes with




art necromancer, part mechanik, part evil

. genius, spiced with a dash of deranged

d lunatic—rchis is what comprises Lord Toruks
secrotechs. While the Lich Lords often spawn many
o the nighemares that stalk Cryx, the task of making

these perversities walk, slicher, or crawl falls to the
apable necrotechs. These sadistic engineers are

ROt against self‘-cxpcrimentarion. and are rarcl}-' less
modified with necro-mechanikal augmentation than
the thralls and ‘jacks they father. Far less than human,
asecro-techs see the world through evil-rinted goggles,
and thuy renounced the “ways of meat” long ago.

When not designing or assembling the next wave

of horrors, necrotechs skitter into bartle with their
“pretry little children,” in search of how to better their
creations by witnessing them at work. No idle observers,
however, they alone wield the skills ro repair their
infernal constructs. Even the highly altered rechs find

it difhculr ro haul hundreds of pounds of raw material
into battle, so they do what they can with whar fate

and carnage provides. Like the necromancers who raise
thralls from fallen mear, necrotechs drag sh.Tmbling
“scrap thralls” from the heaps of meral and bone.

Yer dubbing the necrotechs’ hasty creations thralls
is a misnomer. Scrap thralls are liccle more than spare
parts of a fallen jack slapped rogether and animated as a
shambling delivery vehicle for necrotite-powered bombs.
These ramshackle undead are just as likely to deronare
when a wayward bullet or arrow strikes them as when
they accomplish their last embrace—for their only real
goal is to clurch an opponent long enough for the bomb
to explode in a shower of bone, metal, and flesh.

NECROTECH & SCRAP THRALL SPECIAL RULES

NECROTECH
+Create Scrap Thrall (8] (FAction)—
Necrorech must be in base to base contact wich
a disabled or toraled wreck marker. With a suc-
cessful skill check, d3 Scrap Thralls are created
from a light warjack wreck or d6 from a heavy
Warjack wreck. Remove the wreck marker from
play and place the scrap thralls within 3" of
their creator. The scrap thralls may nor activare
this rurn. The number of Thrall that can be
created is nort limited by Field Allowance.
+Undead—A Necrorech is nor a living model

and never flees.
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“Ye see thar? 'Hm thing j jmt mgﬁid two orbcr tbmgs into !hm,bxggcr d:mgi %at m Morrows ggmc is going on>™
e — Victor Terrell, Cygnaran long gunner

Sty

VISE CLAW (NECROTECH ONLY)

JImmobilize—IFf the Vise Claw hits, it can either
do damage as normal or Immobilize its targer

without damaging ir. An immobilized

model may activate normally, bue it suffers -3 &

DEF and cannor move unril it is released or
its arracker is destroyed. The immobilized
model is released if the Necrotech moves or
makes another arrack with this weapon.
+Reach—2" melee range

SCRAP THRALL
+Independent Model—This model is not
part of a unit and cannot run or charge. An
army must include a Necrotech at the begin-
ning of the game to field Scrap Thralls.
«Thrall Bomb—If the Scrap Thrall is
destroyed or removed from play in any way,
it immediarely causes a 4" AOE blast. All
models caught within the blast take 2 POW
8 damage roll. Scrap Thrall is destroyed after
detonation.
+Dearh Burst( WAction )—Building up tre-
mendous steam pressure, the Scrap Thrall
doubles its SPD to rush an opponent. If the
Scrap Thrall makes a succesful melee arcack,
instead of doing melee damage, the Scrap
Thrall grabs the targer, hanging on as it dero-
nates. The grabbed targer takes a direct hit
POW 16 damage roll while all other models
caught in the 4" AOE take a POW 8 blast
damage roll. The scrap thrall detonates at
the end of its activation whether it has hir a
targer or no.
+Undead—A Scrap Thrall is

not a living model and

never flees.

VISE CLAW
Special P+
¢ pmne
Point Cost

Field Allowance
Victory Points

Base Size: Medium

MECHANO—CLAWS

Special P+5
? mmnr
Point Cost

Field Allowance
Victory Points

Base Size: Small

SPECIAL RULES

NECROTECH
+Create Scrap Thrall [8]

(¥Action)
+Undead

VISE CLAW
+Jmmobilize

+Reach

SCRAP THRALL

+Independent Model
'TI'I I':lI] BU“'lb

«Death Burst (%Action)
+Undead



LACERATOR

Special POW P+§
Y panp
HORNS

Special POW P45
Y rraae

Base Size: Small

Special  POW P+§

Leader and 5 Troops
Up to 4 Additional Troops
Field Allowance

Victory Points

Base Size: Small

" SPECIAL RULES

. DOMINATRIX

+Leader
UNIT
+Combined Melee Artack
LACERATOR
+Crirical Knockdown
+Feedback
+Reach
HORNS
«Crirical Knockdown
(small-based models only)
«No Combined Melee
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, and just as tkad!y Steer clear, lads, no matter- what yer loins tell ye. Theresd
thta be fnund’ ‘tween those rhrgbs

o e island of Satyx is a lost; legendary
place to the sailors of Immoren. The
only evidence of its existence are savage

jwomen called Satyxis. These cruel females came

to the waters of The Broken Coast with a will

o enslave
and kill.
- When they

arrived upon

the shores of

ryx, they

were surprised

to find thata

dragon ruled

the isle. Rather

than wreak

havoc, they

decided to

make this their

new home,

and before

long had allied themselves with the forces of the
Cryxian Empire as Toruk's ‘dark daughters”

Like everything else, they were not immune
to the Dragonfacher’s blight. Over time, they
changed, becoming more—or some might
say—less than human. Their eyes darkened,
their lips became pale, and long horns of twisted
bone sprouted from their heads. They found
these horns beautiful and took to adorning them
with jewelry or tokens to their draconic god.
Their personas and movements became more
bestial, as they ook to crouching, perching, and
leaping. Bur their beauty remained, in some dar| k
and twisted fashion, exuding an aura that draws
men's lust. Mythically beautiful, males of every
race fall prey to the Satyxis. Their apperite for
man-flesh is insatiable.

In combar, a Saryxis raider’s womanly
frame belies her inhuman strength. She is an
efficient killer with a pack mentality. One or
two of them charge, using their horns to deliver
a blow to knock their victim prone, then the

lathers circle the downed prey and use their
chain scourges to hook flesh, each one rearing
iand pulling from different directions. It is a
gruesome fate. They also employ this technique
“against warmachines, if need be, and are known
to use their chains to topple a warjack.

Chain whips are their favored weapons, made
from links of black steel, erched with sigils, and topped
with vicious hooks. They also favor melee weapons
over ranged weapons, preferring to get personal and
intimare with their adversaries. In combat, Satyxis

stick together in packs,
even when alongside
other horrors within
the Dragonfather’s
army. Standouts
sometimes occupy
positions of authority
in the pirate fleets, and
it is believed a select
few have direct access

to a Lich Lord or two.

SATYKIS SPECIAL RULES

DOMINATRIX
+Leader

UNIT
-Combined Melee Arrack—Instead of making
melee arracks seperately, Raiders in melee range
of the same target may combine their artacks.
The Raider with the highest MAT in the arrack-
ing group makes one melee atrack roll for the
group, adding +1 o the atrack and damage rolls
for each Raider, including itself, participating in
the arrack.

HORNS
+Crirical Knockdown—On a critical Hit, rarger
model is knocked down. (small-based models only)
+No Combined Arracks—Raiders may not make
combined attacks with their horns. Each makes
a seperate attack with their horns in addition to
other arracks.

LACERATOR
+Critical Knockdown—On a critical Hir, rarger
model is knocked down.
+Feedback—Anytime Laceraror damages a
warjack. its mntrolling warcaster takes a point of
damage. Combined attacks only cause 1 point
of feedback damage regardless of the number of
Raiders combining their atcack:
+Reach—2" melee range




ven Cryxs powerful necromancers sometimes

require assistance. Not just anyone or anything

can be useful to the dark magicians on the field
of battle. Some of these proficient warcasters have
tapped into a new resource—skarlock thralls.

Skarlock.s are rare; crcatcd Ol'lly b}' chc mMost

proficient necromancers. Each is quite unique, and
many skarlocks have extensive personaliries and
agendas of their own—somerimes apart from those for
which they were raised. Each one is blackened by the
dark sigils of its creation, and only small bits of exposed
bone acmaﬂy show berween the numerous sigils. The
sheer amount of necromantic power used in a skarlock’s
creation fuses the new thrall with its own sorcerous
abilities. While they have little knowledge of spelleraft
on their own, they learn rapidly from their masters.

The skarlock has been endowed with the ability
to cast a few of its warcasters spells and can tap into
the very magics used in its creation to unleash spells
themselves. Any spell a skarlock throws directly mimics
thatr which its master can ma.niﬁ:sr—making for a
spectacular one-two arcane punch. Skarlocks must stay
within close proximity to the warcaster, however, in
order to mainrain this magic channeling link.

-~ “Witcheraft begets witchcraft.”

—Scrutator Sevetius, upon the condemnation of a cult of Thamar -

= s,

=

X

The minions of the Dragonlord evu-_-gié_ﬁsé?w .
and improved ways to snatch vicrory after victorys o 8
from his foes, and with the power of so many '
channeling ‘jacks, and the added benefit of the :
skarlock thralls, the Cryxian warcasters are trul
a relentless force. Mainlanders, be afraid.

SKARLOCK SPECIAL RULES

+Bound—Each Skarlock Thrall is bound to a

single warcaster. The warcaster is considered to

i

SPD STR MAT RAT DEF ARM

control the Skarlock Thrall.

+Soul Cages—Gain a Soul Token for every liv-

ing model destroyed within 2”. During the war- Damage

caster'’s next control phase. remove the Skarlock’s Point Cost

soul rokens. If the Skarlock Thrall is wichin 2° Field Allowance

of its controlling warcaster, give the warcaster a Victory Folats

focus point for each soul.

+Spell Slave (% Action)—A Skarlock Thrall

may cast one of its controlling warcaster’s

Base Size: Small

spclls with a focus cost of 3 or less without
spending any focus points. The Skarlock uses
the FOC star of its controlling warcaster to

B T
g

resolve all effects of the spell including arrack
rolls. Rolls may not be boosted

since the Skarlock has no focus. «Soul Cages

*Spell Slave
+Undead

The Skarlock cannot channel
spells or cast spells with a
-range of caster’.
Warcaster
may allocare
focus points
to upkeep
spells cast by
the Skarlock
and all spells
cast by the Skarlock
are considered to
have been cast by
the warcaster. The
Skarlock Thrall
Cannor acr as a
Spell Vessel if it
moves outside of its
warcaster’s control area
or if thart caster is removed

from play.

+Undead—ASkarlock is nota
living model and never flees.
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He Deathripper. Cryx’s quintessential
bonejack. It is the staple of the Lich
Lords forces, and often the herald

for large forces. These jacks scurry across the
batelefield with surprising speed, vents wailing.
The high-pitched keen of the Deathripper
has been written about in fevered war journals
for quite some time, and if many of them are
active at once, this fearsome sound becomes the

SPD STR

ﬁj7754

MAT RAT DEF ARM
15| 14

MANDIBLE
s e

;u'*'. D t:i:se- s | 512 harbinger of the Cryx’s approach. It is a sound
rarely forgotten.
e
‘.ﬂ omncn The Deathripper is the most basic of all
' ‘. Cryx's constructs. It is builc mostly from the
e bones of fallen beasts and arranged to encase a
= . soul furnace thar glows bright green. It is light and
{. wlulclalalm fast, and often travel in packs. With little armor o
brotect it as it darts and streaks across the feld,

Deathrippers are the most disposable ‘jacks, easily
replaced between conflicts.

It has the simplest of weapons: its powerful
jaws. Their mandibles are tipped with alchemically
hardened steel, and are known to cleanly rip
chunks of metal or flesh from their victims with
'ﬁightening speed. Within mere minutes, in a blur

of billowing smoke, wailing metal, and bleeding

6 "
S AL S
f ARC NODE '

=o' MANDIBLE
/ +Sustained Artack

.
nc hydraulics, a few Deathrippers can strip a lighe
warjack down to its components.

But frenzied attacks are nor their only

tricks. The ancient masters of necromancy, have

BONEJACK-DERTHRIPPER™

“Tis something primalinus that fears the jaws of untamed beasts. The necromanicers capitalize on that with their Deathrippe

— Professor Viktor Pendrake, Royal Cygnaran University

.

mastered the art of crearing arc nodes for channeling
spells through these fjacks. Each Deathripper remains

in constant contact with the mind of its controlling

warcaster. This connection is murtual, allowing the

warcasters a further release poine for their destructive
spells. The Deathripper is as likely ro unleash a wave

of arcane doom as it is to leap into the attack with jaws

gaping. Little wonder that so many in the kingdoms
quake before its relltale scream and rerrible hunger.

DEATHRIPPER SPECIAL RULES

ARC NODE
The Deathripper may channel spells.
MANDIBLE
-Sustained Attack—Once the Deathripper hits a
rarget with the Mandible, additional attacks with

it against the same target this rurn will auromari-

cally hir. No addicional attack rolls are necessary.

LLI A 6°'4" / 2.5 tons

LRUETE S Mandibles (head), Necrotech Arc Node

20 Kgs (necrotite) or 40 Kgs (coal)/18
hrs general, 3 hr combat

UNKNOWN, first seen in 502 AR

Fuel Load/Burn Usage

Initial Service Date

UNKNOWN

Cortex Manufacturer

UNKNOWN, credited to be the first
true Necrotech constructs

Orig. Chassis Design
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“ BONEJACK-DEEILE
- “Tisashame ‘b‘] are so fﬁ't’fri.w..--M-T'ta'vt';_!‘-.'-lié"t;}' I:Sro use. e .
- — War Witch Deneéhm, commenting on the Defile's sludge cannon - '?rfp‘

-
ne variation of the common bonejack is the  and delivering terrible acids spewed from its mouth or -~
- — - . i g . ol
Defler. It serves as the Cryxian light assault  sorcerous destruction from its arc node.
bonejack. Fast and mobile, it can cross the

battlefield in a few long serides and fix its controller’s DEFILER SPECIAL RULES

chosen target in its sights before the fight has scarcely ARC NODE

Pegun, The Defiler may channel spells.
The Defiler avoids close combat altogether, and SLUDGE CANNON

+Corrosion—Any model hit by the

Sludge Cannon suffers Corrosion, a con-

7]7[5]4[1s[14] T8

instead hoses down the enemy with the wide nozzle of

g SLUDGE CANNON .

its s].udgc cannon. This device sprays acidic bursts with OF AOE PO

rear precision, pumping our a thick, viscous corrosive : :
& P PSS tinuous effect that slowly erodes its targer. L 8| 1]|—]12 i

thar ears through meral and stone as easily as flame 5 : q E
=% (..0['!'0510!1 dOCS one pomt l]!' dﬂiﬂﬂgc L'ach

consumes wood. Mundane mechanik experts have yet i ; :
turn during the model’s maintenance

to discover where the Defiler stores this acid, as it seems T .
phase until it expires on a d6 roll of 1 or 2.

impossible to house the sheer volume of rhe stuff char 1 .
Corrosion is not affected by water.

each bonejack vomits forth.

Like all bonejack variants, the Defiler is equipped

with a necro-tech arc node. Some engineers and dark
theorists believe that the arc node itself somehow

channels the ammunition in from some netherworldly

region, and that it is only a matter of time before the
Cryx can channel entire armies of the undying through
these specially crafted arc nodes. Whatever the source
of its ammunicion, the Defiler is a horribly efhcient
machine capable of getting behind enemy lines quickly

- ARC NODE

SLUDGE CANNON

+«Corrosion

Height /Weight AR X-8 01H

[ LTS Sludge Cannon (head), Necro-tech
Arc Node

[T T T LIEE ol 20 Kgs (necrotite) or 40 Kgs (coal)/
17 hrs general, 2.75 hrs combat

(N R L CL - UNKNOWN, first seen in 512 AR

Cortex Manufacturer JILL T

Orig. Chassis Design JILLGTL
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T wish 1 could gaf-l‘_:ﬁ happy to m‘t}:ﬁu 't_es}‘hg something that docsn't burn, dissolve, or chew-on us...but I'm not.”

> - :;J e —Caprain Aleksandr Radu, Skrovenberg militia
. g‘ 5 ‘
w ~—Yor centuries, Cygnar has had the
undesirable fate of being the testing L UL 6'4" / 2.75 tons
ground for Cryxian developments. With LLEL LU Doomspitter Launchers (head)

5@ their proximity to the dark isles and the wide P RERY AU TP 20 Kgs (necrotite) or 40 Kgs (coal)/
SPD STR MAT RAT DEF ARM ’4. i ge ofﬂpen L‘QQSIHI’IE, itisa SITlilI.l martter ro 17 hrs general, 2.5 hrs combat
. 5 4 1151 14 besch acraftona quie: shore and unload a pack [LTETETTR Y BT S UNKNOWN, first seen in 590 AR

J. Lof the larest necrotech monstrosities. In favor of L R BRI UNKNOWN
l‘* @ DOOMSPITTER

LR L B che fact chat Cryxian innovations are historically
HEAD nnam ew and far berween. They also seldom vary

om certain traditional themes; this one with
DAMAGE 1 2 3 4 5 6 isnapping jaws, that one with corrosive spray— walls, lead by a single, unknown warcaster. The jacks
GRID -

'Cygnarans however, i5 an adaptable spirit. and DA BRI BRI Cadre of Necro-Techs under instruc-
tion by the War-Witch Deneghra

ithe Cygnaran military eventually learned ro deal charged and the long gunners took position, closing
SYSTEMS
Head (H)
Cortex (€} Burt Cygnar’s familiarity with Cryx’s

Movemaent (M)

lwith most of the horrors. ranks to minimize their lanks—appearing almosr like
a giant porcupine covered in rifles instead of quills.

Deatchrippers would never reach them before the guns
arsenal was shartered a few years ago when P €8

Are Node (4) shredded their skulls, Deflers might get a few spurts

the necrotechs began thinking more creatively. ] o2 ; 5
: off, bur Cygnar's long gunners would suffer but a
Point Cost From New Larkholm came a dispatch thata I &8 .
L 3 . . few wounded ar worst. As the bonejacks grew nearer,
Field Allowance Cryxian landing party of bonejacks had been B g d
e ) = : = 1 the gunners noted the smooth, unfamiliar, beak-like
Victory Points _ sighted two leagues south of the city. The coastal

skull of this unknown warjack, and they were wholly
) fort of Westwatch, less than 10 leagues away, , Pt / -
Base Size: Medium 3 ¢ T & / unprepared for what would come next.
‘immediately sent out a division of long gunners.

Confident the city could defend itself until their The pack split, fanning out, just out of range
arrival, the long gunners prepared for another of the guns—a tacric seen often, and one they had
routine cleanup. positioned themselves for. Next would come the ploy
Siibeivateival. thev Rttad the salls of of darting in n_nd out of range of their sludge cannons,
B e Tttt o attered. a5 i by cannion fire. or moving in for close combat—or so they thought.
Many buildings had been reduced to smoking

theaps, and the inhabitants had raken refuge

[nstead, the bonejacks simulraneously closed their
circle. Guns blazed and a few of the jacks fell, but
as the rifles cycled their next round, the bonejacks

in cellars or fled into the open countryside. A ! ; :
. . 4 . suddenly returned fire with a devastaring effect.
pack of a dozen bonejacks stirred outside the ; ; i &

Clusrers of small projecrile bombs exploded all around
the right groups of long gunners. In seconds, the entire
division of gunners had been reduced to a smoldering
heap of flesh flayed from bone, and the blood coursed

to the meral talons of the bonejacks, which had not
moved after their single volley.

Silently, the jacks turned and followed their
master back to the landing skiff on the rocky beach.
Their mission was a success, and the necrotechs
would soon bcgin mass production of the
newly rested Nightwretch.

ARC NODE

The Nighrwretch may channel spells.
it Y F




had'a proper defense liney as pl'anncd—lmﬂdads surroundmg Ebe Char
ent wrong. Tivo of those things burst up from the beach and opened fire. Before the Trnnc!nds could move, the be%reded in rhe
Chargers like dragonfish on an angler’s line. Our defense had been ruined..."

—Commander Coleman Stryker, regarding a rare defear at Blue Sands

hen bartling the Iron Kingdoms' meral
Cryxian
one goal: ger close and rend meral.

giants, a commander has
Although TorukK's generals found various ways to speed
their necrotech constructs across the battlefield to
accomplish this goal, it was not enough. Challenged to
lure smaller targets, the Cryxian pirates assembled the
Reaper helljack to bring the cowards to them. The first
of these horrible machines blooded its weapons at the
next landing, and word of its capabilities spread among
the Lich Lords. Soon after, every Cryx commander had
a Reaper ac his beck and call.

Made originally from the workings of a Slayer,
the two models share many similarities in body and
internal construcrion. The faceplate has larger eye ports,
the Reaper needing much greater vision and accuracy
to make use of its unique weaponry. The Reaper also
lacks che |.\owcrﬁl] deathclaws of its sister chassis, and
one entire arm has been replaced by a viciously long
mechanika spike. This necromantically-tempered piston
of sharpened steel—the helldriver—can punch deep
holes in the thickest of iron skins, driving repeatedly into
the rarget like the stinger of an assassin wasp.

The original helldrivers still had a major limiracion,
that ofbcing less versatile than the Slayer's bladed fists, its
rapid strikes make aiming rather difficule unless a rarget
was pinned or immobile. Inspired by the Uldenfrost
coasts whalers, the rtechs installed an augmented
harpoon launcher, and added a nccmnrc-ﬂ\rgcd barb
to its tip. Thus enhanced, the Reaper's harpoon could
puncrure and grip the toughest of armors. Since warjacks
tend to be unwilling dance partners, the chains used to
reel the thrashing carches in have been alchemically
hardened and strengthened to withstand vast amounts
of pull and drag. Even so, truly enormous warjacks such
as the Juggernaur or Ironclad, are far too heavy for the
Reaper to pull, which makes smaller targers—even living
ones—its chosen prey.

LEEEC T T 11°10" / 6.5 tons

UL Helldriver (right arm), Impaling Har-
poon (left arm)

T RLEL Y : T R IEET0 40 Kgs (necrotite) or 100 Kgs (coal)/
10 hrs general, 1.5 hrs combat

The Reaper is a symbol of the ever-evolving
ingenuity of the Dragonlord's servants. It shows
that the undying minds of the Lich Lords and
their minions are not withour craft. Like a stallion
trapped in the claws of a Bloodstone scorpion, a
Reaper’s victim often writhes and wriggles in pain
as the hc]ljﬂck gouges mcrcilcssl}’ into them over

and over.

REAPER SPECIAL RULES

REAPER
» Tusks—In addition to providing an extra
weapon for attacks, the Reaper’s Tusks give
it POW 2 for Head-butr atracks.

HARPOON
its
target is reeled into base-to-base contact
with'the Reaper, stopping short only if it
contacts another model or a terrain feature,
The Reaper may only drag models wich
smaller bases than its own. After a success-

ful drag, the Reaper may immediately make

one melee attack with any melee weapon.
Focus points may be used for additional
melee arracks.

HELLDRIVER

SPD STR MAT RAT DEF ARM
6 |10| 6 | 4 13|17

ﬁ HARPOON

ROF  AO
8|1
HELLDRIVER
pecia rU

Sus-
tained

TUSKS

SPECIAL RULES
REAPER
“Tusks
HARPOON
+Drag
HELLDRIVER
Sustained Arrack

ILTETRS Y R Ll UNKNOWN, first seen in 557 AR Sustained Arrack—Once the Helld#iver hits a

target, additional attacks with it against the same

(T O ELTN AT T UNKNOWN

Lo [y -l e BTS00 EES W Lich Lords of Lord Toruk

target chis turn will auromatically hit. No addi-

tional atrack rolls are necessary.




DAMAGE
GRID

SYSTEMS
Left Arm L)

Rght Arm (R)

Cartex |C)

Movement (M)

Point Cost
Field Allowance
Victory Points

Base Size: Large

SPECIAL RULES
SLAYER
«Tusks

DEATH CLAWS
+Combo Strike (FArtack)
+Critical Corrosion
«Fist

v A
vl
o

Wl

assive hulks of meral, magic, and

undying soul, the helljacks are necro-

mechanikal nightmares thar stalk

@ the battlefields in search of prey. Their soulfire

rnaces burn hot with savage energy, pushing the

mechanika ro perform grear feats of destruction.

‘The first helljack ever to curse western Immoren

with its vile presence, the simple and effective

i Slayer, exists only ro crush and rear the enemy
apart with its deathclaws.

The helljack firs well with the more
bloodrhirsty warcasters, as Cryxian commanders
think rarely of rtactics when commanding the
 heavy-handed Slayer. It taps into the remnants
of life forces within its necrorite furnace, and
the pain and suffering found therein pushes
the Slayer ro grear heights of destruction. The
i corrosive acids and withering enchantments on
its claws rend metal and armor apart, leaving
'behind wounds that are to metal as infection is

to skin. Two long tusks wrenched from some unknown

beast adorn the Slayer’s armored skull, vicious additions
reinforced with sorcery and able ro deliver shattering

gore actacks.

JRCK-SLAYER .

An eerie green glow pulsates from the Slayer's
soulfire furnaces, between the cracks and folds of the
helljacks armor, and up through the ever-searching
eyes of the iron and bone beast. These rwo sickly
green sockets glow frightﬁﬂly. a horrid sight that has
fathered ancient tales of these emerald orbs. Thus are
any greenish lights, like those found foating in the
bogs and fens of Immoren, often called “Cryxlight” by
superstitious travelers. Stories of these glowing lights
leading men to their deaths on the bony claws of Toruk's
minions date before the records of human steamjacks,
which deepens the mystery of just how long helljacks
have emerged from Lord Toruk's black shadow.

SLAYER SPECIAL RULES

SLAYER
« Tusks—In addition to providing an extra weap-
on for attacks, the Slayerss Tusks give it POW 2
for Head-burr atracks.
DEATH CLAWS
+Combo Strike (KAtrack)—The Slayer has a
pair of claws that can be used simultaneously for
a devastating artack. It can make a normal attack
with each claw individually, or it may make a
special artack with both Death Claws at the
same time. Both claws must be operational ro
make the Combo Srrike. Make one arrack
roll for the Combo Strike. Add the model’s
STR once and the POW of both claws ro

its damage roll.

+Crirical Corrosion—On a Critical Hi, rarget
model suffers Corrosion, a continuous effect that
slowly erodes its rarget. Corrosion does one point
of damage each rurn during the targer model’s
maintenance phase until it expires on a d6 roll of
1 or 2. Corrosion is not affected by water.

+Fist—Both of the Slayer’s Death Claws have the
abilities of a Warjack fist.

NI 11'10" / 6.25 tons

Twin Death Claws (right and left
arms), Tusks (head)

Armament

TR RET - TR TPV 45 Kgs (necrotite) or 100 Kgs (coal)/

12 hrs general, 2 hrs combat

[LTHETR-TTRU I BT UNKNOWN, first seen in 531 AR

Cortex Manufacturer RULLGTHL

DL P EESER EUEO N UNKNOWN







—Queen Ayn Vanar XI

‘endarl the second, Ashroven, 602 A.R.,
* Chamberlain Fedor Ushkaya speaks to
hundreds of Khadoran Winter Guard
; recruits at their initiation in Korsk before the Queen
9 Ayn Vanar XI:

Strength! Our oldest tradition. Strengrh. It
runs in our blood. We are the Iron Kingdoms.

We, Khador. Withourt us, there would be no Iron
Kingdoms. And this is the way of it...

...Generations ago, our forebears watched
as the Orgoth longboars furrowed the western
shore. They did not bow their heads lightly, buc
over rime their southern neighbors fell and could
offer no aid. When thar yoke did come, they
were the last to bow under ir...though they did
so silently, wordlessly cursing their new masters.
If only the south were as strong as the north,
history might have been re-written. But as i
were, Khador could not stand by herself against
the resources of an entire empire.

So the Orgoth came and ruled for
generations from their sprawling cities—cities
~ that once sullied the Motherland’s fair skin—
cities long since razed ro the ground by Khadoran
flame. “Twas our fathers who suffered greatest
under Orgoth oppression. These lands...where
you stand roday, where you walk, where you live...
they were all populous with vile, baneful, invaders.
| They forced your kin of times past to turn the dirt
for their food, to mine the earth for their precious
gems, to please them by sport, or toil, or death.
They were treated as dogs...and the fire in their once
"mighty hearts faded to barely an ember. Theirs was a
simple but all too painful choice: submir or die.

Some lived. Many died. But the Khardic horse
tribes of the west—theirs was once an empire that
spanned these lands from the peaks of Rhul to the

- Khardic Sea—and they refused to submir. Most
 of them died fighting, but some tribes withdrew,
migrating into the wild places of the Kovosk and
throughout the Thundercliffs. Centuries of quiet were
~followed by centuries of infighting, as the Khards
‘warred with barbarian tribes of Skirov and Umbreans
for dojnijn-a'nce of the region. Even the dwarves became

involved, for they also populated those mountains,
which mark the borders of Rhul. The Orgoth never
managed to conquer this savage region and, in time,
the tribes launched sporadic raids ar the fringes of the
empire. The savage east was an untamed, ever-constant
menace.

Cygnar claims they should be credited with
the first victory over the Orgoth because of their
Colossals, while Llael claims it was their so-called
“Army of Thunder” that inspired the Immorese to
throw off their chains. Fools. Nearly 500 years ago,
hordes of Khadorans descended from the wesr,
the horselords leading them. They surrounded and
engulfed the first Orgoth city—some nameless hole
now swallowed up by the earth—and razed it to
the ground. This was years before the rise of the
south; Khadorans were dividing the spoils when the
first speck of courage struck the mild hearts of the
Cygnarans. In less than a full rurn of the seasons,
Korsk and Rorschik were released from Orgoth
control, not with the subterfuge and wizardry of the
southerners, but with the very weapons the invaders
had used against us—with hatred, and blades dipped
in blood.

The great city of Korsk had been liberated, but
was still under threar. The Orgoth did not want to
give it up easily. They regrouped and beset the city,
incensed, and avidly wanting to recaprure it. They sent
infernal evils, men made of metal and flesh, and fiery
engines of mass destruction against her walls, bur the
city stood strong—as strong as she does this very day,
never shaking, never allowing raiders entry into her
beloved walls again,

Bur the Orgoth were yet very powerful. Their
forces gathered en masse. It was a matter of time
before the odds were deeply stacked against the
Khadoran rebels. So our forefathers made pacts wich
the south through the Iron Alliance. The Cygnaran =
engineers were doubtless the ones who did most of '
the convincing, illustrating the designs for the grearest
weaponry in all of history, the Colossals. Surely, I
these gigantic constructs were a wonder to behold. =
To just see one of these massive machines clench its

mighty fists and peer with burning eyes toward the




convmced the Khadotans that wn:h their help, the
Colossals could be a reality, and in 160 A.R. the Iron
- Alliance was born.

: In those days, we were forced to use underground
f&ctones in Cygnar, The fighting in the Motherland
“was too thick—our valiant warriors were endlessly
keeping the Orgoth at bay. When the bandylegs
joined the cause and opened their borders to the
- Cygnarans and the Llaelese, the old enmities wouldnt
“die, and Khador was refused a Rhulic welcome. The
dwarts convinced the Cygnarans to cloak the creation
processes of the Colossals and to bar the Khadorans

from the factories. In spite of this, we had learned
what we needed ro know. Perhaps we did not have
Cygnaran mechaniks or Rhulic insights, but our
engineers conjured up our own mighty Colossals just
the same. We are nor known for our “ingenuiry” and
this surprised everyone. Always, they underestimare
us. Always, the Cygnarans look down on us, as if we
are beneath them. These things have nor changed for
millennia, and I say, so be it. We do not require the
approval of the south.

Bur we must ever be on guard against their ploys.

In 188 A.R., information leaked to the Orgoth about
our secret factories in the northern mountains. It
was believed thar these were agents of the southern
kingdoms, many believe it was the Rhulfolk who
made this known to the enemy. Because of this, the
Orgoth-—wh{) had been ﬁgh fil'lg on l?\"cr}' fl'ol'lt'—r(:'
focused on Khador. They brought an immense army
of their infernal warriors and undead dreads—larger
than any in all Immoren—rto bear against our
ancestors, to wipe them our forever. It has never

- been proven whether one or all of our former allies

" conspired against us in those days, but it marrered

not. Our Motherland has ever been our grearest

ally, She awoke, having enough of the festering fleas

biting her skin, and conjured a winter to meet the

armies of che grear enemy: It was the fiercest winter

of all rime. Razor-sharp winds and tower-deep snows

immobilized the armies, trapping them in the valleys

and the plains, a freezing cold that stole che breath

~ form their very lungs, forcing them to turn away from

*their mission of doom. Khador herself had saved her

- people—a sign in the purest sense of the need to

- forever protect our borders from outside invasion.

Times changed then. The war turned after thar
" hard winter. We could not bear out any southern
?_ treachery, so our chieftains were forced to be prudent.

.
£

strong as iron, like the skin of our mlghty wﬂ_’]actg. il"
one must sleep with his foe to stave off a greater em..
so be it. The Iron Alliance had ro suffice. "

And so it did. Slowly buc surely, the vile Orgoth
were pushed back. For two years, the Alliance forced
the invaders from Immoren. Like a swarm of locusts,
they fell back, slaying innocents, ruining cities,
buming fields...the old enemy left behind a swath of
ashen destruction, sorely wounding the Motherland
in their flight. It was a hard fought, two-year retreat’
called the Scourge, but the day came when the lasc
of them boarded their black boats and pushed off
from our shores, sailing into vast Meredius, back

to wharever hell that had spawned them. The Iron
Alliance had won. Immoren was once again ours.
All thar remains of the Orgoth are some scant
ruins and scars in the earth from the gashes of
their Scourge. None of you should ever forget the
harshness our ancestors endured for our freedom.

We watched and watched for the Orgoth
to return, but they never did, and the time soon
came for rebuilding. In 202 A.R., the Council of
Ten convened in Cygnar, in Corvis, the sinking
city, to establish a new age for all of our kingdoms.
For weeks, the plans were argued and outlined,
put down on parchment, then shredded and
put down again. The Cygnarans and their Ordic
lackeys mainrained ir was easiest to use the lines
drawn by our former caprors. Preposterous as it
sounds, the council agreed! What had become of
heritage? Where were the lands of kith and kin
in this grear plan? Indeed, many things influenced
our ambassadors; wine being the least of them, for
ﬂssﬂred.ly it was rl't:ai.‘her)' [hﬂt had rca.red up once
maore.

When the final maps were laid down, Khador's
original borders in the south and east were non-
existent. Instead, they gave us the north ‘as far as
we wished it So generous of them. Inheritors of
waste, that's what we were! Much of it simply dreck.
Hinterlands. Wastelands. Tundra comprised of Jagged,
frost-rimed mounrains, fallow, rock-strewn hills,
endless, barren, plains of ice...snow-filled ravines to
swallow us up! Yes, the Cygnarans would like thar,
would they not? Oh, and in their typical fashion, Ehé}' :
did not hesitate to snatch the largest. and most ﬁ;_;ule%__
portions; claiming the richest lands of Immoren as



e 3 Ftobulfer the dﬁgon god and his Cryxian
2 "ﬁspawn The Lla.elese-—how shamaﬁﬂ it is to think we

_up nm to the ancestral homes of the elves and
‘ ';’dm.m:s thinking that the non-humans would make
“worthy friends” Khador had been duped, fooled by
£ mind-numbing garrulity and ample stores of drugged
~ wines, and likely foul magics were also involved.
_ Forthright men who are not world-wise easily fall prey

& to the devious doublespeak of the south, that language

greed and treachery, especially when coupled with
. magical trickery, and chat is our state even roday.

But we are proud and we are strong. We are
men and women of iron resolve. And so we came
b from those treaties with a will to abide, in spite
of the poor choices of our ensorcelled councilors.
" Men who swore to honor it for the duration of
their lineage had signed those contracts, and
Khador would make the best of it. In less than
one hundred years, our elders brought it to our
attention that the families of those councilors
had, for whatever reason, no sons. The poorly
worded Corvis Treaties no longer had sway in
Khador; the lands refused us by those deceitful
papers were our lands, and should be again.
Cygnar’s leaders and diplomars rell of how our
queen’s hand was dipped in the blood of her
own councilor’s families. Lies. Typical southern
muckraking meant only ro incite those who
would hear them.

The Corvis Treaties were void. We began
the process of reclamation. Our leaders called
for support and Khadorans from every corner
of life came back to the Motherland—even those
| among the Fraternal Order of Wizardry severed
‘their ties, returning home, and forming a new order
in 243 A.R. called the Greylords Covenant. These
men brought magic in grear tides back to our cities,
renovating our war-torn Colossals and crafting new
forms of mechanika to strengthen our expanding
borders. We clashed wich Cygnar, with Ord, and with
Llael in the grear Colossal War, and for seven years
the massive constructs wreaked havoc upon the land
and its people. It ended with our compromise at the
Disarmament Conferences that in return for land we
would dismantle our Colossals. Truth be told, the
: -ao;ﬁ'qi‘i:i‘cfs"ha& proven too much for the royal coffers
; Egmamram

A peaoafﬁ)rﬁu éurgnou of C'

Colossal Guard, but evenually o

Queen Cherize, recommenced the Khsdnmn stance
against Cygnar, its hegemonic habits and partisan
politics. Around 293 or so, hostilities had resumed.

All Colossals had fallen into ruin by that time, having

been formally rerired roughly a decade earlier. This
new campaign—the Border Wars of 297 A.R.—was
fought with steel and cannon, and with the latest and
greatest wartime innovation, the watjack, making its
debur en masse ar Ravensgard in 299 A.R and The
Ironfield near Corvis in 300.

It is said the barbarians thar stormed Midfast
in 305 numbered a hundred thousand. There was
little hope of the city surviving such a vast horde,
but something divine took place. An Ascendant of
Morrow called Markus saved the day. Iv was a turning
point. The gods had deemed to join the fray. Over the
next seven or eighr years, Immoren was in turmoil.
Bartles were often Fought where it was difficult to
tell sides, and on occasion three and four armies
would clash ar a time. When young Queen Vanar V
came of age, she sounded the recall, calling for new
negotiations rather than risk any more bloodshed. It is
known she was a gentle queen.

In 313 AR, treaties were signed that yielded the
sea town of Radahvo to us—since then we have re-
named it Port Vladovar. As expected, Cygnar spoke
against this, bur the Ordic king claimed he had not the
resources to maintain the city and it became ours and
remains so. Years of negotiations eventually yielded
the city of Laedry entirely to Llael. It was their claim
that at the place called the Sea of Graves they had held
their ground and, by rights, Laedry should be fully
theirs. We had already used every resource from within
its walls, having grudgingly shared it with the Ryn for
a generation, There wasnt a secret uncovered thar was
not recorded for our use. With this cessarion, a rigid
peace of sorts blanketed the kingdoms for 200 years.

Until the Cygnaran Civil War. While we
Khadorans have managed to allow the two religions
of Menoth and Morrow o exist side by side without
rancor, paying homage to both gods, Cygnar was
unable to accomplish this, the state heavily favoring
one religion over the other, resulring in division and
much bloodshed. In its eternal hubris, Cygnar exiled
their Menites, dictating where the very gods should
rest. What arrogance to think thar they could simply
turn Menoth away from their lands!

Ruslan Vygor was a whelp when the Protectorace

of Menoth was founded, buit he was raised a devoted -

-

Menire, and he was sorely vexed with Cygn:: from &
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~ “decreed he would carve a new future for aur people,
and he gathered hundreds of Khadoran patriots,
scores of mechanikal giants from the Greylords,
and dozens of racticians. With Juggernauts and
Destroyers, Vygor's forces carved a path through the
perilous Thornwood to the very site of Cygnar’s first
transgression, to the sinking city itself, to Corvis.
With the aid of the Greylords and their magics, they
made it all the way to the Dragon’s Tongue before the
Cygnaran armies met them.

In their usual recreant behavior, they bombarded

Vygor's army from the other side of the river rather
than take the field in open combat. So determined

8 were they not to fight, they broke some of the finest
stonework bridges in all the lands, just so they could
hide across the turbulenr waters. Hundreds of soldiers
died, and two score warjacks were scrapped. The
Cygnaran cannons did their damage, but whar justly
turned the tide was a betrayal by mercenary troops,

| who treacherously turned againse the Khadorans.
They were trapped between the river and a fresh
army—ryet another show of Cygnaran treachery, and
the last rime Khador will be duped by the dogs of the
south! King Vygor fell in bacde during the Thornwood

. Warin 513 A.R., and only a handful of Khadorans

b/ survived the Bartle of the Tongue.

#mmsm;t,,u FRHADOR
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spite of such turn N oss-'in recent rin.*:es.
I believe our finest hour awaits us. For almost a
century since the Thornwood War, we-have rebuile,
Our warjacks are strong and our people, stronger _
than ever. We are loyal to the Crown, and to the b
Motherland, who has delivered unto us many of the
lost Orgoth secrets, allowing access tomysteries older -
than your grandfathers' grandfathers. Khador's heart
is her people. Strength is her tradition, We approach
a new age, an age where the past is visited upon the
present, and an age where thac which once bound us
will now be used against those who seek to bind us
anew. Beginning roday, we Forge a new Khador, We

were SI:rong enough TO Cast out chc Ol'goth aﬂd now -
we are strong enough to harness their relics to serve »
the Motherland.

Our honorable Queen Vanar XI, ancestor
and namesake ro that gentle sovereign of long ago,
has decreed we should prepare for the next step.
Strong men and women like yourselves will be on:
the forefront, the first to take that step. You are
Khador’s children! Do nor falter. The Mocherland
thar has defended you and kepr you safe now calls
upon your strength, because it is that strength
which will overcome our enemies in the barrles in
the days ahead. It is our oldest, finest rradicion.

Your strength!

5
J.
4
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“As wild'as Khador itselfyd Zoktavir is a force of nature that stems from ancient blood. Some say his manners and methods are ci3
d:m;:gbred dmi ﬂt{tr[y repuiswc, but 1 ask you, as Khadorans, would you dm_y that he is not the Wn‘ perwmpmmn qf victor

any cost? Has he ever fmicJ us?”

—Queen Ayn Vanar X1, when confronted about the continued assignment of the infamous Butcher of Khardov

he mountain men of Khard are known for
cheir size and fighting spirit, but Orsus
Zioktavir is a legend amongst his own people.
He hails from the long-since abandoned Orgoth
fortress-turned-village called Khardov. Seven and
a half feet tall and all bur half this in breadth, he is
indeed a massive man who developed his arcane skills
early on. Orsus’ past is wrapped in mystery and none
seem to know anything of him until che day he
appeared in Korsk with an iron grip on the reins
of two old warjacks.

He gained nororiery as"The Butcher of
Khardov” during his-first command, when a
village at Boarsgare Keep announced their
withdrawal from Khador to join with Ord. Orsus
could not abide such untrustworthy notions
and, without orders, he rook it upon himself ro
crush this “traitorous rebellion.” He gathered fifty
men and marched ro Boarsgate. A contingent
of militiamen awaired him there with wishes
to parley, but Orsus howled at the heavens and

charged. Crying berrayal, he and his

Khadorans attacked. It was carnage. Halfway rhrough
the slaughter, the militiamen surrendered, but Orsus
kept hacking away. His men tried to restrain him,

but in a wild rage reminiscent of Orgoth berserkers,
he accused his own warriors of treachery. With his
massive axe, he rendered every living man to pieces.
His rage was boundless. Moments later, a roral of
eighty-eight warriors were simply dismembered parts
strewn abour Boarsgare. Those who wirnessed the
afrermath told of blood so thick on the cobblestones
thar rats leapt from one body part to the next for fear
of drowning in the gurrers. This day became known as
the"Boarsgare Massacre.”

Word spread quickly of the bloody act, earning
Orsus the ttle of “Butcher of Khardov” The news
ultimartely reached the ears of the newly crowned
Queen Ayn Vanar XI, and seeing a consummate
warrior, she exonerated

him and openly




: kommandcrs guesscd TN
queen’s true intent—to parade
a new weapon against inside

. politics. Now; to speak or act
[ against her may result in a visit
~ from the Burcher.

Orsus Zokeavir is withour
doubr a powerful warrior.
He wields his axe, Lola—ic
is rumored to be named after
a long lost love char fuels his
rage—with a vengeance. For
the occasion when direct force
isn't an option, he carries a
mechanika blunderbuss to
spray Iﬁccl'ating pellets mixed
with rock salts into his enemies,
hopefully wou nding or maiming
them enough to preserve the
killing blow for his axe. He
wears a modified suit of steam-
powered rune armor thar was
literally taken from a funcrional
warjack. In its protective casing,
the Burcher is nigh unsmppablc‘

Younger warcasters such as
Sorscha view the Butcher with
disdain, more traditional ones
like the Dark Prince of Khador
see him as nothing more than
a weapon, while troops across
all of Immoren cannor remove
the vision of this axe-wield-
ing giant from their deepest
fears. Orsus Zokravir fights for
a deeper cause than even he
knows, for something burns in
his blood from the days before
the Iron Kingdoms, from a
time of mountain savages and

bloody sacrifices. The Burcher of

Khardov is the personiﬁca[ion
of warfare and bloodshed, and
woe to any fool who stands in
his way.

‘he Butcher's rage runs deep. It is the

"% well from which he draws his power and

and the inspiration from which he leads
his force into battle. His rage is conta-
gious, and when the Butcher relinquishes
what little control he has over it, all who
‘march by his side, man and machine, will
succumb to this blood lusting frenzy.

All friendly Khador models within the
Butcher's control area add an additional
die ro their damage rolls this turn.

SPECIAL RULES

THE BUTCHER

+ Terror—Enemy models/units within melee range must pass a

command check or flee.

LOLA

+Brural Dam.}gc—Add an additional die to Lola's damage rolls.

+Reach—2" melee range

Spells Cost RNG AOE POW UP OFF

AVALANCHE 4

S|8|9]S5

FOCUS 6 |CMD

BLUNDERBUSS

Special

POW P+S

Damage
Point Cost
Field Allowance

Victory Points

Base Size: Medium

8 3 15

A grear stone 15 ripped from the earth and hurled ar the enemy.

FURY 2

T:I!'gc:r model/unir suffers -1 DEF but gains +3 POW o melee ;L:m,;gr rolls.

HOWL 3

Caster CTRL —

All enemy models/units in AOE must pass a command check or flee.

IRON FLESH 2

Targer Warrior model/tnit gains +3 DEF and suffers -1 SPD.

“KILLING BLOW 3

Caster — -

Double the Burcher’s STR for next melee damage roll. Expires after use.

RETALIATION 3

Targer model may make one melee atrack our of rurn against any model thar his it in melee
combar, before raking damage. The reraliating model srill rakes any damage rolled by the
al.'l:.:c]-:il\g mode] after rcm!\'lng Retaliation. Si“'l"l expires afrer target model makes one retal

1arory arack. Retaliation arrack and damage rolls cannor be boosted.

6 = =
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WARCASTER-]

3 z i

“She is@ perfect exanipleof what a woman should be. Pale as the ice that blankets us, beautiful as the starry sky, and-as deadly &
. winter storim. ; 4 R
e % —Kapitan Sergei Dalinski, Man-o-War officer, regarding the Warcaster Sorscha
-,
hen a teary-eyed Sorscha Kratikoff was taking place in a recently harvested hop planta-
looked into her father’s face ar the age tion, and she snatched up a farming scythe on her
of thirteen winters and asked to be a way into the fray. She cur men down like stalks of
soldier like him, he just smiled, patted her dark black grain, but most of her troops were down and she was
curls, and strode out the door to join his unit. Later outnumbered ren to one. One foe sliced her cthigh and
that month her mother got word of the massacre she fell, shouting more in shock than pain. Suddenly,
at Boarsgate. Sorscha’s facher was among the dead, the world froze. Around her, everything—including
executed by Orsus Zokravir, the Butcher of Khardow. her enemies—was encased in a layer of ice and frost.
_Two years later, Sorscha lied abou her age and joined  She stood as the Juggernaut warjacks shattered the
_the Khadoran Winter Guard. She foughr against layer of quickly melring ice thar covered them. They

all odds and not only survived the rigors and may-
hem of war but excelled ar it, fueled by the image
2 in her mind of her father's bloody end ar the

hands of the Butcher.

Sorscha served in three consecutive tours
of dury with a prestigious border garrison,
often seeing bloody conflict. She was inherently
arruned to the tactics of the barclefield, and her
role went quickly from
frontline grunc to tactical
advisor and eventu-
ally ro kommander.
She advised the
strategic use of
warjacks during
combat, assisting
and coordinat-
ing the efforts of
muliple warcast-
ers in the feld.

Her soldiers think
of her as a symbol of
- the Motherland itself,
given form inflesh
and bone. They .
fight for Sorscha )

i because she is as 5
dear to them as the -
land itself.

Her untapped

abilities surfaced dur-

ing a conflict in the south
when an accompanying war-
casters was slain in an ambush,
his jacks suddenly silent and
dormanr. In desperation,
Sorscha charged unescorred
into the combat. The battle
g




?Wﬁ'ms orscha leaned on
‘the handle of the scythe and felc
a newfound connecrion to the

ether of sorcery:

Days larer, Sorscha stood
before her queen in Korsk. Her
new talents were quickly put to
che test, and she began to learn
sorcery and proper warcasting
from the enigmatic and gifred
Vladimir Tzepesci. In her year
of study with the nobleman,
she became enamored, seeing
in him a throwback to the days
" before Khador’s defeat in the
Thornwood, before Cygnar's
ever-present meddling. They had
a brief romance before Queen
Ayn Vanar XI called her away ro
service at the height of their pas-
sion. Undoubredly, there is more
to this story than is known, for
Sorscha has recently become
embirtered. Bur those stories are
buried beneath an iron discipline
and unfaltering dedicarion to her
first love, Khador.

Sorscha was given a fabu-
lous mechanika weapon her last
day in Korsk, to represent her
“awakening”—an arcane scythe
dubbed Frostfang. In addition
to dividing flesh and bone, with
expert m:mipul:ltion. the wicked
weapon can magically freeze
her enemies through the use of
advanced integrared mechanika.
This weapon seems to unite

i Sorscha’s resourcefulness with
the hard edge of her manner and
the icy chill in her heart. Only
the presence of the Dark Prince
Vladimir, seems to thaw her icy
soul, if bur for a moment.“Fiery
rage and icy hatred,’ she was
once heard to say, "these things
a good soldier makes, not the

warmth and comfort of love”

d tqward he:_-\_;ﬁ.alisﬁt:c o

"hwmter appears to follow. The celebrated

Feat: ICY GAZE

NVherever Kommander Sorscha treads,

Khadoran Warcaster manipulates winrter
itself through the power of sorcery, stor- RNG ROF AOE POW

ing up her power to unleash a massive
blanket of ice, frcezing her enemies in

their tracks. Special  POW P+S

All enemy models within Sorscha’s con-

trol area become stationary rargers for Damage

one round. Point Cost

Field Allowance

Victory Points

Base Size: Small

SPECIAL RULES
FROSTFANG
+Critical Freeze—On a Critical Hir, target model becomes a station-

ary targer for one round.

+Reach
Spells Cost RNG AOE POW UP OFF
BOUNDLESS CHARGE 3 6 — -—

Target model’s nexr activarion is a charge at SPD +5 thar crosses rough rerrain and obsta-
cles without penalty.

FOG OF WAR 3 Caster CTRL — v

A bank of fog is centered on Sorscha, providing concealment to all models wichin the AOE.
FREEZING GRIP & 8§ = = 7
Targer model/unit becomes a stationary target for one round.

RAZOR WIND 2 10 - 12 v
A blade of wind slices through the targer model.

TEMPEST 4 8 4 12 v
All models hit by the Tempest take 2 POW 12 damage roll and are knocked down.
WIND RUSH 2 Caster — -

Sorscha may |mmcdmtcl}- move her SPD and gains +4 DEF for one round. This DEF

% bonus is not cumulative with addirional Wind Rush castings.




n times of old, before the Iron Kingdoms, certain
lands in Khador were the proyinces of barbarians.
Chicftains ruled these hordes, and Horselords
ruled these chieftains. Of noble stock, their families
ruled for generations with oppressive strength and
calculated cruelty, as well as a will to organize the chaos
of the world. Their bloodlines have all bur faded into
P obscuriry in the fullness of rime, like the shadows

the strongest families to rule the provinces of Old
Umbrey, is the last of the grear families. Indeed, a

Old Korska before it fell into ruin, and during the

Iron Kingdoms Era they contro

all Khader for a time.

It is said that when the Tzepesci line comes
to an end, a grear doom shall be visited upon all
Khador. Vladimir Tzepesci—called the Dark
Prince for the shadowy prophecy thar he
bears—is the last of that
line, Steeped in the
traditions of old, he
i5. 2 |i\-mg_ relic
to past glories
and bloody
deeds, and

TER-ULADINIR, THE DARK PRINCE OF UNB

of a bygone age. The Tzepesci, who were one of

millennia ago, the Tzepesci were the governors of

of

frke mkmg dstep @ thousand years into the past, uzrr!1 reh::fs of t I«r Khadoran horselords of old ai'ung the halls, and rben this Umbrcam
entered the room—a smkmgf_y noble, handsome man who could only be Viadimir himself. And I recall thinking it was as if he had
stepped right off that princely wall...”

—The words of Gavyn Kyle‘ supposedi}: if thar was indeed Gavyn Kyle...

his noble bearing is testimony of an ancient lineage. An
imposing man with coal black hair, Vladimir refuses to
shave his head in the latest fashion. So powerful is the
blood in his veins, men shy from his gaze. He 1s a man
of few words, but the D1rL Prince is accustomed to

being heard when he speaks.

As some men are born ro paint or write great
works of poetry, Vladimir was born to make war. A
brilliant tactician as well as a porent warcaster, he has
waged many great campaigns in the service of his queen,
from time-to-time orchestrating the whole of Khador's
military might. A swordsman without compare, he
scythes through the bartleheld, visiting swift death upon
all that dare cross swords with him. Worthy opponents
are treated to longer duels, while most enemies are

disparched with lirtle consideration.

Vladimir rakes grear pride in his armor. Refusing
to abandon his family craditions, he wears the same
enchanted, ancient plate of his
forefathers A[{hough it has
seen some alchemical and
sorcerous repair over

the centuries, it is
the same suit
of crimson

mail  cthat



~Buruv Tzepesci, wore in barde
‘against the Ofg@ﬂ-;,’

In his service to Queen
Vanar XI, Vladimir has trained

other warcasters, and it is no

reat: FORCED MARCH

; He strategic and tactical prowess of

“ % the Dark Prince of Umbrey is legendary
throughout the Motherland as well as
any land he has rouched. Through care-

ful allocation of resources, Vladimir may

SPD STR MAT RAT DEF ARM

great secret that he became
intimately acquainted with the

young and promising Sorscha
Kratikoff during her mentoring.
Little is known of the affair other
than it ended quite abruptly,
and left Sorscha distincrively

changledi rhi; h:!s; birthedbm[; 1; All friendly Khadoran Warjacks within
R PR FUgh Sucifas JehuRe B Vladimir's control area double their SPD

conserve the energy of his Warjacks and

expunge this reserve in one great battle- Special  POW P45

field maneuver.

Damage
Point Cost

due to her lowl)' ]'leritagc. for thi
or this turn. Field Allowance

Whatever the case, Vladimir is

. k Victory Points
determined to stay true to the i

legacy of his forefathers, who ] Base Size: Small
were always strong and faichful
in rtheir ducies, even at the

expense of their own happiness. ! SPE[IHL RULES

There are those who call such SKIRMISHER

notions—and his adherence to +Mimic—Skirmisher may duplicate one special rule from any melee
ancient tradition—nothing more weapon of any warcaster within his control area. Declare the special
than exercise in vaniry, E:ur for rule being mimicked before each acrack roll.

Vladimir Tzepesci it is the only RUIN

life he knows. +Parry—A free strike against Vladimir automatically misses.

Though respected for his m G AOE POW UP OFF
great accomplishments, not all Spells s ~

Tl 3 BLOOD OF KINGS - -
who meet Vladimir love him. It : 8 Cox
. . . Nadisair oai 1SPD. ST AT RAT. DEE ARM for ane d.
s wluspered in secrer amongst Viadimir gains +3 SPD, STR, MAT, RAT, DEE ARM for one round
BOUNDLESS CHARGE 3 6 -— e

the courts that the time of

. op H tte ¢ 2 chiaroe at SPDY-+8 thar crosse 3 sin and obsra-

the Tchcsas has passed. and T.:rb,u:. model’s next activation is a charge at SPD +5 that crosses rough terrain and obsta
cles withour penalry.

Vladimir is bur an unpleasant % j
BRITTLE FROST 2 6 - — v

reminder of a crueler time. These

conspirators neither believe inthe ;
2 i IMPALER 4 8 - 13 v
grave prophecy nor in the man & _

: A target model damaged by Impaler becomes a stationary targer for one round.
they see as a threar ro their own = : -

7 e w -
designs. Rather, they anticipare RCORVND & %0 12 i
the day when the Dark Prince A blade of wind slices through the targer model.
WSIGNS AND PORTENTS 3  Caster CTRL —

falls and the vast treasures of the

: : ; ; . inde frer Vladimir cases Signs Dorrents. roll an ex je
TZCPL‘SCI ﬁlmll)’ are ﬁnl'lcxcd Into ) Fﬂr [hL fcm.l!ndt.r twf lhc [thn afrer V Ll\'i[n'l'lf ..].'n:: S E_‘.n. 'll'l\j I orrents, |0” an extra \Ji\ I)l'lI
I ilteof iihiad T all atrack and damage rolls for all friendly models in his control area. Discard the low die in
the vaults o 1ador, : eactiroll.
- WIND WALL 4 Caster Spec —

An}' ral‘lg:d attack against Vladimir or any model L‘nmP]cl‘cly within 3" of him
“automarically misses. A model inside the Wind Wall cannot make ranged arracks. Spells
_ __ar'c not dffected b}‘ Wind Wall. This effect last for one round.




“If you fix in the field, you ﬁbr in the field.”
—One of the motros of the Khadoran Mechaniks Guild

n rare instances, Khador's opponents get in the field, even if it means abandoning putting
the better of their warjacks. At these times,
skilled individuals are required, often on the

bartlefield, ro make the fixes. Sometimes, a good

something rogether in favor of taking something (or

someone) apart.

BATTLE MECHRNIK SPECIAL RULES

MECHANIK CHIEF

slapped-together jack is the difference between

ictory and defeat. It is customary that if che

SPD STR MAT RAT

SPD STR MAT RAT DEF ARM

Special POW P+§

Leader and 3 Troops

Up to 2 Additional Troops

Field Allowance

Victory Points

Base Size: Small

 SPECIRLRULES
- MECHANIK CHIEF
+Leader

+Repair [7] (*Action)
ASSISTANT MECHANIKS
+Assist Repair [+1] (¥Action)

'Rt‘p:}il’ [4] (% Action)

1 ‘; limb. It is a grear tool in

Khadoran armies must feed and house these
tradesmen, they have ro fighe like any other sol-
dier, so the “battle mechanik” is also trained as a
fighting man. They spend great amounts of time
combar training, but remain quite capable of
making repairs when called upon.

Unlike some of the other kingdoms,
Khador does not see the use in hiring the gob-
bers to aid their mechaniks, for they are cow-
ardly creatures, unable to heft large pieces of
Khadoran warjacks. So, in their stead, Khador
employs apprenticed mechaniks to aid their
crew chiefs. They are adept combatants, having
served in the Winter Guard, and can wield a lug
wrench or jackdriver with the same efficiency

used to swing axes.

The crew chief is the heart of the mechanik
team. Sometimes these old vers get hure on the
battlefield, bur a Khadoran doesn’t ler a simple
thing such as a shorn-off limb get him down.
Injured mechaniks repair their own broken
bodies with the same steamwork parts that
they fix warjacks. The most common “repair”
is to replace a broken or
severed arm with a large
mechanika version
thar arraches over the
remnant of the former

its own right, imbuing
the mechanik with the
strength to bend meral
or hold armor while his
crew rivets and welds it
in place. It also grants
him an edge in close
combar, able to rear
‘and smash opponents.
‘When used as either,

e crew chief and his

P metal additions work

in symphonic unison,

ever quick to make decisions

+Leader

+Repair(7] (¥ Action)—A Mechanik can atrempr
repairs on any friendly Warjack of the same
faction that has been damaged or disabled. To
attempt repairs, the mechanik must be in base-
to-base contact with the damaged Warjack or
disabled wreck marker and make a skill check. If
successful, roll a d6 and remove that number of
damage points from anywhere on the Warjack’s
damage grid. The Warjack being repaired must
forfeit irs acrivation and cannot channel spells on

I.']‘lt_‘ rurn I‘CP;]II'S are .'ll'l'l.’]'l'l’r‘fl.'\‘].

ASSISTANT MECHANIKS

«Assist Repair[+1] (% Action)—Every Assistant
assisting the Chief with a repair adds +1 to the
Chief’s Repair skill, up to a maximum of 11. An
assistant must be in base-to-base contact with the

Warjack thar is being repaired by the Chief.

+Repair{4] (¥ Action)—Same

as Chief, above.




— Dhurgo Bolaine, Vicar of the decorated Iron Fangs unit of Wolfholme:

ince their debut, warjacks have been a cause for

concern to every force that has had ro oppose

them. Only warcasters and their own warjacks
were equipped to stop these mechanika constructs, yet
spells are often far too short range and the heavy fjacks
can only be deployed so quickly. Ac first, creachery
and ambush was the ideal solution. Digging trenches
filled with oil or tar, dropping avalanches onto march-
ing columns, even stampeding enormous herds of ani-
mals were tactics applied in the months that followed.

It is said that necessity is the mother of inven-
tion, and thar war inpires progress. Through volarile
experience in trial and error, a miriad of anti-warjack
technology and ractics have developed, exploiting the
few advantages a man has over a warjack. Speed, skill,
and coordination coupled with some good old fash-
ioned ingenuity created the Iron Fangs, elite soldiers
trained to effectively bring down warjacks using special
blasting pikes to open up thick armor or sever sensi-
tive connections on jack limbs.

The blasting pikes’ explosives are potent shaped
charges, specifically designed to rip into the rarget
instead ofsho“-‘crmg its wielder with d:mgcmus

to bﬂﬂg dOWll fbt ones ll-’lfb ron Skﬂﬁ.

shrapnel. Although the Iron Fangs are designed to
combat heavily armored foes, they're not against
using their pikes against lightly armored troops.

Needless to say, the results of this can be grisly.

In addition, Iron Fangs can form a daunting CMD 9 B

DEF ARM

SPD STR MAT RAT

shield wall. The craftsmen developed each
shield to interlock, so the Fangs are able to array
shoulder-to-shoulder and form a mobile wall of

thick armor.

After 200 years of service, the Iron Fangs

have become a heralded tradition of the
Khadoran army, and their fracernal bond, leg-
endary. Unofficially, it is said that upon accep-
tance into the legion of Iron Fangs, a soldier
swears a blood oath, casting off the life he lived
before and dedicating himself to his fellow sol-

diers, his country, and the art of war.

[RONFANG SPECIAL RULES

SERGEANT
+Leader

»Shield Wall (Order)—When this order is

given, every Iron Fang Pikeman moves into

DEF ARM

tight formation and gains +4 ARM for
one round. Pikemen who cannot move Leader and 5 Troops
Up to 4 Additional Troops

Field Allowance

into tight formartion do not benefit
from the Shield Wall.

UNIT

+Combined Melee Artrack—Instead
of making melee arracks seperately,

Victory Points

Base Size: Small

Pikemen in melee range of the same
target may combine their attacks. The
Pikeman with the highest MAT in

the arracking group makes one

SPECIALAULES

melee arrack roll for the group, .
SERGEANT

adding +1 to the attack and

e ? +Leader
~ damage rolls for each Pikeman, -Shield Wall (Order)
including itself, participating in the UNIT

+Combined Melee Atrack

BLASTING PIKE
+Critical Knockdown
+Reach

artack.

BLASTING PIKE
+Critical Knockdown—On a crirical

hir, carget model is knocked down.

+Reach—2" melee range
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Damage
Point Cost
Field Allowance

Victory Points

Base Size: Small

 SPECIAL RULES

MANHUNTER
+Advance Deployment

+Camouflage
+Fearless
+Pathfinder
+Stealch

*Weapon Master

reallyknowing the extent of their loyalties to Khador.

ishing and hunting are the

prime sources of food for

the Khadoran
ople, especially
considering the
harsh taxes

On imports.
Khadoran
hunters tend
to be of higher
regard than
those of other

experts at
tracking and
killing some of
the most dan-
gerous and
cunning prey,
such as dire
bears and
Raevhan

buffalo, and

some have

moved on to

the most dangerous and

cunning prey of all—man.

First and foremost,

manhunters are rangers, able
to travel effortlessly in the wilds
of Khador. Lowland brush, forests,
snow—rthey are all rreated as a well-paved road
by a manhunter. They tend to be able bodied
and dark skinned from years of working their

ttrade in the wilderness. Their skills are legendary.

" Manhunrers are devored trackers, serving as scouts

and sometimes as assassins, for the right price. They
are masters at camouflage, often overlooked while in

plain sight.

In exchange for their services, they are well kept
by the armies that hire them. Often operaring behind
enemy lines, rhcy are armed wich twin masterwork
hand axes for close combar. Whether they are stalking
prey in silence or swinging their axes with blinding
efticiency, manhunters are frightful killers.

Kommanders and warcasters are sometimes
hesitant ro call upon a manhunters services, never

“Blaod is the coirt'of this realm now, and he is the paymaster.”
— Kommander Sorscha Kratikoff 4

Manhunrers insist on meeting their cmploycrs in per-
son before raking on a job, prompring the hiring offi-
cer to sometimes wonder before inviting a hired killer
to meer in privare,  What if
he is hunting me?” There
are many whispers of
manhunters who enjoy
the hunt too much, giving
in to their animal urges
and the rush
of the kill. It
is the mere
rumor of
these “kill
mongers’
thar give
pause to offi-
cers, bur their
track records
are often good
enough to eclipse

the possibilities.

MANHUNTER SPECIAL
RULES

+Advance Deployment—
Place Manhunrer after
normal deployment, up
to 12" beyond established

dl.‘}11l_1}'!1‘ll.‘]l[ zone.

-Camouflage

A Manhunter gains an
additional +2 DEF when benefiting from conceal-
ment/ cover.

+Fearless— A Manhunter never flees.

«Pathfinder

alties from rough terrain and obstacles. A Manhunter

The Manhunter ignores movement pen-

can charge across rough rerrain.

+Stealch—All arcacks against a Manhunter from grearer
than 5" away automatically miss. A Manhunter greater
than 5" away from an atracker does not block line of sight
or count as an intervening model.

+Weapon Master—A Manhunrer adds an additional

dieto its melee damage rolls.

i
|
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: egion know what it be like to be warjack. Tbou who retire for whatever reasot; ﬂny are sad nie, 'I;bey grow o old .mJ' shrivel ra
ing: I no fade like this. When death comes, L die bleeding oil and sparks like metal brotbers” When death camies; L die in steam.”

-1*

%

— Deidric Harkinos, veteran of the Man-O-War Legion

arjack cortex materials are hard to come for dury as a Man-O-War, he does not hear them. Afrer "

by in Khador. Because of this, theirarmed  all, is it not every soldier’s dream to become a

forces tend not to create as many of the  clockwork titan?
metal behemoths. Their jacks have been historically

outnumbered, and the Khadoran Mechaniks Assembly HRH-[].“IHH SPEUHL H“LES

have :llways t‘UCUSCd their theories on ways o g(‘l' amund

KAPITAN
mechanika suit of enclosed steamwork armor. -Leader
-Shield Wall (Order)—When this order
is given, every Man-O-War Shockerooper

the issue. After a lot of trial and error, they invented a

The suir was a miraculous creation, imbuing a

soldier with nigh warjack-level strength, durability,

! ; - wes into right formation and gains +4
and protection against the elements. Of course, there TES & &

. ARM for one round. Uni ers who
are drawbacks to wearing heavy battle armor powered ARM for one rc nit members wh

cannot move into tight formarion do not

by a steam boiler. Khadorans who spend great deals of _ § o
gain the benefic of the Shield Wall. Damage

time in the Man-O-War suits are su,\‘n.‘eptil\le to heat
. . A Base Size: Medium
stroke, exhaustion, and the occasional steam leak thar  UNIT .

cooks them alive. -Combined Melee Attack—Instead

- ; e e of making melee arracks seperately,
With the looming possibility of being poached, the =

TROOPER

Shocktroopers in melee range of the same
SPD STR MAT RAT DEF ARM

Man-O-War requires boundless resolve. Only the most . k
targer may combine their arracks. The

Shocktrooper with the highest MAT in the

arracking group makes one melee atrack roll

steadfase soldiers are honored with membership. Because

of the suit’s inherent flaw, this is a rough decision, but

nonetheless many soldiers jump at the opportunity; it < :
; : L PF Y for the group, adding +1 ro the arrack and RNG ROF AOE POW
is not every day that you can feel the world through = . e :
b Epe ;. ——— . damage rolls for each Shockerooper, includ-

®  a warjack’s fingers. The original Mechaniks Assembly o L
A & , e ing itself, participating in the arrack.

could never reconcile the massive heat problem, but £

younger members claim they can fix the dilemma. The +Fearless— A Man-O-War never flees.

shocktroopers are now so respected, feared, and urilized A NNIHILATOR BLADE
by the armies, its much wo late o amend the

+Reach—2" melee range

process without recalling the enrire legion, and the Damage

Leader and 2 Troops
Up to 2 Additional Troops

queen’s court turns a deaf ear o such jabber.

The Man-O-War shockrroopers wield
powerful halberd-like polearms called

Field Allowance

Victory Points

annihilator blades. One stroke of this weapon > -

L : 4 y I " I Base Size: Medium
is capable of splitting the armor of a light

r warjack, Against mere men, it leaves them in .

ruin. For protection, they file into ranks, Iocking T =T

KAPITAN

+Leader h

+Shield Wall (order)
UNIT
-Combined Melee Arrack
+Fearless

ANNIHILATOR BLADE

their shields rogether akin to the formations of
the Iron Fangs, bur they have powerful cannons

mounted into their shields for hurling more than

just curses. The shield cannon implanted in each
shield is a cycling short rangcd weapon. It uses
tightly packed powder o pmpe| a thick slug a short

distance with surprising force, leveling other unit

V¥

formations.

The Man-O-War shockrroopers are greatly
famed, in spite of the obvious dangers of being
bolted into an armored pressure-cooker. No

matter the warnings, when a warrior is selecred




DEF

Base Size: Small

TROOPER

Special  POW P+S

Leader and 5 Troops

No Additional Troops

Field Allowance

Victory Points

Base Size: Small

SPECIAL RULES

LIEUTENANT
+Leader

FELL BLADE
+Berserk
‘RC-"I\‘}']
+Spellward

UNIT
+Abomination
Advance Deployment
+Fearless

*Weapon Master

hador is
dorted with
clent
ruins from the
Orgoth era—
‘massive stonework
temples, fortresses,
and deep
caracombs.
Relic hunters
recently
unearthed
the infamous
gibbering Fell
Blades. These
dark swords
are sarurated
with magic with
shifting faces along
the blades. Once
taken up, the faces
whisper dark secrets
into the minds of the
brandishers.

The first handlers
were handpicked
swordsmen who found
that, over a brief time,
they could understand
the cryptic whispers.
The foreign tongue fueled
their rages, transforming
them into insariable killers. Twice
as strong, capable of withstanding fatal
blows, the wielders went where they willed,
killing anything that crossed their paths, and
only conversing in the perverse language of the
old conquerors. They were the Doom Reavers.
Uncontrolled and uncontrollable, they wandered
as outlaw swordsmen, engaging in horrid acts.
The Khadoran army was ordered to dispose of
the Reavers. Hundreds of young soldiers died
in the atremprt and the Reavers eventually fell,
their weapons reclaimed and locked away o be
l'brgorten.

But some years larer, Queen Vanar X1
had her warmasters procure the dark swords
once more. She gave over wayward soldiers to

an alternarive fate, ordering them chained ro a Fell

FELL BLADE

Blade and giving birth
to the Doom Reavers
once again. These men

quickly became savage
berserkers, but so far
the queen has been
able to keep their
loyalry: It is said thar
those who have the hard
luck of spending time

among them cannor seem
to keep the glbl‘!ermg .'m_d

the furious cries out of

their heads. Truly, the
Reavers are a terror to

behold.

DOOM RERVER SPECIAL RULES
LIEUTENANT
+Leader
UNIT

+Advance Deployment—Place

Reavers after normal deployment,
up to 12" beyond established
deployment zone.
+Abomination—Any models/
units—friendly or enemy— with-
in 3" of a Reaver must pass a com-

mand check or flee.

+Fearless—A Reaver never flees.

*Weapon Master—A Reaver

adds an addirional die to its melee

damage rolls.

«Berserk—Every rime a Reaver destroys another
model in melee, it must immediately make one
melee atrack against another model in its melee

range, friendly or enemy.
+Reach—2" melee range

+Spellward—A Reaver cannot be targctcd by any
spells, friendly or enemy.



idowmakers are the elite sniper division

of the Khadoran armed forces. Some

regard snipers as little more than cow-
ardly assassins, but Khador has embraced their sniper
corps, elevating them to the status of heroes. Those
who choose the Widowmakers are nor biased, for as
long as they are skilled with the rifle and take pride in
their work, peasants and hunters may fighr alongside
the sons and daughrers of noblemen. It is scarcely
possible ro overstate the skill Widowmakers possess
with their long barreled hunting rifles. So ethcient are
they thar they can rake apart incoming warjacks piece-
by-piece with their well-placed shots. Killing a man

becomes as auromarcic as drawing breath.

Bur rather than rake porshors ar warjacks, a
Widowmaker's primary role is to neutralize officers
and unit leaders ro facilitate chaos among the enemy.
Much like Cygnaran trenchers, they frequently
advance ahead of the main battle group, and their
arrival is often signaled by the abruptly falling dead
before the report of their rifles are discerned.

Widowmakers are

B o great support

during strategic

withdrawals.

“Is a good patriot who would kill a comrade just to save bim from rbe'm_ﬂ.:lxly._ Is my kind of pagriot!”
— Orsus Zokeavir, The Butcher of Khardov : :

Ty,

Part of thart order is to ensure their own wounded do
not become prisoners. If a downed officer can't be .
retrieved, Widowmakers make sure they don't fall &
into the wrong hands. This notion is feared bur

respected, for a true patrior knows it is betrer to SPD STR MAT RAT DEF ARM

die by a comrade’s hand than to be placed in irons

or on an CDL‘IH)’IS torture l‘:l('k.

It is said that Widowmakers are nor used
in domestic conflicts, but whispers abou nd that
some of the most effective ones have been aimed
POW PsS

inward to pick off speakers of dissention, rabble Special

rousing crime leaders, or corrupr politicians slis-

pected of losing their loyalty to the crown. If this
is true, these Widowmakers are a lethal solution |

to such potential problems.

Hated everywhere outside Khador,

Widowmakers can expect lirtle charity from
their enemies if caprured. Indeed, it is common

|.'.‘!'IICtiCC ;]IﬂOI'lg th C}'unamns o h;mg rhem

withour rrial, and the Protectorate has been

known to brand a sniper’s eyes with hot irons
and then rturn him loose into their own lands.
For the Widowmakers, it's understood; hatred

and fear comes with the rerritory.

WIDOWMAKER SPECIAL RULES

KAPITAN Leader and 3 Troops
+Leader No Additional Troops
UNIT Field Allowance

Victory Points
+Advance Deployment— Place oL

Widowmakers after normal Base Size: Small
deployment, up to 12" beyond

established deployment zone.

+Camouflage—A Widowmakers gains
an additional +2 DEF when benefiting

l'.'['l.) m COomn L‘C.‘l[ men [f" cover.

KAPITAN
+Leader
UNIT

+Pathfinder— A Widowmaker ignores
*Advance Deployment

movement penalties from rough ter-

rain and obstacles. A Widowmaker may +Ca "“_“1ﬂ"|§c
A ; - +Pathfinder
charge across rough terrain. .
+Sniper

After a successful

+Sniper
ranged arrack, a Widowmaker may
automartically inflict one damage

point instead of making a damage roll. &
Against a warjack, the atracker chooses |
which column takes this damage.
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UNIT=WIHTER GUARD

“Arrght Why the hell don't they use rifles like normal people> It so nncb...dedner...f_ feel faint...”
~+~—Rodger the Rake” Digby, Cygnaran long gunner after taking a hit from blunderbuss fire

hen each Khadoran male reaches have employed short-ranged scatrerguns called

17 winters, he is conscripred into blunderbusses to spray a cloud of projectiles using

the Winter Guard. Women are small amounts of powder. The pellets are generally ()
nor disallowed to volunteer, bur this is often bits of stone and metal, This effective and ultimately
idiscotraged and prohibired if they have children  cheap weapon soon enough became the Winter
'in their keeping. Some conscripts never see real Guard's adopred firearm.

combar, often assigned to police and patrol the Rapid development on the blunderbuss brought

irowns and cities, yet they remain the staple of

/ the weapon up to military grade potency. The bite of
the Khadoran infantry.

the blunderbuss is an appropriate transmitter of the

D . . ] 2 : :
; Each guardsman is armed with a simple harsh, Khadoran winter according to guardsmen, who
‘axe. It serves as their standard melee weapon, as relish scouring the "soft hides of the southerners” such
twell as a useful tool for wilderness excursions. as the Cygnarans and Llaelese.

For ranged combat, they have few choices.

i Bows and crossbows are used in the remperate \WINTER GUARD SPECIAL RULES

regions but prove difficulr ro

: : SERGEANT
use in the frozen north,

) «Leader

Rifles and ammo are

4 . B

far too expensive and UNIT

Kircd to-aienniBucin +Combined Ranged Attack—Instead of making
recent vears, northern ranged artacks seperately, Winterguards may

Huhters combine their attacks at the same rarget, so

long as they are in open formation or closer.

The Winterguard with the highest RAT in the

attacking group makes one ranged artack roll for

the group, adding +1 to the atrack and damage
rolls for each Winterguard, including itself,

participating in the attack.

Leader and 5 Troops

Up to 4 Additional Troops

Field Allowance

Victory Points

Base Size: Small

O SaETAL RULES
e

UNIT
+Combined Ranged Arrack
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hen the Cygnaran Mechaniks Guild
unveiled their first so-called *light
warjack,” the Khadorans scoffed ac the
idea. In Khador, bigger is usually betrer, and their
mechaniks employ this principle to no end. Even
larger than Cygnar’s Ironclad, the Destroyer is a
mammoth of armor viewed as the glorification

of the Khadoran temperament.

[ts armament
is also very Khadoran. Replere
with mouncains and timber, Khador
has seen the heavy use of axes since
before the Thousand Cities Era,
and when the Juggernaur was
fashioned, the Khadorans were
inspired by the image of the axe-wielding
Khardic berserkers of old. This jack
hefts the mighty Executioner Axe in one massive arm,
a weapon capable of shearing off other warjacks’ limbs
with a single, mighty stroke, while the other hand is
ficred with the porent bombard. This cannon’s shells
are cast from heavy lead for grearer distance and are
stored in ranks of frigid water so they shatrer easily

upon impact. Filled with generous amounts of red and

black powder, they explode with great force. The shell
fragments are mostly disintegrated by the blast, bur
shrapnel is sometimes found in the bombard cannon’s
casualries. The people of Ord have labeled these
cannons“Thunder Guns,” and with good reason.

GOSN T 11'7" / 9.5 tons

Bombard Cannon (left arm),
Executioner Axe (right arm)

Armament

185 Kgs/ 4 hrs general, 45 minutes
combat

Fuel Load/Burn Usage

Initial Service Date EEriLl

[T G ELTNET Tl Greylords Covenent

(PN e PO BT M whadoran Mechaniks A

% %aé&fn]uj uljl'fil"_.’léllu

ow lets see the dogs qf Cygnar hide in their trenches and fo.xhofas..m Il blow f}klﬂg@m _'

like stewnreat!” '

-Harisc Vokmir, Khadoran Mechamks Assembly

Thornwood War, where they were employed to shell : Iy
the Cygnaran fortifications on the opposite side

The Destroyer passed its first crial duw:g thc -

of the Dragon’s Tongue. Though
Khador lost the conflict, the
Destroyer had been bartle-
tested and the mechaniks
were satisfied with the
results—so satisfied,

SPD STR MAT RAT DEF ARM
4 |112]| S5 10 | 20

BOMBARD
in fact, that nearly a g RNG ROF AOE PO

14| 1]3]14 #°

ﬂ EXECUTIONER AXE

6

Critical 18

third of the warjacks
ordered to replace
the ones lost in the Thornwood were
Destroyer models. Indeed, many Khadorans
have been heard ro say that if there had been
more of them ar thar bartle site, the outcome

undoubtedly would not have been the same.

DESTROYER SPECIAL RULES

BOMBARD
+Arcing F

SPECIL RULES
BOMBARD
+*Arcing Fire

EXECUTIONER AXE
+Critical Amputation

rargering rules. It can make ranged artacks
against any target in line of sight, regardless
of intervening models. Targcrs still benefit

from concealment and cover.

EXECUTIONER AXE
+Critical Amputation—On a Crirical Hir,
every arm and weapon system that takes
damage is automarically disabled. After
marking regular damage, those systems that
rook damage have their remaining system boxes

marked as well.
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“More:icé eh? Well, 1 reason what they lack in originality, they more than make.up for...with ice!"

' ::: ~+ —Commander Coleman Stryker, upon seeing the Ice Axe used in combat

- he staple chassis upon which all of JUGGERNAUT SPECIAL RULES

Khador's warjacks are based, the

formidable Juggernaut is a product JUGGERNAUT
lof the ingenuity of Khadoran mechaniks. In +Head Spike—While not a weapon on its own,
‘recent years, this jack has been improved upon the Head Spike gives the Juggernaut POW 2 for
S0 GiR NAT RAY DIF NN Buy by determined ice-wizards who, after witnessing Head-burr artacks.
41121513 ]10]20 |Cygnar’s jacks, wished to bring more arcane ICE AXE
OPEN FIST ighr to the mix. +Creical Freeze—On a Critical Hir, targer model

becomes a stationa ry rarget for one round.

Like the Destroyer, it is durable and
tenacious, bur the traditional axe has been

replaced by a mechanikal version—the Ice Axe.

| Similar to Kommander Sorschas scythe, the ice L L 11'7" /9 tons

Special POW P+S

A critcal | 7 ] 19|

DAMAGE A a layer of ice and frost. The remperature is so
GRID :

axe mechanikally generates an arcane effect thar EUUED S Ice Axe (right arm)

has the capability o freeze its ta rget, creating IR L IEE ol 185 Kgs/ 4 hrs general, 55 minutes
combat

extreme that the target is immediately slowed, Initial Service Date [EFTIL

SYSTEMS any flesh hardens, and any metal becomes (LB ELN AL Greylords Covenent

Left Arm (L

ibrittle—all the easier for the axe ro shatter [P PP P L Mechaniks A bl

Rght Asm [H)
po— whatever it strikes. Even glancing blows renders

r— L L stiffened bodies into ghastly, deformed statues

Lof ice. The Juggernaur's other hand is empty

Point Cost and useful for myriad rasks, such as holding an
Field Allowance | enemy in place while delivering a spike-topped

Victory Points | hcad burt.

Eiasw Strec Largs Considering the rariry of warjack cortexes 2
in Khador, every square inch of the Juggernaur is
layered with thick, overlapping armor. Although
this does not allow grear mobility or speed,

it provides unmatched protection, and in the
thick snows
of Khador,

mobility is

* SPECIAL RULES
 JUGGERNAUT
+Head SplLe

a worthy
sacrifice in

ICE AXE
+Critical Freeze

all, Khadorans
| respect

power, and
there is not a soul in all

of Khador that doesn't either

fear or admirc thc powerl:uf

Juggernaut.
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he Marauder is the oldest variant
of the elassic Juggernaut chassis.
The first warjacks rarely ) . 5 i
e ¥ . .
9 e

had inregra:cc] weapons. InSEC.’ld.

l’hey simply cmploycd their fists
and massive bulk. The frst
conflicts ammounted to
contests over who could {: S
knock over the other
side’s jacks first
while the acrual
troops decided
' the outcome.
The Khadoran 5
%
=

getting bigger and '}

warjacks kept

slower, whereas
Cygnar and Cryx
delivered smaller,
lighter ones, Khador
realized their disadvan-
tage. Their bulky con-
structs could nor move
quickly enough to work
p against the lighrer ones.
Abour that rime, an industrial mechanik named
Targh Fedro became inspired one day. He observed

some stonemasons working in the quarry, chipping and

breaking large stones with their rock hammers. He
then took an old labor jack with broken down arms
and replaced them with rwo attachments r'cscmb]ing
battering rams. The idea was simple. Why run after
the enemy when you can wait for them to come to
you, then deliver one massive, telling blow. He tested
the jack against che quarry walls. The newly dubbed
Marauder brought a hundred rons of stone crashing
down on top of it, rorally demolishing the quarry wall

in a single overcompensated strike from the jack rams.

Fedro applauded his own success and deparced imme-
diately for the Khadoran Engineers Society.

HEADY UARIACK- MARAUDER

7= lsgoth Ruskin Borga, Leader of thc OId Fai:h in Korska

T O 11°7" /10.25

[T @ Twin Rams (left and right arms)

(AT oLl 185 Kgs/ 4 hrs general, 55 minutes
combat

Initial Service Date [EFrE.14

(o FLirei gl Greylords Covenent

(A v P TS P POl Targh Fedro (credited), Khadoran
Mechaniks Assembly

-,
Although Fedro faced legal charges for his radical 2
testing that closed down the entire rock quarry (it is =
said some masons were killed), his dream lived »
on. The ‘jacks ram-pistons were recreated out of

military grade iron and bolted onto the capable
bodies of Juggernauts. At first, their enemies
scoffed at the warjacks as they lumbered
onto the bartlefield. Burt this ceased when
\_ asingle shocking slam by a Marauder

SPD STR MAT RAT DEF ARM
4 |12| 5| 3 |10]20

RAM PISTON

sent a Cygnaran jack spinning like 2 Special  POW P+§

(y’ tpto land in a crumpled heap.

The Marauders rams are equally
effective againsc walls, as evi-
denced by the testing
3> of thar first protorype.
”':P' Normally, when enemies holed

DAMAGE

up in stone castles or keeps, it GRID
|
| would rake grear manpower and
. _ g P SYSTEMS
often a long siege to barter down Lett Ay

their walls. With the Marauder at their Reht Aem )

.'_ disposal, the Khadorans suddenly had

Cortex |C)

Movement |M]

an upper hand. In facr, the Llaelese

have derived a fear-inspiring alarm that no soldier -
> " Point Cost

cares to hear. It is "Marauders ac the gares!

MARAUDER SPECIAL RULES

MARAUDER

+Head Spike—While not a weapon on its

Field Allowance

Victory Points

Base Size: Large

own, the Head Spike gives the Marauder
POW 2 for Head-burr artacks.

RAM PISTONS
+Batter—Double the number of dam-

SPEUHL HIJI.ES 3

MARAUDER
+Head Spike

RAM PISTONS
+Combo Slam (*Artack)

age points a structure takes from the Ram

Pisrons

«Combo Slam (¥ Arrack) —The Marauder
has a pair of Ram Pistons that can be used
simultaneously for a devastating artack. Ir
can make a normal attack with each Ram
individually, or it may make a special attack
with both Rams at the same time. Both
Rams must be operational ro make the
Combo Slam. Make one artack roll for che
Combo Slam—a successful hit Slams the
targer. Resolve this Slam just like the Power
Attack of the same name. Add the Marauder’s
STR once and the POW of both weapons to the
slam’s damage roll. The Combo Slamis not pre-
vented by any spells or movement penalties that
prohibit Charges or Slams.




wor&‘ﬂ)e brt)‘nze broach of the wolf on his bandol:cr as
well as the black scarf thar named him caprain. He had
47 men,2.0grun, a dwarf mechanik and a gobber bodger
~ under his command, and every one one of them thought
; _.l:h_r_:.y were worth their weighe in gold. Sometimes they

" were, but some days they were more worth their weighe

L inbuffalo dung.

~ Today was such a day. In the last week, his

- Ironclad—a series five halfjob—had sustained a
fair amount of damage. Time and again the dwarf
bellowed orders ar the gobber while the machine

' srood inert, shuddering and spurtering sparks and
sream.

The day before, they had been camped below
the hills just north of Corbhen, headed for a small
river community called Mundenberg, a merc-
friendly town, when a handful of red-painted
barbarians descended on them. The savages
had somehow procured some rifles but—thank
Morrow—couldn’t shoot them worth a damn.

A soldier named Munch had called them
‘junkers He said apparently theyd seen the
Ironclad and thoughe theyd have themselves a
warjack. When they realized they weren't going
to be taking ‘Madeleine'—that was her name,
the Ironclad’s—back to the tribe with them, they
settled for unloading as much shor into her as they
could and melting back into the hills.

So now they were in the small port town, and

. Graves was sitting dockside and drinking some
black grog that tasted like vinegar mixed with wheat
grain from a copper mug. The chug and hiss of his

- warjack rang in his ears as he watched his dwarf and
gobber frantically crawl all over the quivering machine,

'.'plugging. holes and mending tubes. Finally, the dwarf

* chased the gobber away and worked for a few more
minutes before shurting her down and walking over to

* his caprain.

“Cortex is abour for shite, captain,” the grime-
~ besmirched Decklin Lugro announced, his voice nearly
a growl. “Theres not much else I can do. Maddy's ill
and she ain't goin' ta get much better lessn we ger some
£ dapip!,z harness, and a proper soldering kit."

. “That’s coin, Lugro.’ Captain Graves took a draw
on hls mug,. and made a bitrer face from either the

brackish taste or his mood. It was hard o say. “‘And
who's going to set us up? We're a long ways from Five
Fingers. Cant your bodger bodge something? Thats .

whar the pug is for, ain't ic?”

Lugros lip owitched before he replied. "Caprain,
you know and I know that Maddy's been bodged about
as much as ye can without junkin’ her for scrap.”

Graves took a long breath and nodded. His
mood had gone from bad to as sour as the black grog.
The dwarf was truchful. “Bloody savages,” the caprain
murmured into his mug,

On cue, a woman screamed. The caprain’s head
shor up, and he and the dwarf peered down the docks
toward a mélée thar had suddenly erupred. A woman
in a half-rorn smock was being manhandled by two of
his Bloodwolves. Apparently they weren't content with
sharing her. Fights often broke out about who gets a
woman first, and Captain Graves was usually satisfied
to let the men work ir our on their own, bur this time
he norticed a third, older man on his knees, clutching
the side of his neck. Even from yards away, Caprain
Graves could see dark blood spouting from berween the
man’s fingers. People went to grab him as he fell to his
side. Another woman screamed, announcing the mans
death. Ir was likely the object-of-affection’s father or
husband. This was not good.

“Bloody blasted horny idiots!" Graves stood and
removed his warchcoar, rossed it on his chair. He drew
forth his bludgeon and walked briskly down the docks
toward his men. Before entering Mundenburg, he had
instructed them ro comport themselves. It appears
thar was asking too much. Now, Caprain Graves was
going to take out his frustrations on some thoughtless
underlings.

He approached them from behind, weaving
through che confusion gathering abour the dead
civilian, and delivered a hard knock to the back of
the first soldier’s head. The man’s knees immediately
buckled. He whacked the other soldier three times
before the man started to run.

“Never run!” the caprain bellowed, leaping after
the man as the woman they were tugging collapsed to -
the ground, wailing. Never run, Graves had told them
time and again. For his impudence and cowardice, the
captain beat the man bloody and, honestly, durmgdze "
thrashing be began to feel a litle bit better. =




" the Tron Kingdoms serve for crown or
~ country, there are those that are not ready
to give their lives for a mere soldier’s pittance or fleeting
patriotism, Some have heard the call of coin and united
with other like-minded soldiers to form companies.
These warriors of purchased allegiance are known
by many names, some more colorful than others but
collectively defined as mercenaries.

Mercenary companies have taken part in every
major battle in western Immoren since before the
days of the Orgoth. Early mercenary companies were
almost always flled with swords-for-hire, joining the
army that could tip their paymaster’s scale the fasrest.
While chings have changed greatly over the centuries,
mercenary companies are as diverse as the commanders
that hire them. Some follow the ancient Mercenary
Code, while some companies are little more than
highwaymen. Other mercenaries do not belong to any
particular company, preferring to stay independent so
that they may freely travel wherever their greed takes
them. These mercenary solos tend o be as risky as they
are effective—it’s not easy to trust a hired gun thar can't
commit.

Some of the most honorable companies have
grown into regular additions to many of the armies
across Immoren. Groups such as Draimes Red Raiders
and the Khadoran Free Soldiers League have served the
Queen of Khador for so many generations that their
current kapitans have no knowledge of the original
hiring circumsrances of their centuries-old charters. In
Cygnar, the Bloodwolves, Ironhands, and Thunderhelm
Irregulars share Cygnaran fortresses as permanent
Even Menoth's
theocracy understands the need for“expendable” troops,

additions to the kings soldiers.

even if their faith is paid for in gold.

hde mamuzofstﬁe séns ani. ughrers of

iwithy thE Lich Fosds ol"the Ct}rx. Trtaken] g
fight side-by-side with undead horrors. S
men who choose to join the Dragonfaxhers armies are?'!lr
worse than the Cryxian abominations alongsadetﬁ :
but no army is exempt from the greedy policy of an
unemployed mercenary. Enough gold makes any'&lihg_
seem like a good idea.

There are countless mercenary units in the Iron
Kingdoms, and with the rising threar of all-out war, -
more emerge each day. Some kill for coin, others for
land, and some of the more wretched for the sheer
thrill of ir. Surprisingly, even the stalwart dwatves
and a rare rogue elf or two have taken up arms. The :
elder race rarities are an enigma, but a welcome o
as they bring ancient skills and mysteries to thess

Ogrun, trollkin, and other wildlings across
Immoren have lately taken on the mercenary’s li
some joining unirs of men, others comprising their
own companies. These units—or tribes—often
work for far less than their human equivalents,
seeing their involvement in the wars of man as a
chance to lash our ar those who otherwise claim
sovereignty over their lands. They relish in the
shedding of human blood, no matter the faction.

As long as there is conflict and war in the
Iron Kingdoms, there will always be an empry
seat reserved ar the end of every war room table
for the next mercenary captain. War seems to be
a constant in western Immoren, and uncl chat
changes, the Mercenary Code, and those that follow
it, will continue to prosper. Many are her children,
and there is no end ro her fertility within the war -

machine char is the Iron ang..{oms.
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SPEL'IHI. RULES

- EIRYSS

> sAdvance Dcplu)'ment
+Bayonet Charge (Order)
«Camoutlage
«Invisibility
+Pathfinder
‘Technological Intolerance
Weapon Master

CROSSBOW
«Death Bolt
«Disrupror Bolr
+Phantom Seeker Bole
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@ ghost, she wasa,
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Ives have been mysterious and supersti-
tious since far before the time of man,
and many seek only the company of
their own. They have lost all but one of their
gods, and they now seek to cure her ailments
before she joins the rest. A few of them have
ventured into the lands of man looking for
swers to their unending questions. Even fewer
of them have ventured out because they believe
they have the answer. One in particular believes
she has solved the riddle, and that the answer
lies with men—more importantly, it lies within
the entrails of the sorcerers she hunts.

The Retriburtion of Scyrah, a sect of clan-
destine [osans, blames the surge of human wiz-
ardry for the slow dererioration of their goddess.
They believe that humans and their mechanikal
monstrosities, the steamjacks, are ripping the
magical energies of Caen from her. They claim
that the continued creation and use of steam-
jacks causes Scyrah to slip further and further
toward her doom. Therefore, the Retribution
has deployed their most skilled hunter, Eiryss, to

seek out and destroy human spellcasters.

Eiryss is enigmatic and extremely effective,
appearing seemingly out of nowhere to offer her
services to prospective clients. Her contracts are
simple enough: find the enemy warcasrer, kill

him, and disappear into the shadows. In truth,
Eiryss uses her contract as a rool ro learn about
the army—more specifically their warcast-

ers—making use of her services. She is a con-
summate assassin of unequaled stealth, fueled
by an unending hatred for those she believes are

killing her goddess.

Eiryss employs a wide array of gear to aid
in her hunts. Skilled with a sword, she is a capa-
ble close combar killer, but prefers to deal with prey
as any game hunter would—with well-placed shots
into unsuspecting targets. After all, why should she

sully her hands with the very blood tha is poisoning

Seyrah? To deliver these shors, Eiryss carries a cross-
bow carved from the still-green branches of farrowood

trées, bound in strips of gold and engraved with runes
‘of marksmanship and vengeance.

uun HUNTER mnsi,;

d out of nqwinre. turned our new warcaster into a bloody pmcwbwn. thm fadca‘ away into el
a‘ays o hows that damn elf got in there, and why she even hit us. T thoughe K:r:g,Lctu miade p
with the elves, didn't he?”

—Captain Morris Beaumayne, leader of the Rivercleft patrol

The wily and well-prorected warcasters she hunts
tend to be far more difficult prey than forest boars or
yearling deer, so alongside the silver-tipped bolts in her
quiver, Eiryss also has several types of mystical ammu-
nition. Crafted from the blackened wood of trees split
by lightning and tipped with a copper head bathed
in holy oils, the disruptor bolt sparks and burns as
it flies at the targer. Anyone struck by this brilliant
bolt of light and flame is engulfed in an explosion of
anti-magic runes, draining precious magical energy the
target has stolen from Scyrah. Eiryss' black bolts laced
with dark magics are deadly accurate. With these, she
is able to find the smallest opening in a rarger's armor.
These black bolts have even been pulled our of an
otherwise uninjured warjack's cortex, having been shot
through a narrow vent or some other slot. It matters
nor if the targer is walled up or behind closed doors, as
her deadly phantom bolts unerringly find their mark.
These bolts are sculpred from the bones of a corpse
with a restless spirit. They sail through solid matter,
piercing the target even if shielded or hidden away.
The mage hunter does not even have to see the phan-
tom bolt’s quarry, bur merely whisper its name in the
tongue of the bolt's host spirit.

When hunting with her deadly crossbow, Eiryss
will generally camouflage herself. When simple cam-
ouﬂagc is not enough, the Mage Hunter can cmp[oy
ancient elven sorceries to render herself completely
invisible. Eiryss can remain hidden like this until the
first thwang of her crossbow is perceived.

The mage hunter will work for anyone whom the
Retriburtion feels furthers their goal of reclaiming the
lost energies being ripped from their goddess. They
sometimes do not even require payment for her servic-
es, satisfied with the knowledge they have gained. As a
rule, armies employing Eiryss do not trust her, though
there is no evidence thar she has ever turned on an
employer. Whether or nor her actions are condoned or
are actually aiding Scyrah, she will continue hunting
until one of two things occurs—either Scyrah fades,
or all human spellcasters are dead.

&




vCamonﬂage—Eu}rss gams an zddmonal +2
DEF when benefiting from concca}ﬂi&@.‘wx -

+Invisibilicy—Eriysss can forfeit her activation. {to
become invisible. While invisible, Eiryss cannor - & " 8
be targeted by ranged or magic attacks, cannotbe =
charged, and gains +4 DEF against melee attacks
for one round. Eiryss cannot become invisible if
*Bayonet Charge (Order)—As part of a Charge, engaged ac the start of her activation.

after moving, make a ranged attack followed by

Mercenary— Eiryss will not work for Cryx.

EIRYSS
+Advance Deployment—Place Eiryss after

normal deployment, up to 12" beyond established
' deployment zone.

s P:ll:hﬁl'ldcr-—Eiryss ignores movement pcnalﬁcs
from rough terrain and obstacles. Eiryss can
charge across mugh terrain.

a charge actack with the bayonet. Eiryss cannot
arrack with her other melee weapons after a
Bayoner Charge.
+Technological Intolerance—Eiryss may not
end her movement within 5" of a friendly
Warjack.

Eiryss adds an addirional

die to her melee damage rolls. .

CROSSBOW

Eiryss may fire one of the
following bolrs per atrack:

Death Bolt—Target model
auromatically takes 3 damage
points. Against Warjacks, the

atracker chooses which column

takes the damage.

Disruptor Bole—Target
model rakes a POW 8 damage
roll and loses all focus points.
A hit Warcaster does not
replenish focus points next
turn and a hit Warjack cannot
be allocared focus points
or channel spclls for one

roun \.i -

Phantom Seeker
Bolt—With this ethereal
bolt, Eiryss may atcack any
model in range regardless of
line of sight. Phantom Bolt

ignores cover, concealment,

obstrucrions, and

intervening models. If hir,

the target takes a POW 10
damage roll.
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POW P45

7 mmnre

Damage 5
Base Size: Medium

Leader and 5 Troops

Up to 4 Additional Troops

Field Allowance
Victory Points

Base Size: Medium

SPECIAL RULES
| BOOMHOWLER
+Fell Call (% Acrion
+Leader

UNIT
+Combined Melee Artack

“Tough
+Stink Bombs (% Acrion)

were ﬁtsrmougfy Some r.g‘ em ain't et e
—Reid Markus, Cygnaran long gunner

t’s said thar Bragg, the legendary trollkin
Fell Caller, was quire promiscuous in his
day, and thus his peculiar talents have
sprouted all across Immoren. These special
folk command a power of voice that belies
ithe imagination. Over the past six years,
ew of these Fell Callers have mastered their
preternatural inheritances. Possibly the most
‘noted is Greygore Boomhowler, a crass and
nigh intolerable axe-for-hire with a great
command over the Gift of Bragg. Many have
eard tales of his vocal prowess, yet those
who have heard ir personally cant recount the
experience without emotion.

Greygore hails himself as the
reincarnation of Bragg. He wears garish
strips of cloth in gaudy colors, and refuses ro
be quiet, even in an ambush. Indeed, some
commanders have paid him and his mercs
double-fees to stop singing and gibbering
at all hours of the day and night. When
Greygore isn't singing, drinking, or fighting,
he is performing Bragg’s historically favorite
duty—wenching. Womenfolk of all races
throughour the kingdoms have been entranced
by Greygore's legendary voice. Indeed, he is
quite the handful off the bartlefield, but his
antics are well worth it once the battle has been
joined.

Greygore is proficient with both
blunderbuss and axe, but his true worth lies in
his rumbling voice. With a single breath he can
release a rolling croon across the battlefield,
palpable supernaturally over the clash of
swordplay and the crack of gunfire, and heard
more from within the body, like a feeling more
than a sound. His vocal range is incredible,
from subtle tunes in order to calm panicked
comrades ro shrill screeches thar turn a man’s
hair white, There are soldiers who claim the
trollkins voice was key in winning bactles
before the first drop of blood was ever spilled.
Indeed, more than once, Greygore alone has

caused entire hordes to flee.

Blood, of course, must be spilled at times
when fear and rerror cannor win the day. Then,
Greygore calls upon the full force of his power.

With a deep brzach, he sends forth a hea\’ens—shaking
cry, his maw erupring with a wave of sound thar
shartrers glass and splinters wood like some mighty,
oceanic wave, even ripping gashes in the metal skins
of warjacks. In fact, the sensitive inner workings of
the mechanikal giants are susceprible to the swell of
sound, rartling cogs loose and unbalancing essential
fluids. Truth be told, Greygore’s wail taxes him a
great deal, and he cannot sustain it for extended
amounts of time. This is a somerimes a good thing.
Though the force of his blasts are meant for his
enemies, the ear-splitting sounds can be heard for
miles, and many of the trollkin’s allies are as prone to

incapacitation as his foes.

Qwer his travels, the Fell Caller has become a
sort of status symbol among his people, and many
have tried ro emulate him. Should the "descendant
of Bragg” happen upon a trollkin sectlement, it is
not uncommon for many of their young warriors to
take up their axes and join him. These volunteers
swell and wane in number from time to time, but
Greygore cannot be found withour ar least a few
loyal followers. With the respect they give him, it
is no wonder why many believe Greygore's claim to
be Bragg reincarnared. In bactle, they ﬁgh[ with a
combination of axe and blunderbuss, and use their
trademark stink bombs, which Greygore has had
developed by trollkin alchemists. This glass globe
sharters on impacr, releasing a cloud of noxious
vapor that s highly debilitating to those who inhale
it—anyone, that is, save the trollkin themselves,
who with their legendary immunity to poisons and
contaminants bartle on, completely unphased.

Whether or not Greygore is the reincarnation
of the legendary Bragg or just a sclf-importam bard
with a bloared ego, it matters lictle to his employers,
He and his trollkin followers are an impressive
addition to any army, and between bouts of drunken
revelry he has a wealth of ralents to spread among
the troops. Still, commanders are often wary of
where to assign Grcygorc and company, for just like
at the Caspian amphitheatre, if one instrument is
our of tune during the symphony, the results can be
disastrous—especially if chat instrument can turn
men into jelly with bur a single, sour nore.
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«Combined Melee Attack—lﬁstc’:d@}.-makmg
melee attacks seperately, Trollkin Mercs in melce

range of the same target may combine their
BOOMHOWLER atcacks, The Troffkin with che highest MAT i S
the artacking group makes one melee arrack roll

for the group, adding +1 to the artack and dam-

age rolls for each Trollkin, including irself, partici-
pating in the atcack.

« Tough— Whenever a Trollkin takes sufficient
damage to remove him from play, the control-

ling player rolls 2 d6. On a 5 or 6, the Trollkin is
knocked down instead of being removed from play. ey
+Stink Bombs —(RNG 5, AOE 3") A hr
Trollkin may throw a Stink Bomb as a mngecl Gﬁ :

$ attack. Living models in a Srink Bombs AOES '&f
suffer -2 ro their SPD, STR, MAT, RAT, ;
CMD, and DEF for one round. A Stink
Bomb’s AOE is not a cloud effect, bur ic

S Merceﬂnry-—-BoomhoMer & Co. will not work for the
Prorectorare.

+Fell Call (% Action)—Enemy models within 8"
of Boomhowler must make a command check or
flee. All warjacks within 8" suffer -2 MAT and -2
RAT for one round.

<Leader

B
T

remains in play for one round. Trollkin are
immune to the effects of the Stink Bombs.
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— hen one thinks of dwarves, one

rarely thinks of subtlety: Herne
Stoneground is a prime example
hy Herne served as a traveling alchemist's

assistant in his younger days, roaming from
stronghold to stronghold learning much in the
way of his mentor’s trade. More as a hobby than
a craft; Herne became very curious about the
sciences surrounding gunsmithing. By his sec-
ond decade he had already mastered the align-
ment of rare double-batreled firearms, and his

£ P wares earned him a great repuration amongst
B traders and military merchans alike
parts, the Stoneground escutcheon is hailed as

in some

a sign of cutring edge quality. A Stoneground
'original ferches many hundred if not thousand

Cygnaran crowns on the open marker, and some
came at a much higher price behind closed

doors. Herne could never truse a messenger ro

Damage
Point Cost
Field Allowance

Victory Points

G oL ks

A

¥ HERNE STONEGROUND
o R +Gunner

+Leader
+Loader

BARRAGE ARQUEBUS
+Scatter Shot (% Arrack

-
-
.d ~
. i g [y .
s
|
-
. .
X o !
F ‘.

deliver his wares, so he always did so personally,
although rarely ever seen withour a bodyguard
or three. Eventually, Herne ran across a well-

respected ogrun named Jonne.

Jonne was born and raised in Rhul, where
most of his tribe has served as guards and smich
hands to the Rhulfolk for hundreds of years.
Growing up quickly on the trade-rich border
of Llael, Jonne was accustomed to the flash and
pomp of the Llaelese merchants. It didn't rake
long for the adolescent ogrun to make a name

"I for himself on the Black River loading docks,
and often merchants asked for him by name.
"The slightest taste of fame went right to Jonne's

head, and he soon signed on with a Rhulic mer-
cenary group called the Emberhold. While in
the company he trained his martial skills, and
worked as a sword-for-hire (or axe, or mace, or
even large rocks!) for any who mighl: be in need
of his muscle.

One day, during a delivery of a pair of
Stoneground originals, Jonne met Herne
Szoncground himself. A pair of ill-fated brig-

: ds picked that time to interrupr the sale and
thieve the precious mastercrafts, Jonne moved
instinctively. He snatched up the two bandits
nd restrained cthem until the watch arrived. So
S, fast was his reaction and effective his skill, the

.&_gbrm dcgm!s fgft! Seven degrecs skyw.mf' Three degnﬁ _ﬁ:r wind, fire at. wn'f"
“On it. This one's really going to Kick thent it the shorts.”

I —‘Hemé Stonieground to Arquebus Jonne, and Jonnes response while trying to attain the perfect angle of fire
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surrounding folk broke into applause as the ogrun

handed over the brigands. Herne offered Jonne a solid
handshake in thanks, and from thar day forth the rwo
were fated ro become one of the most famous merce-

nary teams in all the Iron Kingdoms.

After the incident, Herne hired Jonne as his per-

sonal guard, ro prorect him and his products th rough

thick and thin. Thar was nearly fourteen years ago, and

Jonne is to this day bound ro Herne. Over the years

and through many adventures, the two have become

grear friends. Jonne has gone far beyond the call of

dury for his charge, saving Herne time and again. The

dwarf feels safe under Jonne's watchful eye, and while

some less scrupulous employers mighe allow their
hired muscle ro perish in order to save their own skin,
Herne wouldn't think of it. Without a second thought
of his own safcr}'. his axe and pistol leap rto the aid of
any who seek to harm his ogrun friend.

Some years ago, afrer months of Jonnes grum-
bling, the duo agreed that small arms m;mufacruring
was not the lucrative business it once was. They deter-
mined that true wealth would be found only in large
ordnance, so Herne pur his mind—and his gunwerks
skills—to the task. Before long, the Stoneground
Barrage Arquebus was unveiled. In an effort ro mar-
ket the new creation, Herne and Jonne took to the
road, hiring themselves our to any would-be customers
so thar they might get a first hand experience of the
gun's effectiveness.

The arquebus, a triple barreled contraption that
launches three cannonballs at once, is a beauifully
crafted weapon, so massive that only the bulging mus-
cles of Jonne—or"Arquebus Jonne” as he came to be
called—can possibly hold it aloft (indeed, the ogrun
relies on his dwarven companion for reloading the
massive weapon). The heavy clouds of smoke emit-
ted by the powder charges force Jonne to goggle his
eyes with thick black glass. Obviously, this impairs the
ogrun's vision, but Herne, who after years of powder
burns and stinging smoke is immune to these effects,
uses his shrewd judgment and mathematical skills to
help Jonne aim. Contrary to the opinion of its creator,
the barrage arquebus is quite inaccurare, but luckily
its ammunition is designed for fragmentation. While
the arquebus is devastating ar a fair range, Jonne is just
as deadly in close combar with his mighty great axe;
foes who survive the shelling, Herne's cleaving axe and.
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ol, often find chiéthselyes Batteredint pulp by the
-arquebus’ heavy iron barrels.

Herne Stoneground and Arquebus Jonne have
dined in the victory halls of Cygnar, argued payment
oprions with the kommanders of Khador, and wit-
nessed the pre-battle prayers of Menoth's scrutators.
The two friends have only one rule: no elves and no
walking dead. Once asked abour the possibility of con-
tinuing if the other should fall in combat, both Jonne
and Herne say something to the effect,"How would
that be possible? If he's dead, then I must be, too.”

HERNE & JOHNE SPECIAL RULES

Metcenary— Herne & Jonne will not work for Cryx.
¥ ¥

HERNE
+Gunner—Jonne gains +2 RAT as long Herne
and Jonne are in base-to-base contact and not

engaged in melee combat.

o "f-‘d'.-

:Leader

'_:__. .
e
+Loader—When Herne and Jonne m‘m"f:as_ﬁ-

to-base contact, Jonne may use the Barrage =
Arquebus ro make a Scatter Shor special attack.

BARRAGE ARQUEBUS

+Scatter Shot (¥ Artack)—The Barrage

Arquebus can make a Scatcer Shor special atcack

when Herne and Jonne are in base to base

contact. When fired in this manner, all chree

barrels of the Barrage Arquebus discharge at

once. After determining the initial shot's point

of impact, roll deviation for two additional shots. 8
from that point. All models within the AOE of' T

the addirional shots take blast damage. o
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have venrured &om one end of the

' Iron Kingdoms to the other and
an:k. and even fewer gobbers can make such
fa bold statement. One of these diminutive
creatures does more than just suggest however,
e downright guarantees he's been everywhere
at least twice, and seen it all ar leasr once.
{Reinbaggerinzenholdr, or Reinholdr for short,
aims to have seen many wondrous sights,

from Lord Toruk's inner sanctum to the grand

banquert halls of the elven courts of los. He
Sports strange trinkets and baubles from all over
Immoren, and his accent is nearly indistinguish-
able from the natives to whichever area he hap-
pens to be in ar the rime. Whatever the cause or
source, Reinholdr is a botromless font of skills
and knowledge thar would be difficult for a
dozen of his kind to learn in a liferime. Not an

_ _REI ?Es?i!;:[;ﬁt expert at anything special (although Reinholdt

+Coward
WARCASTER BENEFITS

would argue otherwise), he seems at least

parrially versed in whatever comes up at the

«Lucky Charm moment. Reinholdr is truly a jack-of-all-trades.
*Reload Even with the unsertling doubr of the
+*Spyglass

veracity of his claims, it seems warcasters and
commanders the kingdom over have shelled out
coin to hire Reinholdr for his myriad of half-
masteries. Although he claims to have been a
legendary bodger in his earlier days, Reinholdr
claims to have "surpassed such perty talents.” Too
often did he feel thar he was doing "all the work”
for the mechaniks, and now he refuses to soil his
hands with the repair of warjacks. While he scill

. enjoys tinkering with mechanika and toying with
theories that often baffle some of the artificers at the
Khadoran Mechaniks Assembly, his true joy is the
“adventure of roaming the kingdoms.

It may seem odd that a gobber with the reputa-
tion of a braggadocio could make a difference to the
powerful commanders of iron behemoths—but he
does, and happily so. While Reinholdr would tell

his employers his very presence is a boon and his
advice on tactics is without peer, he is indeed a true
aid to most warcasters. The gobber claims a great
savvy with the alchemy of firearms, and is useful as a
speedy reloader for riflemen and pistoleers; sometimes
he loads one of his “famous” home-brewed powder
‘sha:ges—leadmg to.spectacular pyrotechnics ac vari-

ous levels of intensicy—but he is still quite the handy

2 . —-—Remhofdt, Gébbcr Spemlaror and Self- Proc!a:lmed World ’I'rmler

assistant. Armed with a host of trinkets and artifacts
from the lands over, Reinholdr makes great use of his
“tools.” His crystal Ordic spyglass—which he says he
received for helping sway a Cryxian pirate invasion
from the shores near Berck—is one of his favorites.
Using the glass, he can spy out potential dangers and
estimate just how long it will take for that peril to
cause him personal harm; gobbers often use ‘getaway
chronology” as a mode of measuring distance. While
it may take an employer a while o find the seconds-
to-impact method useful, this knack of Reinholdr’s is
rarely off by much, and if so, usually on the positive
side (in favor of the gobber's escape time). When all
else fails, some warcasters rub the little guy for luck.

Though he’s seen many a barrlefield across
Immoren, Reinholdt himself is lucky to have not suf-
fered a scrarch. This fact, of course, is not from his
skill as a combarane, bur rather this uncanny luck. He
once sneezed himself out of a moving carriage into
a patch of thornbriar bushes just before the carriage
burst into flames upon hitting a powder trap set by
brigands. And once, a bullet reflected harmlessly off of
a silver soupspoon in his pocker that he had “acquired”
carlier that same day.

Despite his good forrune, Reinholdr is nor what
one would call a hero. He is far more likely to run and
hide than stick around if a situarion gets too hairy.
Indeed, hes been known to vanish from sight in typi-
cal gobber fashion if aiy enemy comes too close. If left
with litcle oprion, the resourceful chap will search his
po-:kcrs and pnuchcs for an)-'thing that might aid his
escape; these tricks range from powerful smoke bombs
to distracting contraptions, but have all resulted
somehow in his safe exit. Though he may not be a
hero, Reinholdt the World Traveler is an interesting
bloke with no lack of usable ralents and skills. Many
commanders utter a deep sigh when the little bodger
comes sauntering into their camps from who-knows-
where, and whether that sigh is an expression of relief
or one of exasperation is often determined by their
current state of affairs.




mH!m?spEum' ]"ILES As [ong as Remho[dr 15 in base—ro—base ,wmh S

"Mercenary—Reinholdr will nor work with Cryx or his Warcaster, the Warcaster may use one Gf'ﬂ"‘.e N

Protectorate Warcasters. following abilities during his activation. ™

REINHOLDT
+Assistant—Assign Reinholdt to a single
Warcaster; he cannot be reassigned during a
game. [f Renholdr's Warcaster is removed from
play, remove Reinholdr from play as well.

«Lucky Charm—Warcaster may roll an %
additional die with one attack or damage roll..
Discard the lowest die from the roll before
totalling the score.

+Coward—If Reinholdt begins his activarion +Reload—Warcaster may make an additional
more than 3" from his Warcaster, he must pass ranged artack withour spending a focus point and
a command check or flee. Reinholdr must regardless of the weapon's ROE

also pass a command check or flee anytime he
or his Warcaster is engaged in melee combar. -Spyglass— Warcaster may premeasure up to a.
Reinholde automarically fails any command check distance of 12" berween himself and one other

if he is outside his Warcaster’s command range. model within his line of sight.
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IVE ANYONE ‘WHO DIDN' % READ THIS SECTION A THOROUGi—T BEA’I' DOWN

=Y here are a number of tactics that are
worth keeping in mind as you play
A. WARMACHINE. These will become second

~ nature as you play more games, but are worth thinking

~ abour early on. A lot of these are common sense;
AR orhers take a bit of play to ﬁgurc out. This is a simple
: Ovel'l-'lew OF some Of the ﬁﬂei' PQH“:S OF P[ﬂ}’ ;lnd thesc

_ tactics are intended as a jumping off point for new

You should consider ractics as you begin to
‘build an army. You want to make sure thar you
ow how each element fits into your roster.
ink about whether you want to charge into
melee combat or let your enemy come to you, or
whether you need cerrain models to accomplish
scenario objectives. If possible, you'll want ro
- consider the composition of the faction you're
playing against. Make sure your forces are
adaprable in case your opponent might have a
surprise in store.

Before play, thoroughly familiarize }'oursclf
with the models you intend to field. Make certain
you have a good idea of the relative strengths and
weakness of your force, check the ranges of your
weapons, and re-read all the spells possessed by
your warcasters. Familiarizing yourself with the
rules will not only allow you to play betrer, bur
also keep the game moving along.

Another good rule of thumb is to combine
fire to remove larger models our of play. Do
not spread your fire among too many targets.
Drop one enemy before moving on to the next,
since even a damaged warjack is a viable threar.
Of course, once a model has been cripplcd to the
point of uselessness you may wish to target a more
threatening model.

Use infantry to screen warjacks and warcasters.
Units can easily block enemy charges. The relatively
high defense of some models can also drag out
conflicts berween infantry troops and warjacks.

Choose your fights carefully. Try to avoid fighes
that are stacked too far in your opponents favor
~ or skirmishes that tie up forces for too long, thus
using up valuable resources that could be better used
elsewhere. Remember that the fastest way to take
apaa;t your opponents force is to knock out cheir
~warcasters. Keep your forces ready and mobile and

l_dmp out eye on the prize.

Pay careful attention to your control areas. Its
easy to overextend your battelgroup and suddenly
find your warjacks our of range ar a critical moment.
Feel free to measure your warcasters' control areas at
anytime, bur remember this is the only form of pre-
measuring allowed in WARMACHINE.

Use your arc nodes to extend the range of your
spells. Move your arc nodes into enemy range only
when you're ready to use them. Careful deployment
of your arc nodes keeps your enemy on the run and
second-guessing your attacks.

Use focus points wisely. There is no need o
use all your focus points. When allocating points, be
careful nor to give your warjacks more than rhe}' need.
Plan out your movement and artacks in advance ro
best conserve focus points.

Boost artack rolls for weapons with powcrful
critical effects. The extra die vastly increases the
likelihood of scoring a critical hit against the target.

Conserve your fears. Use them only ar times
when you absolutely need them. They are a great
threat when kept in reserve and can easily keep your
enemy ar arm's length.

Know your enemy. Be prepared for your enemy’s
spells and fears, they can easily change the tide of war.
Do not assume infantry troops are harmless. In the
proper circumstances, infantry can hit every bir as
hard as warjacks.

Do not be afraid to ask to see your opponent’s
record sheets. Even the best of us occ:{sionaﬂy make
mistakes.

Targer enemy arc nodes. Losing arc nodes greatly
restricts your opponent’s ability to targer you with
unforeseen attacks.

CRYA

ryx specializes in speed and dirty tricks. Very
fast and maneuverable, Cryx is capable of
laying waste to their opponents wherever
and whenever they choose, always keeping their
enemies guessing. The key is speed, pure and simple.
Comprised oflargc numbers of lighr. extremely
fast models, Cryxian armies tend ro race forward at
breakneck speeds. scything into their opponcnt's front
ranks. A p]ayver of the Cryxian faction should notr be
afraid to hir hard and fast, and never ler up. As longas'
you bear down on your enemy quickly, you should be

able to absorb the rare of attrition your forces are sure

o sustain.




| nyers should avoid sprea:lmg
forces out or ‘clumping them in places where they
cannor reach the enemy. Forces ger spread out when
fase models are allowed to outpace slower models, or
when the controlling player attempts to keep some
 models in reserve, Whatever the case, the effect is
always the same. The first models arrive without
support and are decimated. Your opponent then has
time to close any gaps in their line and prepare for
your second wave. Be unrelenting, but be measured.

Choose your fights carefully. Cryx has the speed
and maneuvcrabiliry to engage the enemy at will.
Look for the soft spots. Do not just mindlessly move
your units forward without a plan. Make sure the
first models to engage the enemy are supported by
additional models, and take care not to position slower
models in front of faster ones.

Cryxian models tend ro be very fast and hard to
hit, but they are also lightly armored. Watch out for
the withering effect of your enemy’s ranged atracks,
which reduce numbers before your models ever arrive
in melee, cspccia”}' area-of-effect weapons that cause
severe damage even if they fail to hic directly.

Play dirty...bur don't cheat! In addition to speed,
Cryx has potent m:tgi-.‘a| abilities designed to lay waste
to all who stand against them. Use combinations to
your advantage. Cryx has a wide variety of spells,
abiliries, and weapons that play off one another. Nail
hard targets with spells that lower their resistances
and then gang up ro bring them down quickly.

Arc nodes, arc nodes, arc nodes! In addition to some
of the most devastaring spells in the game, Cryx has
a wealth of arc nodes and large control areas. By
carefully using your arc nodes, your opponent will
have no idea where you'e going to strike next.

Targer enemy warcasters to keep them on the
run. Most of your opponent’s army can be easily
ignored as long as you go after their warcasters early
and often. All thar's required to kill off an enemy
warcaster is careful deployment of a couple bonejacks
and plenty of focus points.

Cryx also has access to many weapons and spells
that cause corrosion. Most effective against units,
corrosion is a death sentence for ordinary troops with
a singfc wound. It is also a potent weapon when used
against enemy warcasters, damaging them round after
round. But spread our your corrosion attacks. Once a
model is affected by corrosion, there's no benefit from
repeated corrosion attacks.

 Uaroasters

R Cryx' has some of the most powerful warcasters in the
gamc. The}f re fast, skilled, well armed, and know the

s of al[ manner of arcane power. Cryxian

against.

Not only are warcasters of the Ctyxlgn Empfre

=i

powerful magicians, they are deadly combatan
capable of leveling even the most powcrfﬁl waAr L
machines. Some carry soul cages, which allow ti'mm' :
to harvest the spirits of their victims and convert c this .
into more magical power. e

The dreaded Iron Lich Asphyxious is best used
at a distance, channeling damage spells through his ! y
bonejacks. Tear apart heavy warjack defenses with
repeated castings of iron blight, and then go in ﬁarthg
kill with a blast of hellfire. If the Iron Lich manages:
to get into melee combar, he can shred most
opponents with litcle trouble, but keep enough
focus points in reserve in case he needs to beat a
fast rerrear with his wings of shadow.

The stealthy Warwitch Deneghra is an
obvious choice for quick and dirty missions. Her
ability to sneak up on enemy models without
bcing hit by ranged attacks makes her an
invaluable resource among the rapiclly moving
forces. Use her debilitaring spells ro strip hard
targets of their defenses or send her into melee
combar supported by a helljack. The warwitch's
potent abilities allow her to dance through combat,
paralyzing the enemy in their tracks.

Skarre the Pirare Queen is most effective
when supportccl by troops that can fuel and
play off her abilities. Keep her surrounded by
inexpensive mechanithrall and sacrifice them
surgically to remove chreats as tl’lC} arise. Only use %
her feat when victory is within your grasp.

Warjacks

Cryx fields two terrifying varieties of war machines
in its army—brutal helljacks and sleek, arc
node-bearing bonejacks. Helljacks are ferocious
combartants that tear through enemy units, rend iron!
and generally make a mess of anything that stands in
their way. Though fast and hard to hit, helljacks are
also lightly armored and easily damaged.

Slayers provide the muscle behind Cryx's army.
With a staggering number of attacks, the Slayer’s
ferociousness is without equal. The Reaper has only
slightly more finesse with its harpoon and helldriver.
Use harpoons carefully. At times, they are incredibly
powerful; at other times, they are nearly useless, bur
nothing is better than gerting in and harpooning
an enemy warcaster, dragging them into thewmgg
embrace of a Reaper, and then mmmg them mtopaste o
with a helldriver. o :



They a.réfa.st. neatly mpossxble to hit,
mastcrs with ‘amazing spell targeting
gh armed with a number of small

weapons, the true role of a bonejack is
arc node in place. Always rake a couple more
n than you think you need; chey're hard to
o buta single well placed blow can take one down.
- Nevertheless, no price can be pur on the ability co
) ‘blast your enemies with hellfire at will.

' Solos and Units

. Cryx has a large number of viscious and dirty units

to choose from. Each one has its advantages, but

ty :\ by no strerch of the imagination are any of them

. considered elite troops. Cryxian unirs tend to
be both fast and cheap or powerful specialists
| designed to lay waste to anything in their path.

Though relacively slow, bane thralls are
potent troops that can be amazingly useful ar
the r:ghr time and place. Their stealth ability
“allows them to shamble ever closer to the enemy,
suffering few losses from ranged arracks. Once
they make it to the front lines, maneuver them
toward hard targets that mighe be softened
up by their dark shroud ability. To magnify the
effect, cast fri'pp!'mg grasp or parasite speﬂs on your

. target to really ger the beat-down underway. If
anythings left after char, blast away with hellfire or
venom spells to finish them off.

Mechanichrall are a cheap and plentiful
unit. Buy them up to a full squad of ren models
and set them loose on your opponents. They are
effective against units and w; ar|acks alike. Though
dley have a low melee arrack srac, they can make
two attacks per combat action thar are more than

r powerful r:nough to kill most infanery troops wich
a single hit. Save their combo strike for larger
models, where the high POW can punch through

& heavy warjack armor.

Use bile thrall sparingly for best effect. They
can often damage each other with their spray and
purge artacks. Deploy them against enemy unit
concentrations and avoid getring them too close ro
units of your enemy’s ranged troops.

Skarlock thralls can add significant firepower to
your forces. Avoid the temprarion to move them too
~ far forward, though, as they can be an all too tempting
target for ranged atracks. Use them to rake out petty
nuisances that are beneath your warcasters, and it is
b&st 0 always screen them with a unit for protection.

faction armies. Is forces are fast, skilled,

and suited to a variety of roles in the field.
Properly supported, Cygnar's infantry has little trouble
tearing through enemy warjacks.

Though light and fast, Cygnar’s forces tend to

lack some of the destructive force of other factions.
Cygnar stries for a balance between strength and
maneuverability. Having the most advanced weapons
in the game doesn't hurr either.

C ygnar may be the most ﬂe&{big oF all the

Cygnar's greatest srreng:h is the effecriveness of
its ranged atracks. With powerful warjacks, enhanced
spells, and a variety of ranged atrack units to choose
from, Cygnar can lay down a sea of lead. Spells can
be used to boost already long ranges and high RAT
stats for a truly devastating effect. Imagine a unit of
long gunners blasring away from a fixed position with
a Defender ﬁt’ing over their heads, all with deadryu and
snipe cast on them, sinking shots into enemy models
at what was presumed to have been lurking at a safe
distance.

In addition ro its ranged arrack ability, Cygnar
EISQ CxCe]S at impl‘o\'ing rhc I'l(l[l.ll':ll 3d\’élnt3gl:5 Of thc
army and raking those same abilities away from their
opponents. It is easy to stall the advance of incoming
enemy models by extending range to pick them off
as they muddle their way through an advance, and
Cygnar has a wealth of knockdown and disruption
attacks for paralyzing the enemy where they stand.

When constructing your army, try to keep a
balance berween inf.’mtr}' units and warjacks. Unirs
may be as powcrful as warjacks—and less costly ac the
same time—bur they lack the ‘jack’s staying power. As
the battle rages, you mighr eventually see your long
gunner units wicther away under enemy fire, bur your
Defenders will stay strong.

Warcasters

Cygnaran warcasters are versatile and well balanced.
Each has an array of weapons, spells, and abilicies that
suit a variety of bartlefield roles. Just keep them from
being pinned down in melee combat, for Cygnar has
better leaders than melee fighrers.

Commander Coleman Stryker is a good all-
around warcaster. He is fairly quick and hard to hit,
possessing an assortment of disruprion weapons, and
can usually hold his own until assisrance arrives. His
spells are balanced berween augmentation, attack, and
defense. Stryker is a good and solid core for any force.

Caprain Vicroria Haley is the most powcfﬁ.ll
Cygnaran warcaster. She's not only focus-rich, but '
possesses a good number of spells designed m&low E
the enemy’s advance. Save some ofher‘fncu@s




ey can support larger barde
_igroups than orb?r Cygnaran warcasters.

The gunfighter, Lieutenant Allister Caine, is

a ericky warcaster ro field. He's a specialist that can
cripple advancing enemies with ease, bur a fairly weak
warcaster in melee. Send him into combar and blast
away with his speHanrm pistols, and then have him flash
away to nearby safety. Controlling players also have
to struggle berween spending his focus on devastating
artacks or to fuel his warjacks. He works best when
deployed with a tight battle group consisting of some
Lancers that are able to channel his powerful thunder

%ge qf hd: spearsmmw F’Wftxt-'

g <
elite. eir owg( 'Eg:;xthing__the
od‘(er ﬁmons K&ve tooffer. = - :

Long gunners are among the mos’f 1
units in the game. With their long- rangedﬁdhl— 3 .“Vs,
shooting rifles and combined ranged atcacks, they
certainly slow the advance of enemy models. For best -
effect, position them in places where they can ovedogk Bl
the battlefield, moving as little as possible. Keepin
mind they may only fire twice if they don't move, bur
they Il gain the aiming for both shots!

Gun mages are notoriously dangerous and hard
to kill. One of the hardest units to hit, gun mages
excel at slowing enemy advances with their thusider

strike spell. A
: attacks. o

Warjacks o )
- Cygnar's warjacks : renchers & f \,,.

are the rrademark are the most

of modern f’crsanlc unit

bartlefield in the galmc,

technology. gvaéu:lzclla‘e

They are quick, g r lio :ng

mobile, and pack ack enemy

a wallop. Cygnar
relies on its
heavy warjacks
to deliver the
big blows as

the light jacks
move swiftly in
to deliver more
firepower where

nee dCCL

Fast and tough, Cygnar’s heavy warjacks are
potent. The Ironclad easily crushes enemy warjacks
with its .'I:mkr.' hammer, slamming them to the ground
and serting them up for volleys of ra ngcd atracks.
The Defender is invaluable for softcning up enemy
hard rargets from a distance. Used in a one-two
combination with long gunners, enemy warjacks
often sustain crippiing damage before tl‘)ey ever reach

charging range.

The Charger and the Sentinel are fast weapon
platforms thar lay waste to units and soft rargets alike.
Remember to fuel them with focus points to boost
their damage rolls against harder targets. The Lancer
is a solid channeler that can grcstly extend the range of
Cygnar's offensive spells. It is best to keep your Lancers
in cover when possible, since most enemies prefer
to shoor at them from afar rather than risking their

waljacks in melee against the Lancer’s shock shield.

Solos and Units

Cygnar is blessed with a large number of trained
personnel suited to a variety of bartlefield roles, These

advances or
in scenario
play. Position
your trenchers
where they
cause the
most havoc [
and dig in, but .
don't be afraid

o ].\ulI them back if their positions are overrun.

Stormblades are powerful units that can bring
down the heaviest opponents. Remember to keep
them together to protect their captain so they can
gain the benefit of his storm rod.

Field mechaniks can be of grear value in
keeping your warjacks in top condition. Use your
firepower to hold your opponents at bay as you pull *
back your heavily damaged warjacks for repairs, In a '
pinch, fast moving gobber bodgers can be deployed to
screen your warcasters from charges or ranged artacks.

To ¢ause a great deal of unexpected havoc, rake
a journeyman warcaster and assign him a Defender,
freeing up focus points for one of your other
warcasters, Lone journeymen can also be used to
collect inert warjacks that formerly belonged o fallen
warcasters.

KHADOR

he backbone of Khador's army is the hage<

warjacks thar easily decimate anythmg in

their path, often with a single blow. These
brutes lack the refinement of the warjacks of the other
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: wﬂl A potent. combination.

= On the surface, Khador seems to have a simplistic
play St)'lc—go forth and crush everything that gets
- near you! With the largest warjacks and an awesome
: ’_'_amy of spells and powers, Khador justifiably seems
. unstoppable. Their warjacks easily shrug off attacks

" thar cripple lesser machines, and art the same time

delivering crushing blows that drop even heavy jacks
vich a single scrike.

Beneath the surface, Khador has some
. hidden weaknesses to overcome. First of all, their
“huge warjacks have sacrificed speed and grace
for raw power and defense. With relativ =.i'. low
attack scores, their warjacks seldom hit without
‘boosting their attack rolls. Of course, when they
hir, the results are spectacular.

The apparent slow progress of the
Khadoran army may also be an advantage. Just
when your opponent is lulled into a false sense
of security, bust out with boundless charge spells or
the Dark Prince’s forced march feat. Your opponent
will never know whar hit'em.

Khador also lacks light warjacks. That
may not seem like much of a setback until
you consider that light warjacks generally
cost fewer points and move faster than heavy
warjacks. Without light warjacks, Khador also
lacks arc nodes, Withour the added spell range,
focus points are usually spent to overcome the
weaknesses in war machines rather than on
powerful artacks. Good managing of resources is
the key to overcoming these weaknesses.

Most of the time, a Khadoran warcasters

i allocates his focus points to his warjacks in order to
boost their attack rolls. Berween low arrack scores

- and slow movement, Khadoran warjacks need all

the help they can get. Even though the warcasters

‘have powerful spells, they are relatively short range,

and without channelers they often have a hard time

reaching their intended targets. Plan your focus point

distribution carefully: Think about whar you want ro

- accomplish. Don't gamble with porential outcomes.

The warcaster must be protected ar all costs.
It is preferred to let the warjacks bear the burden
of the atrack and cause the best part of the damage.
The loss of a warcaster is crippling to any army, but

& mgiéso to Khador; there are very few focus points

<%

0 go around once a warcaster falls. So carefully plan
}mﬂ deployment. Make sure you can protect your

warcasters and support your units to maximum effect.

Pura couple of Destroyers in the ﬁwr w with a

warcaster behind them, and then pomr‘fon a couple
more warjacks behind the warcaseer, followed by yer
another warcaster. These convoys allow warcasters to.
support one another as they rely upon their warjacks

for prorection.

Convoy strategies that work well include
elements such as designating different warcasters to
control the Destroyers in the front so that no one
warcaster is fueling all cheir bombard arracks, and
positioning ranks of warjacks tightly rogether so the
warcasters don't need to worry abour being hit by
slam artacks into their front ranks. Careful use of
spells and feats also offer maximum benefit to the
entire convoy—wind wall and fog of war can be used to
cﬁ:ccri"cl}' cover most, if nor all, of a convoy.

Needless to say, the simplest tactics are often
the mosr effective ones. Punch a hole through your
enemy's lines and crush the hardest targets first. Don't
worry too much about getting warjacks damaged;
just get them up there. They are built to take a lot of
abuse, and once your Marauders are in place, there’s
very little your opponent can do but pick up the pieces

of his beloved warjacks.

Warcasters

Khadoran warcasters embody the spirit of their
people. They are grim, derermined, no-nonsense
warriors thar hold their own in any ﬁght. They tend
to be powerful melee fighters, with some of the most
strategic fears in the game.

Keep your warcasters out of the front lines.
Since Khador's warjacks are so difficulr o rake down,
many opponents ignore them altogether and focus on
arracking the warcaster whenever possible. Though
formidable, the warcaster is still physically weaker than
his jacks. With Khador's relatively small number of
warjacks, care must be taken to keep an enemy from
flanking the warcaster. Avoid the temptation to get
them into melee. Though any one of them, armed with
their magics, could stand toe-to-toe with the heaviest
warjacks in the game, they are much too import.mt o
throw heedlessly at the enemy.

Sorscha is an extremely porent warcaster with
great tactical potential. She not only possesses
powerful weapons and spells, bur also has the dreaded
icy gaze feat that can change the ride of battle in a
single round. Save her feat until the right moment.

It is a powerful psychological tool to keep over your
opponent’s head. Careful use of the wind rush spell

allows her to take her opponents completely off guard.

The Butcher of Khardov is one of the most
dominant warriors to ever walk the Iron Kingdoms.

Get the Butcher's warjacks into melee fast. Pile the
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The Dark P‘nnce is a must for larger scale battles.
Between careful use of his wind wall spell and forced
smarch fear, Khador can close in swifter than expecred
on enemy forces before sustaining too much damage.

Warjacks

No army in all the Iron Kingdoms can compete with
the sheer brutality of the Khadoran war machines. If
you are playing Khador, odds are it is because you want
to beat your opponent to pulp with some serious heavy
hiceers. Their warjacks are huge, powerful, and tough.
Not only can they deal a lot of damage, they can also
take ir.

It is generally best to boost attack rolls over
damage rolls. A lot of weapons have powerful critical
effects thar come up more often with an additional die.
Khador also hits hard enough that an additional die
of damage may not make much of a difference if you
crush you enemy with a single hit.

Don't engage enemy units with your warjacks.
The last thing you want to do is get bogged down
fighting rank and file in melee as your opponent
positions his warjacks to take our your warcasters.

Destroyers provide r.mgcd atrack support for the
Khadoran army. Though far from surgical, they can
pitch Bombard blasts far ahead of advancing forces.
Juggernauts and Marauders are the heavy hirrers of
the army. Both are terrifying in melee and rip anything
they come into conract with into its base components.

Solos and Units

With a potent variety of specialists at its disposal,
Khador may be considered a special forces army. They
have the grearest number of advance deploy troops,
which lends some obvious advantages over other
factions, even taking into account the slow speed

O* thcn’ ]ackﬁ Kh‘ldordn unlt% are a gDOd blcnd Of
effective rank and file troops and well-trained guerilla
fighters developed specifically ro fill the holes in their

ar l'l'!.)’.

The Winter Guard and Iron Fangs are Khador’s
basic units. Both are highly effective squads that
benefit from good maneuverability and combined
artacks. Keep the Winter Guard back to support your
flanks and ro protect lone warcasters. Send Iron Fangs
forward ro charge your opponent’s front lines.

The heavily armored Man-O-War are Khador's
answer to light warjacks. They are the immovable
object rounding out Khador's unstoppable force.

~ . Position them to tie up advancing enemy units,

Reavers are among the most remﬁ;m . ]
troops in the game. Impossible to targer mﬂxspﬁ,.
insanely powerful in melee comba, and advance =+
deployment makes them a brilliant addition to :m}'
army. Just be careful to keep them from butchering

each other during a frenzied melee!

Barrle mechaniks can be of great use in the
unlikely event thar one of your warjacks actually
goes down. Usually mechaniks are used to keep your
weapons in prunc order, better to hammer away at.
your opponents forces.

Manhunters are powerful assassins. Effective
across most terrain, the Manhunter can make
powerful charges, potentially bringing down even
heavy warjacks. Avoid getting them too close
before you're prepared to strike, as they're not builel
to take many direct hits. :

PROTECTORATE OF MENOTH

he Protectorate of Menoth is a powerful

faction with few weak points, bringing

fire and pain to those who dare refute
the Crearor. There is no place for subtlety with
the Menites of the Protectorate, and they are not
to be trifled with. This is a well-balanced army
consisting of focus-rich warcasters, powerful war
machines, and countless numbers of fanatical
ini_anrry sporting destructive weapons.

The Menitres are a solid fighting force
capable of a fair share of surprises. They rival
Khador in the brute force of their war machines,
their warcasters march Cryx for magical potency,
and though they might lack the sophistication of &
Cygnar’s ranged weapon technology, the Protectorare ]
more than makes up for this shortcoming with the
sheer brutaliry of its weaponry. The Menites may not |
hit their mark every time, but if they launch enough
rockets, the effect is the same.

The Protectorates core strcngths are its many
prayers and protecrive spells, as well as the numbers
of its infantry. With the proper support, the Menites
excel ar making passable models into incredible ones.
Spells, warpriest chants, and special abilities work
in tandem to increase the effectiveness of Menite -
warjacks and troopers. Select a warpriesc and Choir to
follow your warjacks around and keep the bulk of your
forces within the confines of a Eye of Menoth spell. Play
defensive until you'e close enough to your euemy o,

unleash battle prayers.
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nunibcr of spells at his dlsposal Severius can really

Fleciotare s 3 great supply of low

e PR st infanery units thar pack a powerful punch,

& especially when propetly supported. Their warjacks are
* also among the least expensive in the game. Be careful

'~ to select a well-balanced army berween high nimbers

§ of expendable troops and a manageable number of

- warjacks.

_ The Protectorate has a powerful mix of ranged
‘and melee capabilities at its disposal. Long-range
' rockets easily lay waste to weaker unirs as long as
you fire enough into a small area. Flame belchers,
flamethrowers, and firebombs are all powerful
short-range attacks that decimate stronger foes.
‘Warjacks, Knights Exemplars, and Temple
Flameguard provide most of the up close and
dirty muscle. Remember to select enough melee
units to support your ranged attack units when
things ger ugly.

And finally, keep your warcasters at a safe
distance from the front lines! Menite warcasters
are pretty tough, but they are no match for
most enemy warjacks or warcasters when melee
breaks out. It is best to keep them behind a wall
of the faithful. Keep plenty of targets between
your warcasters and their guns; not only will the
High Reclaimer reclaim his fill, bur he will also
last longer. If you have a warcaster take serious
damage, pull them away from the battle with an

escort to stand between them and the enemy, and
use some of that ample focus pool to heal up.

Warcasters

Menite warcasters are limited in their martial
prowess, but they more than make up for this
with their high focus and powerful spells, geared

toward protection and increasing the combar abilicy
of friendly models, as well as reducing the enemy
to cinders. Plenty of focus points means you won't
& even have to choose which spells to cast and which o
" upkeep—you'll be able to cast spells all day.

High Exemplar Kreoss is the toughest of the
Menite warcasters. Witch a high damage capacity and
one of the best feats in the game, Kreoss can go toe-
to-toe with just about anyone. Surround him with
Crusaders and Vanqm'shers and punch a wide hole
through your enemy’s line. Use his feat to knock down

: enemyﬁmdels then position your warjacks to lay
f'\ﬁsfe to them as they scramble for cover.

: Kreoss may be the toughest of Menoth's
- warcasters, but the venerable Grand Scruracor

shake up the bartlefield. He's no close quarters
combartant, however. Use him behind the lines,
allocating focu points to a small army of warjacks,
commanding masses of troops, and always maineaining.

a Eye of Menoth spell.

The High Reclaimer may seem deceprively
underpowered when you first read his stats, but he can
raise hell on the bartlefield when properly supported.
Keep him surrounded by large numbers of zealots to
fuel his divine powers as they fall. When he reclaims
enough souls from their deaths, lay waste to your
enemies with repeated ashes to ashes spells.

Warjacks

The Protecrorate of Menoth is a faction that can field
a large number of warjacks. Its reliable jacks are solid,
no-frills bruisers thar hit often and hic hard. Their low
costs coupled with the warcasters” high focus points
make for a powerful combination.

Crusaders and Vanquishers are the workhorses
of the Menite armies. They're a bit on the slow end,
buc still tough-as-nails fighters with a powerful punch.
The Vanquisher’s flame belcher often reduces whole
units to ash with a single blast.

Revengers may be the most important warjacks
in Menoth's arsenal. They're tough, solid troops that
can channel powcrﬁll spell barrages, keeping their
warcasters a safe distance from the enemy. Their
armored hulls and repulsor shields keep them running in
even the heaviest fighting.

Repenters and Redeemers offer a choice of
maneuverable ranged arrack capabilities. Use Repenters
in bartle groups intended to close with your enemies.
Redeemers are best deployed behind the lines where

they can hurl salvos into enemy ranks.

Solos and Units

Most Menite troops are fairly inexpensive and best
used in large numbers. Expect to suffer wear and
tear, so fill out your unit sizes to bolster their abilicy
to carry on the fight, and always keep some of them
guarding your warcasters for added protection.

Temple Flameguard and Knights Exemplar are
the Protectorate’s melee specialists. Flameguard are
most effective when theyre kept close together to

benefit from combined artacks and shield walls. The-

Knighes Exemplar have the peculiar ability to augment =

their effectiveness as their brethren fall, so cut them
loose to charge the enemy ar will.

There are a couple of ranged atrack units to
choose from within the Protectorate’s army. thnevve;;
possible, stack any attack modifiers from %@g«l




damage with devmrmg blast templares Holy zealors
are powerful short-range attack troops that have the
power to bring down even the heaviest warjack—of
course, they're nor always terribly accurare and often
blow themselves to bits, 50 it's a good idea to keep the
High Reclaimer in proximity to reclaim their souls.

The Choir of Menoth are invaluable members of
the Menite army. With their powerfu] battle hymns
they turn the tide of battle to the Protectorate’s favor.
Consider deploying multiple units to extend these
CHEC(S over SCVCra} POrtiDnS Of thE batdcﬁcld.

Paladins of the Order of the Wall are powerful
solos thar can go head-to-head with most light
warjacks and occasionally even bring down a heavy
warjack on a charge. Paladins are best used to support
Menite units to give them an edge in combar, and they
are especially good at bringing down injured warjacks.

MERCENARIES

ercenaries add a grear deal of variation
to standard armies. Opponents get used
to playing against the various models

and units each faction has art their disposal, and
mercenaries introduce that unexpectcd wildeard to

the game. In addition to adding unfamiliar models to
the ranks of an army, mercenaries also help ger around
the innate weaknesses of each faction. For instance,
the mage hunter adds firepower, magical abilicies, and
advance deployment thar may be unavailable to some
factions. It is also worth noting thar mercenaries refuse
to work for some facrions.

When playing with mercenaries there are a
couple things to kccp in mind. Models removed from
Plﬂy by mcrl:cn:lrics dO not count tﬂ\\-’.’il‘d t}'ll._‘ \'iC[Of}"
point toral of their army. It’s best to use mercenaries to
soften up hard targets and then use your faction forces
to bring them down.

Metcenaries have to rely on their own abilities
in the field. They're also not considered to be a part
of the faction they'e fighting alongside. If a Menite
player was using Herne and Jonne in a game with
the High Reclaimer and they should fall in combar,
the High Reclaimer can't use his reclaim ability to

gain additional focus points because the mercs aren't

considered Menites.

Eiryss, Mage Hunter

Fie Eiryss is an extremely versatile solo that can paralyze
“the advance of a whole army. She also has a staggering

number of specialized arcane artacks—she can rob

garcastgrs of rhelr focus points and make extremely
{

A

ateractive target, and o&m she Il only
make sure it counts:

When deploymg the elven htmtcr. iy
remember thar she caninor end ﬁovemeaf’ \Wﬁf
5" of a friendly warjack. As your forces advance, she'll
be on the move. It beneficial to keep a unit of craops
nearby to soak up most of the firepower directed her
way, since she'll not be able to walk up behind tﬁem

for protection.

Greygore Boomhowler and Trollkin Mercenaries - . 2

Greygore Boomhowler and his gang are s
tenacious fighters. With their tough ability they can
take a lor of abuse, allowing them time to come
in close to their opponents where they can do
their damage. (m:} rgores fell call is a powerful tool.
sending enemies scurrying away as your forces
advance the field. They are most effective when
splitting their attacks between stink bombs and
blunderbusses to weaken their opponents until
they close within melee range. The trollkin are
best employed against factions other than Cryx, as
the vast majority of Cryxian forces are undead and
unhindered by the fell call or stink bombs.

Herne and “Arquebus” Jonne

Herne and "Arquebus” Jonne are incredibly
effective models with a grear deal of firepower.
Whether they're fielded with Khader, adding
addirional ranged firepower to their heavy armor,
or with Cygnar, where they can benefit from a
number of enhancing spells, the team is always a
welcome addition. The barrage arquebus is perfect
for devastaring infantry concentrations, its blasts
peppering the battlefield ar random and laying
waste to large areas. Move them as lictle as possible;
the aiming bonus makes them more effective when
they open up, and keep the ogrun in front of the
dwarf, where he can suck up the majority of any
damage coming their way.

Reinholdt

Reinholdr is a great supplement to Cygnaran or
Khadoran warcasters. The ability to make additional
ranged attacks or occasionally re-roll a failed throw is
a wonderful bonus. Don't underestimate the spyglass,
either—the ability to pre-measure a precise attack can
make the difference berween success and failure. Wich
his low point cost, there are few reasons not to field this
gobber in almost any game.
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=3 Hblhty(pg 27): An ability typically gives a benefit or
"' c’a.p'éh'_lirr-_rh&r modifies how the standard rules apply
= - toamodel. Abilities are always in effect and apply

* Action(pg. 38): After moving, a model can perform
~ one action per round, either a combat acrion or a spe-
cml action. Some types of movement or special rules
‘req'uire a model ro forfeir its action or restrict the
type of action it can perform.

- Activation Phase(pg. 32): The activation phase

is the major portion of a players turn. A player
may activate each model and unir he controls
once during this phase, except for models that
fled in the maintenance phase.

Active Model(pg. 32): The model currently
activated by a player. Typically, an active model

first moves, then performs one action.

~ Active Unit(pg. 32): The unit currently activat-
ed by a player. Troopers do not activate indepen-
dently—~an entire unit acrivates at once. Every
member of the unit must complete or forfeir its
movement before any member uses an action.
After completing the entire unit's movement,
resolve each trooper’s action and artacks in turn.

Advancing(pg. 35): A model moves up to its
' Speed (SPD) in inches when advancing. An
advancing model can perform an action afrer com-
pleting its movement.

F Aiming(pg. 45): A model thac voluntarily forfeits its
" movement by not changing its position or facing gains

a +2 bonus to every ranged attack roll it makes as part
* of its combar action. A magic attack does not ger the
aiming bonus.

%

Arc Node(pg. 56): A passive relay carried by a chan-
neler dac effectively extends a warcaster's spell range.

o J:-t

'L'ﬁ‘i‘.ﬁ Lk
Area of %ﬂ: (AOE), (pg:47): The diameter in
“inches of the template an area-of-effect weapon or

GAME TERMS AND DEFINITIONS

spell uses for damage effects. All models covered by

the template potentially suffer the atrack’s effects.

Armlock(pg. 42): A type of power attack. A success-
ful armlock prevents the opposing warjack from mov-
ing or using the locked weapon system.

Armor (ARM)(pg. 25): A models ability ro resist
being damaged. A model takes one damage point for
every point that a damage roll exceeds its ARM stat.

Arm System: Any warjack system with an arm location.

Army Points: Each encounter level gives the maxi-
mum number of army points each player can spend
“‘hcn dCSig'ning an al'l'l'l)'- a"\l'l &ll'l“)' cannot CXCccd
the maximum number of army points allowed by the
selected level.

Automatic Effect(pg. 52): Apply an automaric effect
every time it meets the conditions required to function.

Back Arc(pg. 27): The rear 180° of a model’s base,
opposite its front arc.

Back Strike(pg. 48): An attack against an unaware
model’s back arc. A back strike gives a +2 bonus o

the atrack roll.

Base Size(pg. 27): The physical size and mass ofa
model are reflected by its base size. There are three
base sizes: small base (30mm), medium base (40mm),
and large base (50mm).

Bash(pg. 40): A less than optimum warjack melee
attack option. Also, a warjack attempring a slam power
arrack instead makes a bash acrack if it moved less
than 3". A bash artack suffers a -2 penalty to the
attack roll and causes a damage roll of 2d6+STR.

Battlegroup(pg. 28): A battlegroup includes a war-
caster and the warjacks he controls. A warcaster can _
allocate focus points to or channel spells through only. 4
the warjacks in his battlegroup. B, - A

R
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i 1¥ e':u:tatk_ and rakes a Elvc dmgc roll of. 2d6-|;1f
2POW.

Boosting(pg. 54): A warcaster or warjack may spend
a focus point to add one additional die o any atrack
roll or damage roll. The model must spend the focus
point and declare it is boosting the roll before rolling

any dice.
Channeler(pg. 56): A warjack equipped with an arc node.

Character(pg. 29): A model that represents a unique
” individual from the Iron Kingdoms. An army may

include only one model of each named characrer. A

character follows the rules for its basic model type.

Charge(pg. 35): A type of movement that combines
with 2 model’s combat action to make a charge atcack.

Charge attack(pg. 35): If a charging model moved
at least 3, its first artack is a charge artack. A charge

artack roll is made normally and may be boosted. If the
charge artack hits, add an additional die to the damage
roll. This damage roll cannot be boosted.

Cloud Effect(pg. 52): A

of dense smoke or gas thar remains in play at its point

cloud effect produces an area

| of impact. Consider every model with any part of its
| base covered by the cloud’s template to be inside the
| cloud and susceprible o its effects. A model inside a

cloud effect gains +2 DEF against ranged and magic
arracks, which is cumularive with concealment or cover.

|

b Collateral Damage(pg. 42): If a slammed or thrown

‘I model collides with another model that has an equal-
or smaller-sized base, thar model is knocked down and

| suffers a collareral damage roll of 2d6 plus the STR of

the warjack thar initiated the slam or throw. Collateral

! damage cannor be boosted. A model that has a larger-
sized base than the slammed model does not rake col-

] laceral damage.

- Combat Action(pg. 38): A model can perform a
- combar action after advancing, charging, or forfeiting
its movement. A combar action lets 2 model make

. attacks. A model performing a combat action can
‘{g choosc one of the following attack combinations:

*I
£

+A model nor in'melee canmakcone
with each of its ranged weapons, -

+A model can make one special attack Allowed: by‘ﬁs:
s
special rules instead of making any other amtacks.

+A warjack that did not charge can spend a focus
point to make one power attack instead of mak-
ing any other attacks.

Command (CMD), (pg.25): A model’s willpower,
leadership, and self-discipline. To pass a com-
mand check, a model must roll equal to or less
than its CMD stat. Command also determines a

warcaster’s command range. Waljacl(s do not have
a CMD star.

Command Check(pg. 57): When a situation
requires a model or unit to make a command
check, roll 2d6—if the resulr is equal to or less its
Command (CMD) stat, it passes the check. In
most cases, this means the model or unit contin-
ues to function normally or rallies if it was flecing.
If the roll is greater than its CMD, the check fails
and the model or unic suffers the consequences.

Command Range(pg. 57): A warcaster has a com-
mand range equal to his CMD stat in inches. A

model or unirt in a warcaster's command range may
use the caster's CMD when making a command

check, but is not required to do so. A warcaster can
rally any model or unit and give orders to any unit in/
his command range.

Concealment(pg. 46): Some terrain features and
special effects grant a model concealment by making

it more difficult to be seen, though they are not dense
enough to actually block an attack. A model within
1" of a concealing terrain feature that obscures any
portion of its base from an artacker gains +2 DEF
against ranged and magic attacks from that opponent.
Concealment provides no benefit against a spray attack,

remain on a model and ha.ve the patemd o damagm‘
it on subsequent turns. .Resqlve conunuoy_;{eﬂ:ee‘ts on
models you conerol during the maintenance phase of



- out from t}:e et nall dlremons for a dis-
'ci‘ “tance of twice his Focus (FOC) in inches. A warjack
. must be within its warcaster’s control area to receive
~ focus points or channel spells, but it does not have
o be in line of sight. Some spells and feats use the
warcaster's control area as their area of effect.

‘Control Phase(pg. 32): During your control

:-phasc, each of your warcasters receives a nums-

b ber of focus points equal ro his FOC stat. Each
warcaster may allocate focus points to eligible
warjacks within his control area and ro his spells
that require upkeep.

Cortex: The magical brain that gives a steam-
jack the ability to reason.

Cover(pg. 46): Some terrain features and special
effects grant a model cover by being physically
solid enough to block an attack against it. A
model within 1" of a covering terrain feature thar
obscures any portion of its base from an arracker
gains +4 DEF against ranged and magic atracks
from that opponent. Cover provides no benefit
against a spray attack.

Critical Effect(pg. 52): Apply a crirical effect on
a critical hit. A weapon with a critical effect has
. the label "Critical” to distinguish it from an auto-
matic damage effect.

Critical Hit(pg. 52): A critical hit occurs if any two
"dice in an attack roll show the same number and the
- atrack successfully hits.

- Damage Boxes(pg. 27): Mark one damage box for
. each damage point a model rakes. Remove the model
from play once all its damage boxes are marked.

Damage Capacity(pg. 27): A model’s damage capac-
i’:f:&tcrmmes how many damage points it can take
.bﬁf'@rc bemg removed from play.

boxes. Diﬁ?:rcnr warjacks’ damage

different in shape and number ofdé;nage boses, but

they function the same.

Damage Roll(pg. 50): Determine how much dam-
age a successful arrack causes by making a damage
roll. Roll 2d6 and add the actack’s Power (POW),
Melee arracks also add the attacker’s Strength (STR.)
Compare this total against the targets Armor (ARM.)
The target rakes one damage point for every point that
the damage roll exceeds its ARM.

Defense (DEF): A model’s ability to avoid being
hit by an attack. An atrack roll must be equal to or
greater than the targer model's DEF value to score a
hit against it.

Deviation(pg. 47): When an AOE attack misses its
target, determine its actual point of impact by rolling
deviation. Referencing the Deviation Diagram, roll a

d6 to determine the direcrion the arrack deviares.

Direct Hit(pg. 47): A successful artack roll by an
area-of-effect weapon indicates a direct hit on the
intended targer. Center the weapon's AOE template
directly over the model hit.

Direct Hit Damage(pg. 47): A rarget directly hit by
an area-of effect weapon takes a direct hit damagc roll
of 2d6+POW.

Disabled(pg. 51): A system becomes disabled and
can no longer be used when all its system boxes are
marked. Mark the appropriate system starus box to
show this. A warjack becomes disabled when three of
its systems are disabled.

Disabled Arc Node(pg. 51): A warcaster cannot chan-
nel spells through a warjack with a disabled arc node.

Disabled Cortex(pg. 51): A warjack with a disabled
cortex loses any unused focus points and cannot
receive any more focus points.

Disabling a warjacks hull
has no direct effect. However, a disabled hull counts =

Disabled Hull(pg. 51):




Disabled Movement(pg. 51): A warjack with dis-
abled movement has its Speed (SPD) reduced to 1"

- and its Defense (DEF) reduced to 7. Disabled move-
ment prevents a warjack from charging or making a
slam arrack.

Disabled Warjack(pg. 51): A warjack becomes dis-
abled when three of its systems are disabled. Replace
a disabled warjack model with a disabled wreck mark-
er corresponding to its base size. A disabled warjack
may be attacked and continuous effects and spells on it
remain in play, so it may continue to take damage. A
disabled warjack may rerurn to operarion if enough of
its damage is repaired.

Disabled Weapon System(pg. 51): A disabled weap-
on system may no longer be used to make attacks.
The warjack may no longer use special rules that
require the use of this system.

Disabled Wreck Marker(pg. 51): Replace a disabled
warjack model with a disabled wreck marker cor-

v responding to its base size. A disabled warjack wreck
provides cover and counts as rough terrain for movement.

Disengage(pg. 39): A model disengages from melee
by moving out of its opponent’s melee range. A model
disengaging from melee combat is subject to a free
strike by its opponent.

Elevated Arttacker(pg. 45,60): A ranged or magic
arcack by an artacker on elevared terrain can carger any

] model on lower terrain and in line of sight, regardless
of intervening models.

Elevated Targer: A model on higher ground than
its artacker gains a +2 DEF bonus against ranged or
magic attacks from that opponent.

Engaged(pg. 39): If a model is within an opponent’s
- melee range, it is engaged in combat and primarily
. concerned with fighting its nearest threat. An engaged
= ‘model is in melee and cannor make ranged attacks.
An :ngaged model can move freely as long as it stays
inside its opponents melee range.

Facing(pg. 27): Amode.ls &angmthcdiucmnh;dl_ )

cated by its heads onentanon
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Falling(pg. 48): A model slammed. pushed, oqu‘:hat- #
otherwise moves off of an elevared surface grearer than

1" tall rakes a damage roll and is knocked down. A fall
of up to 3" causes a POW 10 damage roll. Addan =
additional die to the damage roll for every addmonal -:'

increment of 3". Rounded up. ixl :
Feats(pg. 53): Each warcaster has a unique feat : .25 i
thar he can use once per game. A warcaster can use g M % ’;
this feat I'recl) at any time durmg his activation, in ‘e( s
addition to moving and performing an action. o

r',"’
Field allowance(pg. 24): The maximum number

of models or units of a given type that may be
included for each warcaster in an army.

First player(pg. 32): The player that deploys
his army first and takes his turn first every game
rouncl.

First team: The ream with the first player.

Fleeing(pg. 58): A model or unit that fails a com-
mand check against fleeing immediately turns ro
face directly away from the threar that caused the
command check. A fleeing model activates during
his conrtrolling player’s maintenance phases. A flee-
ing model auromatically runs away from its nearest
threat roward its army’s deployment edge, using the
most direct route that doesn't take it through a dam-
aging effect.or let enemies engage it. A fleeing model
cannot perform any actions or use any of its special
ru!es.

Focus (FOC), (pg. 53): A warcaster’s arcane power,
Add the warcaster's FOC value to its magical attack
rolls. Focus also determines a warcaster's control area
and focus ponts. Warcasters are the only models that
have a FOC stat.

b L

Focus Cost(pg. 54): The number of focus pdmna A

warcaster must spend to cast a spell.



ter. - ' ves a
of focus pomts equal to hls Focus ( FOC) stat
g%mnrrol phase. A warcaster may allocare
+ focus poinrs to eligible wariacks in his control area and
3 hwsﬁa]s thar require upkeep, or he can keep them
S .@pbgn_& his own abilities and cast spells.

~ Forest(pg. 60): A terrain feature that hinders move-
" ment and makes a model inside it difficulc to see. A

 forest is considered rough terrain, but also provides
concealment to a model with any pare of its base inside
. its perimeter.

Formation(pg. 36): A unit operates as a single

- body and its members must strive to maintain
formarion. There are three different formarions:

' skirmish, open, and tight. A trooper not in one
of these formations is out of formartion

Free Strike(pg. 40): When a model moves

our of an enemy’s melee range, its opponent
may immediately make a free strike. The model
makes one melee attack with any melee weapon
in melee range and gains a +2 bonus to its melee
attack roll. If the arrack succeeds, add an addi-
tional die to its damage roll. Focus points may
not be spent to further boost a free strike’s arrack

or damage rolls or o allow any addirional arracks.

Front Are(pg. 27): The 180° arc centered on the
direction a model'’s head faces.

Game Round(pg. 32): A measurement of game
time. Each game round, every player takes a turn
in the order established during serup. Once the
last player in the turn order completes his turn, the
' current game round ends. A new game round then
begins, starting again with the first player. Game
' rounds continue uncil one side wins the game.

Hazard(pg. 60): A rerrain fearure that causes adverse
effects ro a model entering it.

Head-butt(pg. 41): A type of power attack. A suc-
cessful head-butr causes a damage roll and knocks

. downits rarger,

mm;mg or usmg the locked \n.reapwmsyﬂhm._ _

Heavy warjack(pg. 24): A waq’ack with alargEbase. _

Hill(pg. 60): A terrain feature that represents a gentle
rise or drop in elevation. A hill may be open or rough
terrain, depending on the ground’s nature. Unlike
abstacles, hills do not impose any additional move-
ment penalties. A model can charge up or down a hill
in open terrain at no penalty.

Hull(pg. 27): A warjacks blank damage boxes repre-

sent its hull.

Impassable terrain(pg. 59): Natural rerrain thar com-
pletely prohibits movement. This includes cliff faces,
lava, and deep warter. A model cannot move across

impassable terrain.

In Melee(pg. 39): A model is in melee if it is engag-
ing an opponent or if it is engaged by an opponent. A

modcl in lTI.ClEE cannot makc r;mgcd lft:ll.',lﬁ‘

Independent Models(pg. 24): An independent model
is one that acrivates individually. Warcasters, warjacks,
and solos are independent models.

Inert warjack(pg. 51): When a warcaster is removed
from play, the warjacks in his battlegroup become inert
and cease to function. An inert warjack may be reacti-
vated by a friendly warcaster of the same faction.

Intervening Model(pg. 33): If any line berween two
models crosses another model’s base, thar model is an
intervening model. A line of sight cannot be drawn
across an intervening model’s base ro models that have
equa.]- or smaller-sized bases.

Intervening Terrain(pg. 40): A model with any por-
tion of its base obscured from irs arracker by an obsta-
cle or an obstruction gains a +2 DEF bonus against
melee artacks from thar opponent. '

Knocked Down(pg. 49): Place a knocked-down
model on irs back. A knocked-down model is a sta- f
tionary target until it stands up. To stand up, a model

must forfeic eicher its movement or its




Laggg"Baée(pg. 27) A 50mm base.

Leader(pg. 24): Usually, one trooper in a unit is
trained as a leader, a model with a different stat pro-
file—and possibly different weaponry—that can rally
and issue orders to his troopers in formation. While
its leader is in play, a unit uses his CMD stat for all

command checks.

Light wmjack(pg. 24): A wzrjack with a medium base.
/ Linear Obstacle(pg. 60): An obstacle up to one 1" tall
bur less than 1" thick. Linear obstacles can be crossed.

Line of sight (LOS), (pg. 33): A model has line of
sight to a targer if you can draw a straight, unob-
structed line from the center of its base at head height
through its front arc to any part of the rarger model,
including its base.

Living model(pg. 24): A model is a living model
-] unless stated otherwise. Warjacks and undead are not
living models. A living model has a soul.

Magic Artack(pg. 55): An artack made by an offen-
sive spell. A magic arrack follows all the rules for
ranged attacks, including rargering, concealment and
cover, and all other applicable rules. A warcaster can
cast spells, including ranged spells, at models he is
engaged with.

. Magic Artack Roll(pg. 55): Determine a magic
attack’s success by making a magic atcack roll. Roll
2d6 and add the attacking warcaster's Focus (FOC).
An arrack hits if the attack roll equals or exceeds the
targer’s Defense (DEF).

Maintenance Phase(pg. 32): During the maintenance
phase, remove markers and effects that expire this rurn
and resolve any compulsory effects on your models.
Activate fleeing models and units under your control at

1‘1’ dmend of this phase.

- Massive Casualties(pg. 57): A unit suffers massive

: ca.sualngs ‘when it loses 50% or more of its current

»‘#ﬁ:" <

Melee Atrack(pg. 39) An attack with a :'neh:e w&p-
on. A melee atrack can be made against any targﬁzﬁ
melee range of the weapon being used

Melee Atcack (MAT), (pg. 25): A model’s skill wich
melee weapons such as swords and hammers, or
natural weapons like fists and reeth. Add a model’s

MAT value to its melee attack rolls. o

Melee Attack Roll(pg. 40): Determine a melee
artack’s success by making a melee artack roll. Roll!
2d6 and add the attacking model's Melee Arrack
(MAT). An artack hits if the arrack roll equals or
exceeds the target’'s Defense (DEF).

Melee Combat(pg. 39): A model is participating
in melee combat if it is making or receiving melee
atracks.

Melee Range(pg. 39): A model can make melee
artacks against any target in melee range. A mod-
el's melee range extends 1/2" beyond its front arc
for any type of melee artack. A reach weapon has a
melee range of 2.

Melee Weapons(pg. 39): Melee weapons include
such implements as swords, hammers, flails; claws,
saws, and axes. Some warjacks have an open fist
or a shield thac can be used as a melee weapon. A
warjack can also use its body as a melee weapon for -
attacks such as a bash, head-butt, or slam. A melee
weapon’s damage roll is 2d6+POW+STR.

Model(pg. 24): The highly derailed and dra-
matically posed miniature figurine that represents a
WARMACHINE combarant.

Model Statistic (Stat), (pg. 25): One of the numerical
representations of a model’s basic combar qualities— :
the higher the value, the betrer the stat.

Model Type(pg. 24): One of the camgbﬂes of modég
that defines its game function. There are several basic
model types: warcasters, warjacks, troopers, and solos.
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2 .' saction. ’fhe;e are three types of move-

ESan bechmbed

Obstruction(pg. 60): A terrain feature greater than 1"

- tall. Treac obstructions as impassable terrain.

 Offensive Spell(pg. 55): An offensive spell requires

uccessful magic atrack roll to take effect. If the
“artack roll fails, the artack misses. A failed attack
roll for a spell with an area of effect deviares
‘according to those rules.

‘Open Formationi(pg. 36): Troopers up to 1"
apart are in open formartion. Troopers in open
formation are close enough to coordinate attacks
and provide each other mutual support.

Open fist: Some warjacks have an open fist thac
can be used ro manipulate objects or as a melee
weapon. Open fists follow all the normal rules for
melee atracks. A warjack’s open fist damage roll is
2d6+STR. A warjack with an open fist may use
the armlock/headlock and throw power attacks.

Open terrain(pg. 54): Smooth, even ground.
Examples include grassy plains, barren fields, dirt
roads, and paved surfaces. A model moves across
open terrain without penalty.

4-3 'Orders(pg. 49): An order lets a model or unit
. perform a specialized combat maneuver during its
Bct!.'c’z'ltl{)rl A umt ma)' l'el:elve an Qrder h‘Om 4 war-
caster prior to its activation, or from its leader at the
" beginning of its acrivation. A solo cannot issue orders
to other models.

; ~ Outof Formation(pg. 37): A trooper is out of for-
mation if it is furcher than 3" from the nearest mem-
‘berof its unirt that is in formation.

ngtho*m Power Field(pg. 54): Each of a warcaster's
nspent foous points gives him +1 Armor (ARM)
@miﬂmk Th:s stays in effect until the focus

Point Costs(pg. 29): A model’ point cost indicates
how many army points you must spend to-include one

of these models, or in the case of units, one basicunit, 'y I

in your army. Some entries also include options to
spend addirional points for upgrades, typically in the

form of adding more troopers to a unit.

Point of Impact(pg. 47): The point over which an
area-of effect arracks templare is centered. If the tar-
get model suffers a direct hit, center the remplare over
that model. If an area-of-effect artack misses, its point
of impact deviates.

Power (POW), (pg- 26): The base amount of dam-
age a weapon inflicts. Add a weapons POW star to its
damage roll.

Power Attack(pg. 41): A type of special attack use-
able b)' warjacks. A warjack can use irs combar action
to make one power attack instead of making any other
attacks. A warjack must spcnd a focus point to make
a power attack. Power attacks cannot be made after a

charge.

Power Field(pg. 53): Wa
ical field char surrounds and protects the warcaster

rcaster Armor creates a mag-

from damage that would rend a normal man ro pieces.
A warcaster's damage capacity actually represents the
power field’s protecrion. The warcaster can use focus
points to regenerate damage done to the power field.
A warcaster's unspent focus points overboost his power
field, giving him increased protection.

Power plus Strength (P+S), (pg. 26): A melee weap-
on adds both the weapon's POW stat and the model's
STR star to the damage roll. For quick reference, the
P+S value provides the sum of these two stats.

Push(pg. 44): A type of power artack. A successful
push forces the target back 1",

Rallying(pg. 48): A fleeing model or unit can make
a command check afrer its mandarory movemeﬂ;-'if’ﬁ I

formarion with its leader or in a warcaster’s command . :
range. If it passes the command check; the model or :
unit rallies and rurns to face its nearest cpgon;nrs—

4 hKf 3




Ra.nge(RNG), (pg.zﬁ) The maximum distance in

“weapon or spell. Measure range from the nearest edge
of the artacking model's base to the nearest edge of the
target model’s base.

Ranged Attack(pg. 44): An attack with a ranged
weapon. A ranged arrack can be declared against any
target in [ine of sight, subject to the targeting rules. A
model in melee, either engaged or engaging, cannot
make ranged arracks.

e

Ranged Artack (RAT), (pg. 25): A model’s accuracy
with ranged weapons such as guns and crossbows, or
thrown items like grenades and knives. Add a model’s
RAT value to its ranged arttack rolls.

Ranged Attack Roll(pg. 45): Determine a ranged
arrack’s success by making a ranged arrack roll. Roll
2d6 and add the arracking model’s Ranged Atrack
(RAT). An attack hits if the arrack roll equals or
exceeds the target’s Defense (DEF).

Ranged Combat(pg. 44): A model is participating
in ranged combart if it is making or receiving ranged
artacks.

Ranged Weapon(pg. 44): A ranged weapon is one
that can make an artack ar a distance beyond melee
range. Examples include rifles, flamethrowers, cross-
bows, harpoon guns, and mortars. A warjack’s ranged
weapons are generally mounted in place of an arm. A
ranged weapon’s damage roll is 2d6+POW.

Rate of Fire (ROF), (pg. 26, 45): The maximum
number of ranged attacks a specific weapon can make
in a turn. Reloading time limits most ranged weapons
ro only one attack per turn.

—~ Reach Weapon(pg. 39): A model with a reach

'  weapon has a melee range of 2" for attacks with thar
weapon. A model rhat possesses a reach weapon and

- o other melee weapon can engage and artack an oppo-

: we:!pons can only be used to attack models within its
‘pormal 1/2" melee range.

-\"az;c the }ack tﬁc warcaster nmst &rfeu

inches.a model can make ranged artacks with a specific

turn, bur may still cast spells and use specia g
The inerr warjack reactivates at ﬁxebeginnmgoﬁw @" 3
next turn and can function normally. ﬂ"-"f 5

Regenerate Power Field(pg. 54): A warcaster ca'h‘
spend a focus point to regenerate his power field.
Each focus point spent in this manner removes one

damage point.

Rough terrain(pg. 59): Terrain that can be tra-
versed, but at a significantly slower pace than open
terrain. Examples include thick brush, rocky areas,
murky bogs, shallow water, and deep snow. So long?
as any part of its base is in rough terrain, a model
moves at 1/2 normal movement rate. Therefore, a
model in rough rerrain actually moves only 1/2"
for every 1" of its movement used.

Running(pg. 35): A running model may move
up to twice its SPD in inches. A model that runs
cannor perform an action, cast spells, or use feats
this turn. A running model’s activation ends at the
complerion of its movement.

Scenario(pg. 31): A game with specific setup

instructions and vicrory conditions.

Skill Check(pg. 38): A special action may require

a skill check ro determine irs success. Roll 2d6—if
the result is equal to or less than the skill value, the
special action succeeds and its results are applied
immediately. If the roll is greater than the model's
skill value, the special action fails.

Skill Value(pg. 39): The number that a model must
roll equal to or less than in order to successfully use

its skill.

Skirmish Formation(pg. 36): The defaulr and most
flexible formation, which lets eroopers be up ro 3"
apart. A unit must begin the game with all of its
members in skirmish formation or closer. ;



targﬁmﬂ:ra la.rger base IF the slam artack hits, the
- rarger gets propelled directly away from irs artacker,
: Imacked down, and takes damage.

 Slam Damage(pg. 42): Determine slam damage after
~ the targer’s slam movemenc finishes. A slam’s damage
ol is 2d6 plus the attacking warjacks STR. Add an
. additional die to the damage roll if the model collides
. with a terrain fearure or with a model that has an
-~ equal- or larger-sized base. Slam damage can
‘be boosted. The slammed model is also knocked
down.

Small Base(pg. 27): A 30mm base.

" Solo(pg. 25): An independent warrior model
that operates alone.

Soul(pg. 50): A living model has a soul. Cerrain
models can claim a model’s soul, represented by

a soul token, when it is removed from play. If
more than one model is eligible to claim its soul,
the model nearest the destroyed model receives

the soul token.

Soul Token(pg: 50): A model that claims a
destroyed model’s soul receives a soul token.
Refer to a model’s special rules for how it utilizes
soul tokens.

h} | Special Action (% Action), (pg. 38): A special action
lers a model perform an action normally unavail-

* able ro other models. A model can perform a special
action instead of its combat action if it meets the specific
requirements for its use. Some special actions require a

 shill check to derermine their success. Unless otherwise
nored, a model can perform a special action only after

L advancing or forfeiting its movement. A special action’s

description details its requirements and results.

Special Attack (% Actack), (pg. 48): A special artack
gives. a fodel an attack option normally unavailable
"tq"fbﬂ:er mo&els ~ Warjacks can also make a variety
of p pnmshmgpuwer attacks. A model may make one

pecial al:_t_ai:lp«msr.ead of t_nzkmg any normal melee or

- in ﬂf-l!r@!‘@%mmfl~
stﬁC mqummts for its USet—= AT

Special Effect(pg. 51): Many attacks cause special
effects in addition to causing damage. There are four
categories of effects: automatic effects, critical effects,
continuous effects, and cloud effects.

Special Rules(pg.26): Unique rules pertaining to a
model or its weapons which take precedence over the
standard rules. Depending on their use, special rules
are categorized as abilities, feats, special actions, special
attacks, or orders.

Speed (SPD): A model’s normal movement rate. A
model moves its SPD stat in inches when advancing.

Stats(pg. 25): Short for statistic. Used in reference to
model or weapon staristics.

Stat Bar(pg. 25): The stat bar presents model and
weapon statistics in an easy-to-reference formar.

Stat Card(pg. 25): A model or unit’s stat card pro-
vides a quick in-game reference for its profile and
spccia] rules.

Stationary Target(pg. 49): A stationary target is a
model that has been knocked down or immobilized, or
an inanimate objcct. A stationary rarger cannot move
or perform actions, cast spells, use feats, give orders,
engage other models, or make attacks. A stationary
warcaster can allocate focus points to his warjacks and
upkeep spells. A stationary warjack can receive focus
points and a stationary channeler can channel spells. A
melee attack against a stationary rarger automarically
hits. A stationary target has a base Defense (DEF) of
5 against all ranged and magic attacks.

Steamjack(pg. 24): A mechanikal construct given the
ability to reason by a cortex housed within its hull.

Strength (STR), (pg: 25): A models physical
strength. Add a model’s STR value to the drrmagt roll
of its melee weapons.

Structure(pg. 61): Any large terrain feature thatcan
be damaged and ' destroyed. ;e o
G o

oo



System Status Box(pg 51): When all system boxes
for a specific system have been marked, mark its sys-
tem status box to show thar it is disabled.

Terrain(pg. 59): The type of ground, either open,

rough, or impassible.

Terrain feature(pg. 59): A natural or man-made
object on the bartlefield.

Terrifying Entity(pg. 57): A terrifying enrity is one

with either the terror or abomination special ability. A

—___U.-—.--—v—, W IR ———

madel in melee with an enemy that causes terror, or
within 3" of an abomination—friendly or enemy—
must pass a command check or flee. Make this com-
mand check after the active model or unit completes it
movement, before it performs any actions.

Throw(pg. 43): A type of power attack. A success-
ful throw atrack sends its carger flying, causes damage,

D and knocks it down.
A

Throw Damage(pg. 43): Determine throw dam-

age after resolving where the thrown model lands. A
throw’s damage roll is 2d6 plus the STR of the arrack-
ing warjack. Add an additional die to the damage roll
if the model collides wich an obstruction or with a
model that has an equal- or larger-sized base. Throw
damage can be boosted. The thrown model is also
knocked down. (pg 33)

o Tight Formation(pg. 36): Troopers that form up
shoulder-to-shoulder are in tigh formarion. These
troopers must be in base-to-base conract, or as close
as the acrual models allow, and all must share the
same facing. The tight formartion must be at least two
troopers wide, and can have any number of additional
ranks. Troopers that begin their activacion in tight
formation cannot run or charge.

- Totaled Warjack(pg. 51): A warjack is destroyed

W -or rotaled when all of its damage boxes are marked.
* Remove a roraled warjack from play and replace ic

8 with a totaled wreck marker corresponding to its base

U A

Totaled Wreck Ma.rhtr(pg 51) Rcmove ‘total
warjack from play and replace it witha mrﬂaé.wwﬁ&
marker corresponding to its base size. A rpmﬂ;d e
provides cover and counts as rough terrain for mov@eg:.

Turn Order(pg.32): The order in which players rake - :
their turns each game round, starting with the firsc p[iyef. ‘

Trooper(pg. 24): A warrior model such as a soldier,
rifleman, or mechanik that operates in groups calh:d
unis.

Unaware Model(pg. 48): A model is unaware
of any models that begin and end their activation
entirely in its back arc. A back strike givesa +2
bonus to the atrack roll of any atrack made against
an unaware model from its back arc.

Unit(pg.-24): A unit is a group of similarly
trained and equipped trooper models that operate
together as a single force. A unir usually contains
one leader and two or more additional troopers,

Upkeep Spell(pg. 55): An upkeep spell remains
in play if the warcaster who cast it allocates a focus

point to it during his control phase.

Wiarcaster(pg. 24): A warcaster is a tremendously
powerful sorcerer, warpriest, or barrlemage with the
ability to relepachically control a group of warjacks.

Warjack(pg. 24): A warjack is a steamjack built
expressly to wage war.

Warriors(pg. 24): Warcasters, troops, and solos are
collectively referred to as warriors.

Weapon System: Any warjack system capable of
being used ro make atracks.

Victory Points(pg. 31): Every model and unit is
worth a set number of victory points. Award amod-
el's or unit’s victory points to the player or team that
removes it from play or causes it to flee off the table.
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he crown jewel of the Iron Kingdoms, Cygnar is the birthplace of warjack technology.

They are the progressive leaders of every industry, be it arcane or mundane. Disciplined, /

inventive, steadfase, unfaltering—these are the core traits of the Cygnaran people, and itjis

why they have triumphed over every resencful adversary defiling their borders throughout che ages. -
The symbol of Cygnar is the golden Cygnus—a regal swan of ancient mythology. Legend tells 4

that the Cygnus led the first king of Cygnar to the site where Caspia stands today—a cicy that has

never been held by any bur Caspians, even during the Orgoth rule. |
Standard Cygnaran military colors are vivid blue with gold trim, blue representing the sky

the surrounding sea, and the freedom of these elements. Throughout history, the exact tone of

blue has ranged from indigo to a light, storm-cloud grey. Under some regimes, uniforms and paint

schemes have also been dominated by black or white, but always with the golden trim.

i
l
{
o T e PR W"‘ - 3 1
VANDER EMA IRONCLAD (HEAVY WARJACK) SHOWN
STRYKER AND CAPTAIN WITH A CYGNARAN WAR BANNER.
VICTORIA HALEY—
CYGNARS FINEST
WARCASTERS. C-.umn:md-:r Stryker and
a vereran Ironclad from r

his first battlegroup. Note the
darker ‘'midnight-blue’
color scheme, abandoned
in favor of the modern
primary  blue, when
King Leto Raelthorne

seized control of the

Cygnaran throne in
596 AR.
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CHARGER (LIGHT WARJACK)

aptain Haley and Commander Stryker

lead their warjacks through a forest pass
as they prepare to flank a Khadoran Winter
Guard division that has been hrrassing the
northern Cygnaran border (below).

Accompanying them is a group of
field mechaniks, ready to lend support at a
moment’s notice (right).




of its cathedral fortresses to enlighren the vast countries of heathens for the greater glory
of Menoth. With sacred fire and pain, they punish the heresies of the Iron Kingdoms,

wherever they may be found.
Every devotee of Menoth bears the Menofix—the ancient symbol of the Old God’s divine

D evoted followers of the Old God, the fervent Protectorate host marches out from the gates

> image, all seeing and perfectly ordered. The traditional garb of the Menite clergy are ivory colored
robes, symbolizing the purity of their faith. Deep red trim represents the blood each follower i
is willing ro shed in the name of his righteous god. Though tradition is paramount within the 4
Temple of Menoth, certain fanatical sects found throughout the Prorectorate favor red robes
with white or black trim, while other fringe groups prefer to mimic the styles of the Khadoran
Orthodox Temple in patterns of black and white.

(HEAVY WARJACK)

13 ,:1.::..._-.__ Frges

AND THE VANQUISHE
(HEAVY WARJACK)

R
REDEEMER (LIGHT WARJACK)
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TEMPLE FLAMEGUARD

rand Scrutator Severius and High |

Exemplar Kreoss emerge from a remote
fortress monastery northwest of Imer. From
this hidden location, these priests of Menoth
lead repeated attacks against the Cygnaran
border, exacting the retribution demanded
by their god for the injustice inflicred upon
the Menite people.

DELIVERER TROOPER

MENOTH

CHOIR OF



Toruk, the Cryxian Empire is a nighemare legion of the evil dead. Led by horrible,
necromantic warcasters, the Cryx are a blight of ever spreading malevolence and ravenous,
life-devouring savagery over the entire Iron Kingdoms.

Constructed from both the scavenged materials and broken bodies of their enemies, the war
machines of Cryx are an abomination ofmagic and technology. Naked iron bristles with brass
and steel spikes. Bnny'sl:uﬂs conceal horrific weapons. From within their bone and metal ribbed
carapaces, the helljacks and bonejacks of Cryx glow green with the evil radiance of slowly burning
necrotite—a substance born at the site of concentrared and tragic death.

ﬁ terrifying horde of undying machinations born of the dark vision of the Dragonlord

NIGHTWRETCH (BONEJACK]

'With an unstable
supply of materials,
the weapon  building
necrotechs of Cryx give
a unique touch to every
| warjack  that shambles
from their foundries. This
slayer displays a bartle
standard emblazoned with
the symbol of Toruk over
its unique, hide covered
carapace.

‘ﬁ Farwitch  Deneghra . and
the“legendary Iron  Lich,

Agphyxious command a host of
rcrriﬁ':ing war machines created in

the dark f-:brgf:x of the necrorechs.
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n the history of the Iron Kingdoms, no invader

has ever set foot on the isles themselves, and
for good reason. Hostile swamp and jungle
covers the fiend infested archipelago—a prize for
no one save the corrupted masses that seek the
shadows of Lord Toruk's u-'ings.

Should one dare to venrure to the isles, the
site below would almost cq:rt-:lin]].' be encountered.
Bur the picture would be ﬂrtring. until che
unwary soul’s own image would be ac
ranks of these vile hordes.

MECHANITHRALI
TROOPER




strong survive. Khador is home to a prideful tradition of strength, sown in both the powerful

sinews of her people and the endurance of their hell bent war machines. Warmed from wichin
by a deep-seated, millennia-old rage, the Khadorans mount their conquest upon the Iron Kingdoms.

Red, the color of war, covers the heavy plates of both man and machine. It is the color of their
D aggression, their defiance against the frozen wasteland, and the fire in their hearts. Variations,
however, are nor uncommon. Kommander Sorscha, considered a pioneer of modern military
tactics, is credited with the first use of camouflage on warjacks. During the winter campaign of
597, Sorscha commissioned her battlegroup to be re-painted in all white, concealing her unit from
Cygnaran patrols along the borders of the Thornwood. Other color combinations include the mili-
tary drab green of the 5th Border Legion and the crimson scale pattern of the Burcher’s infamous
Dragon Company.

In the boreal hinterland of thick woodland, high mountains, and long , harsh winters, only the

MAN-O-WAR (HEAVY WARJACK)

SHOCKTROOPERS

Kummandcr Sorscha and
the Butcher of Khardov
are the quintessential examples
of the double edged sword that
is the Khadoran army. Sorscha
employs her warjack resources
with the skill and expertise of
a general twice her age, while
the Butcher uses these same
machines in a simple brurish
fashion. The results however
are the same: utter and complete
destruction of their enemy.

MARAUDER [HEAVY WARJACK)
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BATTLE MECHANIKS

WIDOWMAKER

shown in colors of the
Sth Border Legion, also known as
“The Enforcers, assigned to the southern
boundries.

Pcrﬁ:crly at home in the frosty north,
the Butcher and a small battlegroup
prepare an ambush from their hiding
spot in an icy ravine.




IRON HIGHWAY AT OHK—WINTER, 603 AR
Caprain Victoria Haley leads a division, pursuing che
trail of mere forces up rhe coase of Khador, only to be
repelled by che combined effores of Kommander Sorscha
and the Burcher.

VINE—FALL, 600 AR

Protectofate forces seige 8

:'C':l;,_'";. WMine i oa sneak P ! . _‘ i u :'; * X l?ﬂgﬁ;ﬁr
atrack,as recaliation o ; i e o i
for € ':. EOAran rr ade

SANCTIONE




NG, 599 AH
Itrators collide with a Khadoran' border F'-"”Ld Jus|
1a, but flee afrer an ¢ Butcher.




A NEW MOVEMENT
HAS BEGUN,

*

A NEW ERA LIES
BEFORE US.

*

JOIN THE
RIVET HEAD
REVOLUTION!
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RIVET HEAD STUDIOS PAINTING GUIDE
TIPS AND TECHNIQUE WITH KIKE HCUEY

River Head Studios Painting Guide by
Mike McVey

Welcome to the first River Head Srudios painting
guide! River Head Srudios is a collective of ardsts,
sculptor and painters who create all of the miniatures
and terrain thar you see in the Iron Kingdoms producr
line. The aim of the River Heads is ro spare no efforr o
bring you the finest minianires range in the industry—a
miniarures range fic for the Tron Kingdoms! This is
just. the stare of the River Head movemenr, every
WARMACHINE book will contain valuable painting
and modeling advice, and we'll be publishing 2 huge
variety of marerial on our website—from pamnring and
maodeling tutorials to competitions thae will give YOLU!
the chance to edrn your Rivers!

In the next few pages we are going to take a look ar
how o paint your
WARMACHINE
miniatures,  Well
start by lookimg
at some | general
rechniques and how
they can be applied
to these miniature
behemoths: I'm not
goifg  to  explain
basic  rechniques
and terms like dry
brushing and washing—if you are just starting out, go
ro the River Head secrion of the WARMACHINE
website and you'll find all of these terms explained
there. Afrer the rechniques secrion, we'll have a briet
look ar each of the four factions covered in this book,
and tackle che painting El‘.l.'ll.:r.'lli.‘_i.’!i of each head on.

IJ:I.jn:ing minianires i a |:Lr~£:;: part of the
WARMACHINE experience, and nor something to
be dismissed as a necessary evil. In facr, painting is
a fun and rewarding hobby in irs own right. Imagine
how much sweeter that crushing victory will be if you
are proud of your beautifully painted troops! It's not
s-.'rmu:rhmg to be daunred by, eicher. Thul:gh the size of
the warjacks may strike fear inro the heart of the most
experienced painter, by the time you've read through
this, you will be armed with all the tuchr:ii.;ucs and
tricks you need. You'll be amazed ar the greac resules
thae can be achieved wich™ theése: simple: and  quick
techniques. Okay, let’s ger starveds

Tools of the Trade

I'm not going to go on at grear length abour whar you
should and shouldnt buy, bur ifs worch saying a bir
about the paints and brushes you use. I've alwaysused
sable brushes. Sure; they cost more, but they also last
longer iflaoked after properly, and the paincing quality

of a nice sable brush iz withour equal.

As for paints, in my opinion, acrylics produce the best
results. They dry Fst and the colos are clean and
bright. 1 use pretty much every make imaginable—each
hasgood and bad points. Vallejo paints cover really well,
and GW P:Linrs have a grear range of color. [ also find
Wirgames Foundry paines really useful. So essentially
I mix and match freely, and hopefully ger the best
from all. In fact, ['ve yet to find a range of acrylics thar
didn’t mix well wich
others.

Inks are one of the
miniarure  painters
grearest allies. Dhull
Har colors: can be
imbued with depth
and richness with
one quick glaze, and
decail char was once
lost can be made ta
magically re-appear
with a  well-placed
wash. They are also grear for mixing with paint, you can
thin a colour with ink and lose none of its coverage. Mix
paints and inks anyway youd like for a huge variery of
different resules,

Getting Sta reed

Once your miniamures are cleaned and assembled,
you'll need to undercoar them. Some PL"Ui."lL" pass over
this stage (mainly out of laziness), bur thars a huge
mistake! An undercoar gives you two advanrages—ir
means that all furure layers of paine will be easier 1o
apply to the surface (and will sty there longer), and
if you use a black undercoar, chis is ta your advantage.
When painting steamjacks, its best to use a black spray
undercoat, which you ean/ger from either a hobby store
Or an auco Pil]'[s SLOTE. i\'!-lkl:' sure You spray from lots
of different .t|131|-:5 50 the paint gets into all the recesses,

and also make sure you don't overspray and fll in the
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details. It goes withour saying you should always spray
in aventilated area, preferably outside, and away from
any electrical or gas appliances. I set up a spray booth
made from a large box with one side eur our, which
really helps to carch the overspray:

Painting Order

One way tomake the process a lot easier is to paint your
steamjacks in the correct order. In gcner:ll Terms, you
want tor get all of the messy rechniques, such as washing
and dry brushing, our of the way first, and then move
on to the main body colors, finally finishing with che
details. You'll ind thar when you break the paining
down into simple steps like this, the whole sk is far
quicker and the results are far better. I'm going ro talk
in general terms hete, bur cxafl:!}l' the same mchl'll'ql:lﬂa
can be applied to any of the warjacks—just apply the
relevant colors.

Metals
The fiese ching that I paine on any steamjack is the

mioving parts and the areas thar are going toend up in :

a basic merallic finish. [ give them a fairly neat coat of
dark metallic such as Boltgun Metal seraighe ow:r :hc .
- surface relief on a sreamjack, | apply my highlights ro
‘the 'edgcs of the armor plates. T usually pur on two or

black undercoar. When the merallic paine is eo

dry (I usually have a hair dryer handy ro speed chis up] !

VL CAN MOVE Gl

MNow, the next thing I'm going to tell you might change
the way you paint miniarures forever! It certainly did
with me, and is the most useful rechnique you'll ever
come across for painting Htrum_j:cks—nusr me. Most
hiobby stares thar stock radio-controlled cars will also
carry lamiya paints, and while most of these are nor
grear, they do a small range of “clear” .Jq.'r}'l!'ca. One of
these in parricular is worth irs weighe in gold: smoke.
Just apply this liberally o all of the areas char you
have painted with Boltgun (Chainmail makes a good
alternative and gives a lighter finish), and make sure
you work rather quickly as i dries on your brush in a
frightening hurry: I generally add a few drops of Tamiya
Thinner to make it brush on berrer, but not roo much
as you want & thick consistency. Smoke has a scrange
“gloopy” consistency. It acts like 2 wash that adheres
betrer ro the surface than ink. Try to ger an even coar
and make sure it doesn't form into puddles and obscure
the details. This takes a lictle getting used o, but once
you gepir, you'll achieve séme fantastic and shockingly
qu.u.k tesules. Once the Smoke is dry, you can leave ic ar
that or add 4 very llg'nl: dry brush of Chainmail for the
highlighes. Thar’s it! With two simple sceps you have a
large portion of you steamjack already painted.

the fiction. Tq to be as near as you can, [huugh this

Body Color

Onee the metal areas are outof the way, you cansrart
on the:main body color. This covers all of the armor
places and the details that compnise the main color of

is where thar black undercoar really pays off. Leave the
black showing in all thie recesses and between the armor
plates, I requires a litrle praceice, bur ].rnu're lefr with
instant shading! The black in the cresices lends depth
and definition to the miniarure. This augiim the mose
time consuming part of the process, but wc]l worth the
effore. If you gee the main body color’ pmm:d fairiy
neatly, you'll end up with a grear looking miniature.

EIRYSS—MAGE HUNTER
QOF 105

Highlighting

Highlighting may sound like a fme consuming
technique, but a few well-placed, simple highlights
makes all the difference. This really brings che
miniarure to life, and it's really not hard to achieve. One
of the most important aspects of highlighting is getring
the rones just right; if you go wo dark, they wen't show
up, bur go too light and they'll look crude.

l(eep in mind rthar on most mimatures the |'u:ghlughts
are applied to the raised areas. Since theres very lirdle

three lighter tones successively for a quick fnish and
as many as eight o ten for display quality. The hrst
highlight can be juse a lictle lighrer than the body color,
and YOU can cover quite ]:Lrgn: areas with ir. The second

ACOLYTE OF MENOTH

highlight should be painted on a far smaller area and be
significantly lighter, and che last should be lighter again
and just be applied ro the edges. Try o be as near Judl
subtle as you can. [ use a smaller brush for highlighting
than 1 would for applying the body color—usually a
size 0—as the shorrer bristles allow for more control. A
good tip for applying highlighes ro the m.igl." of an armor
plate is to use the edge of the brush racher than the tip,
this will allow you to follow the lines of the miniatire
much more accurarely.

Secondary Colors

There is generally a second color that complements =
the main body color. Precry much the same goes for
this color as for the prmary color—be as nw_as?ﬁé'_il
gan and ler the undercoar help with the shading. For
example, when you're painting the Cygnaran symbol in
gold on the rop of an Ironclad, there should be a line
of undercaat lefr around it, creating the shading and
separation from the blue armaor plates, Once the base




STAGE BY STAGE
TRONCLAD

Base coar with Regal Blue
over black undercoar; leave
Black showing in recesses ro
bring our the shape of the
plares -

Highlights are added ro
the sides of the places wich
Enfh:mﬁ'_ﬁjl}_:u

b 1
White {5 added co the bliie
for the highlighes
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color is dry, add simple highlighting to bring qut the
shape, just as you did with the body color,

Details

(Once the main pares of the steamjack are fnished, all
thars lefcis co pull out the deeails. Do as much or as
little as.you like here. The eyes look grear if they're
painted as iF glowing, studs-and rvets can be picked
wut to give a harder edged look, and you can even add
chips, scrarches and bartle damage to show 1 history of
hard-fought combats: IF yot want to pick out the rivets,
it's best to paing them black first, and then just adda
small dot oF silver ta the top, which lends mure contrast,
In fact, chat's a premy good sule of thumb: when you're
picking out fine details, its best to paint them black
hirst, and then the color you wane, leaving black around
the edge for shading and separation. For the eyes; youd
paint them blacksand then red over top of that. Its the
samie principle as leaving some black undercoacto create
shading.

Painting the Factions

Cygnar

The mest commonly used
color combination for the
watjacks of Cygnar is blue
for the body color with gold
merallic as a conmrast. The
blue is a rich mid-tone and the

gold ranges from deep bronze

to a bright yellow-gold.
Useful Paint Colors

Games Workshop: Regal Blue, Enchanted Blue, Brazen
Brass, Burnished Gold, Shining Gold. Boltgun Meral,
Chainmail, Michril Silver

Vallejo Model Color: Royal Blue, Black, Whire,
Bronze, Gold, Silver

Painting Cygnaran warjacks is fairly seraightforward.
Blue generally covers over the black undercoat in one
applicarion, so you can achieve a flar body color quickly.
I use a mix of Regal Blue and Royal blue and hnd chis
gives mea grear base ro work over. The hrse highlight
color is Royal Blue added to the base color, and Tapply
iover a large area arotind the edges of thearmor plates.
The remaining highlight rones are achieved by adding
a lietle more whitednto the mix; and they are applied 1o
# progressively smaller area, ungil the final highlighe is

applied as a faint line right on the edge of the plae.

¢ There are three distinct colors

The gold areasare given 1 coat of excher Britzen Brass or
a gold metallic wirh a liggle brown ink added o ic. IFyou
add ink to your merallies you can get some really rich
colors, bt you may have to apply cwo coats, as they will
riot cover as well. Once the base coaris dry, | highlighe
firse with Shining Gold and then with Burnished Gald,
and somerimes with a mix ui-guhj and silver rl.gl'lt o the
edges rogive a final shine. Adding silver to gold For the
highlighrs can vesult in the hnished color looking a bir
oo Fl.'tlc.-ﬂ':u canbe remedied with a qulcl: gl.‘l:,c mix of

brown and yellow ink:

Cygnaran. warcasters: dress mainly in warm nacural
tones—different shades of leather with silver and gold
for their armor, You can- paine leacher in 2 variery af
ways, | tend to srart with a deep, rich brown, and then
highlight with a mid-brown and a any spor of white for
the top high]fghts. The key ro achieving thar rich, deep
tone 150 add a lictle brown ink right ar the end. T keep
the ink fiirly andiluted and carcfully paine it over the
surface; just avoiding the top lughlighrs. This "rines” the
color and adds rh:pl:]‘t ro che fnish.

Its good ro add a little blue ro the miniatures somewhere,

justto creare that visual link co cheir warfacks. It doesn't

need ro be very much, just on the trim of che robe or as®
a detail color on the armor, but even a licde is effective

in tying your facrions together.
!

Protectorate of Menoth

that make up the majority of
the Meniee force: offwhire,
deep red and gold. These colors ES
coalesce - creare one of the
most unihed looking factions in

WARMACHINE,

Useful Paint Colors

Games Workshop: Red Gore, Chaos Black, Skull
Whiee, Shining Gold

Liquitex (available fromyarr scores): Bronze Yellow

The key to painting the Menite mimatures is to lay
down a good far base color on the off-white areas,
When you are working over a black primer, this may
take a couple of coars, bur it needs o be far with no hint
of patchiness. 1 use a mix of Liquitex Bronze Yellow
(which is nor, as you might think’a merallic colour]) and
white. | don't use many Liquirex paines, bur this one is
the per fect color to achieve 2 warm off-white wichout it
looking somewhar pinkish. [Jont be afraid of putting
down alight colored base coar. T only add a small spot of
brown to the white, just o take the edge off ir, and then
I build up the hlghlights by adding more white paine ta
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the mix: Once pou've got a flac base-calor, the highlighes
go-on easily—juse follow the edges of the armor plates,

The next step is to add the deep wine color that
contrasts with the whire armot, If you were near with
your body color, all of the areas thar are gmng w be red,
should sall be black from the undercodr. IF v brush
serays alirele (as'is inevirable) you. should take the rime

to go back and re-painr in Black, as chis will create che
definition beoween the white and red areas.

I mix a deep red color from a strong red such as Red
Gore or Vallejo Red and a spot of black. 1 also add a
licdle red ink to give some extra depth. Since this is 4
tairly deep color, it should cover over the black racher
easily—1 only require one coat. For the highlight mix, 1
add a'lictle more red and chen a spor of white; this staces
to gee a lirrle pink, bur as long as you keep the highlighr_s
small, the overall effect will be d-:e].! red.

The warcasters are generally painted in the sime colors
are the warjacks. I generally paine the robes aff=white
and use deep red and gold as concrast colors, There are
some great opportunities to really go to town on the

warcasters and some of the rroaps; the large flat areas:

on the robes and cloaks beg for some extra decoration,

and its that sort of tichness that firs the ceremonial Feel =

of the miniatures perfectly. The Scrurator is-a greac
example of this—look ar how the simple addition
of some patterning has given the whole miniatire a
sumptuous, decorative feel. And while it looks like
it to would be difficult o achieve, its acnually easier
than you might mmagine. The patterns are added in
a lighter shade of the base color, mixed as you would
for a mid-rone highlighr. I use a good quality size 00
brush and ensure my paint 15 ac the nght consistency
to flow smoothly onte the surface. Then | paint on
fairly random switling, spiraling shapes, trying to be
neat bur working quickly, You might have to have a few
practice tries at it, bur you'll be surprised how easy i
1s. The main thing is vo ger the painr at juse the right
consistency and use a good brush with a fine poine. Of
course, this isnt the type of thing you should do en
cvery miniatire in your army, but its worth spending a
lieele more time on your Menite warcaster.

Khador

Strong, bright red is the main
calér of the Khadoran forces.
The ' warjacks are  painged
almost exclusively in this color
and the warcasters frequently
use ir on their armor. This
makes for striking  bartle
groups.

green. Pale bone is 3 seriking

Useful Paine Colors

Games Workshop: Red Gore, Blood Red, Sunburst
Yellowe

V:]l_:ju: R.nﬂ.:,C:lrminu Red, Yellow

The largest chiallenge you're going to face when painting
Khadoran troops lxadmnng goad, bright, Har, red

colon. At best, its a difficult color to paint over large
areas and achieve an even coar, [t dagsnt seem to be

€151er 10 BT an cven rone over a Wl'llll-'l: UIH-I:NL1-3F| so | >

stay with the black, which makes it casier ro applythe
metallics and lends serength 1o the slmdmg,

The base color 1 use is a mix of Red Gore and Vallejo
Red. 1'thin chis with red ink ratherithan warer. Irs
definitely going to rake you two ot three coatsto achieve
a flar, even coverage, bue it's worth persevering, With a
Har calor. you can keep the highlights simple and scill
end up with a grear looking miniatire. Juse concentrare
on keeping the paint application a8 near as possible,
thick enough ro cover well, bur sufficiently chin ro Aow
smoothly,

I keep. chie hughlighes simple, using Blood Red mixed
with r:lll.}w and then whire. IF the overall.effect looks
too pastel, glaze it over with red and yellow ink to revive
some richness and depeh. I keep the highlights cowards
the rdgﬂuf:lw armor, leaving the main, far areas in the

basic bady color.

Khadoran warcasters use the same red on their armor,
coupled wich rich, dark learhers and black for a seriking
color scheme. I prefer to paint their skin in pale rones,
especially on the Butcher—1 really wanred o give him
an unsavory look! 1 started with a lighe colored skin
tone, with just a spor of blue added ro knock some of the
warmth out of it, then 1 highlighred by adding whire. |
used a thinned down magenea ro add some sh.h‘liﬂ:.‘_ and
a lietle blue round the eyes gives a deep sunken look;
pure black eyes hnish the effect. The head is made m
stand out more by painting the fir collar in grey, shaded
with black. Sorscha color scheme is ﬁ.iﬂ}' similar, bur
she has more black details. This makes her pale face
stand our even more than the Butcher's, cs.pcrt;i]]y when
her face is framed with black hair and a fur lai.

Cryx

The armies of the Cryxare dark
and hm-}ding. Black iron armor
is coupled with pale merallics)
and the warjacks glow an evil

contrast to the dark mecals.

More whiteds added o ché

blue for dﬂﬁféﬁljshrs

Decails are picked our with
Brazen Brass

with Geld

o e 1l
Derails are picked our wich

Gunmeral




BASING YOUR
MINIATURE,
STEP BY STEP

White glie is painred on
basebeing careful not o get

an the feer.

The base is dipped in a shal-
low eontainer of mixed grain
sandntilan even coverage is

obrained.

The sand is left ta dry thor-

oughly and then given a coat
of dark birown ink
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Useful Paint Colors

Games Workshop:  Baltgun
Bleached Bone, Light Green

Vallejo: Black. White, Gold

Meraly: Chainmail,

Cryxian warjacks are slightly different ro paine from the
other factions, mainly because there 15 no main color
used on the body—ijust different shades of meral, the
main one being dark iron. The are a few different ways
to get a really good dark iron color, bue 1 have found
the best is to start with a mix of Boltgun and black,
then build up a couple of highlight layers with Bolrgun
and Chainmail: You can apply the highlights as you
would when painting the body color of other warjacks,
concentrating the lighter tones rowards the edges of
the armor, or you can apply the lighter shades wich dry
brushing. You really don't want to lighten the overall
color toa much—just enough o bring our the shape.
When the highlights are dry. 1 add a slighdy thinned
wash of Tamiya Smoke—ijust as you would when
painting the meral areas on other steamjacks—being
careful to ger even coverage with no patchiness. For a
really dack effect, try adding black ink to the Smoke.

You don't want to paint the whole miniature in the
same dark color, Vary the shade on the edging and
some of the different shaped plares. This lends some
really interesning effects. Use pale gold for some of
the decoration, and sparingly use Smoke ro rake the
warm edge off the color. The only strong color thar is
mrnmur.l}- used is the green for the glowing insides of
the warjacks.

The warcasters use very much the same color palerte.
Dark iron and pale mecallics with black or dirty brown
clothing looks very effective when coupled with the pale
skin of the war witch and the bleached skull of the Iron
I .ii'l'l-

Basing Your Miniatures

When you have finished panting your minmtures and
the paine is thoroughly dey, the lase stage is o finish off
the base. While this process is prety seaightforward
and quick, its really worth putting a lirtle thoughr into
it. Thie way you base a particular miniature can makea
difference between something that looks adequare and
an effect that embodies the miniarures background
and depth, substantially adding to the characrer of the
model. Think abour ir—irs not really appropriate ro
have your mighty Cryxian force rreading on fresh green
grass—the ground should be scorched from the curse
of the Dragon Lord's blight! Similarly, the bases of your
Khadoran Juggernaurs should suggese the wastes of the
rime-swept Motherland.

Different serrings and climates are easy to achieve with
some pretry basic materials, The pictures on this page
show how to model an effective broken rerrain cffect
thar can be altered subdy to suic the miniature. Just
follow the scages show, being mindful of avoiding fue
on the painted minianire.

Oince you've mastered this basic rechnigue, you can aleer
the way you apply it for all sorts of different effeces. Try
painting glue over the surface in parches and sprinkling
some baking soda over ir and you've achieved a very
realisric snow effect. Washing over the finishied base with
black and dark browns and then dey brushing with graps
evokes a rortured landscape for the Cryxian miniattres,
More staric grass lends a fush finish, while less will make
the base look rocky and parched; leaving the grass off
complerely and painting the base in red-brown tones
achieves an even more desert-like finish, Don't be afraid
to experiment. You'll be sure ro find some great effects o

st the minjatures you're bringing ro life!

STAGE S
The sand is deybrushed with

nud brown and then bone ta

Isrin.g_ out the rexure,

White glue 1s painced on in
parches and stacic grass is
firmly pn:s.*-'n't‘f into place,

['|:'|I_" SCATIC _El'f'l.&& 5 Iil-}"L'lTLJ Qh 'n.-d
with bone when dry and the
sides of the base are painred
black to neaten che finish




EXPERIENCE METAL ON METAL ACTION!

Take command of your powerful battle-mage—the Warcaster—

and a battlegroup of Warjacks—ash-hurling, steam-belching,

iron giants! In WARMACHINE™, the very earth shakes during
fierce confrontations where six ton constructs of tempered iron
and steel slam into one another with the destructive force of a
locomotive, where lead-spewing cannon chew through armor plating
as easily as flesh, and where a tempest of arcane magics sets the
battlefield ablaze with such Armageddon-like proportion that the gods
themselves fear to tread such tormented ground! Choose your army now!
Will it be Cygnar, the defenders of justice and progress? The imperialistic
juggernaut of Khador? The zealous Protectorate of Menoth? Or dark, vile
Cryx? Only one nation can triumph in this world ravaged by warfare, and victory
shall favor the bold!

~ So bring it on...if you've got the metal.

WARMACHINE: PRIME™ takes you beyond the Battle Box and thrusts you
into full blown conflict! Within, you will find an extensive history of the Iron
Kingdoms™, background on all of the WARMACHINE factions, and complete
army rosters with dozens of characters, units, and warjacks, so you can
build the army you desire. Assemble tactical forces to skirmish in tight
quarters, or grow your force and wage war on an apocalyptic scale!

Additionally, you'll find scenarios, tactics, templates, and a fantastic
full color showcase and painting guide by Privateer’s very own Rivet
Head Studios.

WARMACHINE: PRIME provides you with everything you need to
keep the battle raging!

- r PIP01001
PRESS www.ikwarmachine.com US $19.99
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WARMACHINE: PRIME
CONSOLIDATED ERRATA & CLARIFICATIONS

Copyright © 2003-2004, Privateer Press, Inc.
Updated: 20 July 2004

This document contains a complete listing of the official changes to
both the first and second printings of WARMACHINE: Prime.
It includes both errata—actual changes to the text of the books—
and clarifications to the rules. These errata and clarifications are
listed below under page number and section heading. If an entry
does not specifically say that it is a replacement or a clarification,
treat it as a change to the original text.

General Rules

p.31: Victory Points
Replace the first paragraph with the following:

“Every model and unit is worth a set number of victory points.
Award the victory points for a model or unit to the player or team
that destroys it, disables it, causes it to become inert, or causes it to
be removed from play. If a player accidentally or intentionally
eliminates a friendly model, be it his own or a teammate’s, award its
full victory points to every opposing player or team.

“Victory points for models destroyed or removed from play are
awarded when the models leave the table. All other victory points
for eliminating models are awarded at the end of the game. Once a
player has been awarded victory points for eliminating a model or
unit, those points are never lost, even if the model subsequently
returns to play. If recurned models are later eliminated, award
victory points for them again.”

p-32: Activation Phase

Forfeiting Activation: A model may not forfeit its activation unless
required to do so by a special rule.

p-33: Line of Sight

Replace the entire section with the following:

“Many game situations such as charges, ranged attacks, and some
magical attacks require a model to have line of sight (LOS) to its
intended target. A model has line of sight to a target if you can
draw a straight, unobstructed line from the center of its base at
head height through its front arc to any part of the target model,
including its base. Warrior models present a slight exception to
this rule. Unlike warjack models, items held in the hands of warrior
models—such as their weapons or banner poles—do not count as
part of the model for determining line of sight. For example, a
Khadoran Widowmaker does not have line of sight to a Menite
Temple Flameguard if all he can see is the tip of the Flameguard'’s

spear poking over a wall.

Simply put, having line of sight means that the model can see its
target. If a model's line of sight is questionable, it may be easiest for
a player to position himself to see the table from his model’s per-
spective. A laser pointer may also come in handy when determining

line of sight.
InterveningModels

A model blocks line of sight to models that have equal- or smaller-
sized bases. If any line between the center of the attacking model’s
base at head height and the target crosses another model’s base,
that model is an intervening model. You cannot draw a line of sight
across an intervening model’s base to models that have equal- or
smaller-sized bases. However, you may still have a line of sight to
the target if its base is not completely obscured by the intervening
model’s base.

An intervening model does not block line of sight to models that
have larger bases—ignore it when drawing line of sight.

Screening

“A screening model is an intervening model that has an equal- or
larger-sized base than the target model and is within 1" of it. The
target model is screened by a screening model and gains +2 DEF
against ranged and magic attacks. The target does not gain this
bonus if the intervening model has a smaller base, if the attacker’s
line of sight to the screening model is completely obstructed by
terrain, or if the target’s base is more than 1” away from the screen-
ing model's base regardless of base size. The screening bonus is
only applied once regardless of the number of screening models.

ElevationandL0S

When drawing line of sight from a model on a higher elevation
than its target, ignore all intervening models on lower elevations
than the attacking model except those that would normally screen
the target. Additionally, you can draw line of sight through screen-
ing models that have equal- or smaller-sized bases than the
attacking model, but the target still gains +2 DEF for being
screened.

When drawing line of sight to an elevated target, ignore all inter-
vening models on lower elevation than the target. Models on lower
elevations do not provide screening to models on higher elevations.”

p-34: Movement
(Clarification) The term “normal movement” refers to the movement
a model makes during the movement portion of its activation, not
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to any movement due to other effects, such as spells or being
slammed. Some rules, such as charging and slamming, require a
model to be able to move its full normal movement. Although a
model’s SPD stat may be modified during play, the model's un-
modified SPD stat determines its “normal” movement. Whether
due to a game effect (such as disabled movement), a spell, feat, or
weapon effect (such as Crippling Grasp), a terrain effect, or an-
other modifier, a model that suffers any penalty to its SPD or
movement (regardless of offsetting bonuses) is unable to move its
full normal movement.

p-35: Charging

Paragraph 2, replace the first two sentences with the following:

“A model may attempt to charge any model, friendly or enemy, in
line of sight at the beginning of its normal movement. Declare the
charge and its target before moving the model.”

p.36: Unit Formation

A unit’s leader is always in formation. Other troopers’ status is
based on their proximity to him or other models in formation with
him. If a unit is widely scattered, those troopers in skirmish forma-
tion with the leader are in formation and others are not, even if
other groupings have larger numbers. If the leader is no longer in
play then the largest coherent grouping of troopers is in formation.
If two or more coherent groupings have the largest number of
troopers, the controlling player chooses which is in formation. A
lone survivor of a unit is always in formation.

Formations are not mutually exclusive. Models in tight forma-
tion also meet the criteria for being in open or skirmish formation.
Likewise, models in open formation also meet the criteria for being
in skirmish formation.

A tight formation may consist of any number of ranks, but each
rank must be at least two troopers wide.

p-41: Head-Butt
A warjack may attempt to head-butt a model, friendly or enemy.

p-41: Slam

Paragraph 2, replace the first two sentences with the following:

“A warjack may attempt to slam any model, friendly or enemy, in
line of sight at the beginning of its normal movement. Declare the
slam and its target before moving the model.”

p-46: Targeting a Model in Melee

Replace the entire section with the following:

“A model making a ranged or magic attack against a target in melee,
either engaged or engaging, risks hitting any model participating in
the combat, including friendly models. The standard targeting
rules, including line of sight and screening, must be observed in
order to target a model that is in melee. Combined ranged attacks
cannot target 2 model in melee—it is impossible to concentrate
such firepower against a single target in a swirling fight.

In addition to any other attack modifiers, a ranged or magic at-
tack against a target in melee also suffers a —4 penalty to the atrack
roll. All of the target’s special rules and effects in play on it still
apply. For instance, an attack targeting a model with the Stealth
ability from greater than 5" away still automatically misses, while
an attack targeting a model affected by the Death Sentence spell
still automatically hits, as normal.

If the attack against the intended target misses, it may another
combatant. The attacker must immediately re-roll its attack against
another model in that combat. Randomly determine which other
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model in that combat—not including the intended target—
becomes the new target.

When determining the attack’s new target, only the models that
are in melee (engaged or engaging) with the attack’s intended target
and any other models in melee with those models are considered to
be in the same combat. Every model meeting these criteria is eligi-
ble to become the new target, regardless of line of sight, with two
exceptions: a model is ineligible to become the new target if it has a
special rule that prevents it from being targeted or if the attacker’s
line of sight to it is completely blocked by terrain. If multiple mod-
els in the combat are eligible targets, randomly determine which
model becomes the new target.

For example, using a d6, if there are three other models in the
combat, the first model will become the new target on a 1 or 2, the
second on a 3 or 4, and the third on a 5 or 6. However, if the at-
tacker cannot draw a line of sight to one of those models due to an
obstruction (e.g, it's around a corner), ignore that model and ran-
domize the attack between the other two: it targets the firstona 1
through 3 or the second on a 4 through 6. If one of those two
models cannot be targeted for some reason (such as being under
the protection of a Safe Passage battle hymn), then only one model
is an eligible target and a random roll is not necessary.

When re-rolling the attack against the new target, all modifiers
affecting the attacker still apply, such as a boost die, aiming bonus,
spell effects, and the -4 penalty for targeting a model in melee. All
modifiers affecting the newly-targeted model also apply, but ignore
those that only applied to the intended target. If the attack against
the new target misses, it misses completely without targeting any
more models.

For instance, Stryker is in melee with a Revenger affected by the
Protection of Menoth spell. A Charger forfeits its movement, aims,
and targets the Revenger with its dual cannon, spending a focus
point to boost its attack roll. The Charger’s attack roll gains a boost
die and the aiming bonus, and suffers the penalty for targeting a
model in melee. In addition, the Revenger’s DEF against this attack
is enhanced due to the spell in play on it. If the attack misses, the
Charger re-rolls the attack, this time targeting Stryker, and in-
cludes the boost die, aiming bonus, and the penalty for targeting a
model in melee. If Stryker is affected by the Blur spell or if he is
behind cover in relation to the Charger, then he gains those bene-
fits against this attack. However, if Stryker were affected by the
Death Sentence spell, the attack would automatically hit him
without having to be re-rolled.

As a second example, Stryker is now in melee with Deneghra
and a Deathripper. A Trencher enters the fight from the side and
engages Deneghra but not the Deathripper. The Charger makes a
ranged attack against the Deathripper and misses. Since Stryker is
in melee with the Deathripper and Deneghra is in melee with
Stryker, they are both in the same combat as the intended target.
The Trencher is not included because it is not in melee with the
intended target (the Deathripper) or with another model in melee
with the intended target (Stryker) —it is far enough from the
intended target to not be attacked accidentally. A random die roll
determines that Deneghra is the new target. Unfortunately, since
Deneghra is more than 5" away from the Charger, her Stealth
ability makes the attack automatically miss her without rolling.
Even though Stealth prevents her from being hit, she can still be
targeted. Since the attack missed both its intended target and the
new target, it misses completely, with no chance of hitting Stryker
or the Trencher.

Page 2 of 6



WARMACHINE: PRIME CONSOLIDATED ERRATA & CLARIFICATIONS

An area-of-effect attack that misses a target in melee deviates nor-
mally instead of following these rules.”

p-47: Area-of-Effect Attacks

(Clarification) An area-of-effect attack’s point of impact determines
the direction of attack for models receiving blast damage. For
instance, suppose an AOE ranged attack targets a trooper benefit-
ing from shield wall from the trooper’s front arc, but the attack
misses and deviates long. Since the point of impact is now behind
the model and thus the blast damage attacks its rear arc, it does not

benefit from the shield wall.

p-47: Spray Attacks

Terrain that obstructs line of sight blocks spray attacks. A model
under the spray template cannot be hit by the attack if the at-
tacker’s LOS to it is completely blocked by terrain. A model under
the spray template does not benefit from being screened.

p-48: Special Combat Situations

Effects with simultaneous timing:

(Clarification) If multiple special rules with contradictory effects are
triggered at the same time, the attacker’s special rule takes prece-
dence. As an example, suppose Kreoss and Severius disagree on the
best way to praise Menoth's glory. If Kreoss hits Severius with
Spellbreaker, it will dispel Severius” Vision without the spell pro-
viding its protection.

Attacks that hit or miss automatically:

(Clarification) Some special rules cause attacks to hit automatically
or miss automatically. In cases of conflicting special rules, one that
causes an attack to hit automatically takes precedence over one that
causes an attack to miss automatically. For instance, the Purge
special attack hits automatically, which overrides special rules that
normally cause an attack to miss automatically, such as the Stealth

ability.
p-49: Stationary Targets

Models can never be in melee with stationary models. Stationary
models do not engage other models nor does a model engage a
stationary model. A stationary model does not have a melee range.

p-49: Knockdown

(Clarification) A knocked-down model does not block line of sight,
nor does it provide concealment or cover. All attacks against a
knocked-down model are to its front arc. A knocked-down model
may not be thrown.”

p-49: Combined Melee Attacks and Ranged Attacks

(Clarification) If the target of a combined melee attack has a special
rule or effect in play that affects its attackers (such as Retribution),
only the primary attacker—the model making the attack roll—
suffers those effects.

p-49: Combined Ranged Attacks

(Prime, 1% printing) Paragraph 1, first sentence should read:
“Troopers with this ability may combine their ranged attacks
against the same target.”

(Clarification) In order to participate in a combined ranged attack, a
trooper must be in open formation with all other participants.

(Clarification) If the target of a combined ranged attack can claim
concealment or cover in relation to any member of the attacking
group, it gets the appropriate bonus against that attack.

(Clarification) When a combined ranged attack targets a model with
the Stealth ability, any models found to be more than 5" away from
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the target do not contribute to the attack and damage roll bonus.
All models participating in the combined range attack still perform
their action whether or not they contribute to it. If the primary
attacker is more than 5” away from the target, the entire combined
attack automatically misses, regardless of bonuses.

p-50: Corpse and Soul Tokens
Only destroyed models generate corpse and soul tokens. Models that
are removed from play do not generate corpse or soul tokens.

p-50: Damage Rolls

(Clarification) An “attack” is one use of a weapon or offensive spell,
even if it generates multiple attack rolls and/or damage rolls. For
these attacks, completely resolve all of the attack and damage rolls
just like an attack with only one attack and damage roll before
applying the targets’ special rules. For example, an AOE hits three
Knights Exemplar. Resolve all three damage rolls before letting the
remaining Knights Exemplar benefit from Bond of Brotherhood.

p-50: Recording Damage
Destroyed versus Removed from Play— When a model takes enough
damage to eliminate it from play, it is destroyed. A model without
damage capacity is destroyed as soon as it takes one damage point.
More resilient models are destroyed after all their damage boxes are
filled. Destroyed models are cleared from the play area and set
aside. It is possible for destroyed models to return to the table
during play.

Occasionally models will be outright removed from play. A model
removed from play cannot return to the table for any reason.

p-51: Disabling a Warjack

(Clarification) A disabled warjack wreck is still a warjack, and is
therefore a model. A disabled warjack has no facing, loses all special
abilities, cannot be allocated focus, and does not gain an ARM
bonus for functioning shields or bucklers.

Wreck markers, both disabled and totaled, are never intervening
models and do not screen, however, they do provide cover. Melee
attacks may be made across wreck makers. Wreck markers cannot
be slammed, thrown, or moved.

p-53: Warcaster Special Rules

(Clarification) A warcaster can use his feat or cast spells any time
during his activation. However, he cannot interrupt his movement
or an attack to do so. A warcaster can use his feat or cast spells
before or after moving, but not in the middle of his movement.
Likewise, he can use his feat or cast spells before and after each
attack, but he cannot interrupt an unresolved attack, nor can he use
his feat or cast spells between the movement and attack portions of
a charge. Spells and feats can be used prior to initiating an attack,
or after completely resolving an attack, which includes determining
hits, damage, and special effects.

p.53: Control Area

(Clarification) A player may measure his own warcasters’ control
areas at any time. For control area effects against opposing models,
a player does not have to measure his warcaster’s control area until
after the enemy model commits to its movement or action. For
example. Haley’s player does not have to measure her control area
for Temporal Barrier prior to a model’s entering it doing so may
influence that player’s decision. Instead, the opposing player will
have to adjust his model’s position if it entered her control area and

was slowed by the spell.
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p-55: Offensive Spells

A magic attack against does not suffer the -4 penalty for attacking
a target in melee when the attack’s point of origin (warcaster or
channeler, as the case may be) is in melee with the target. If such an
attack (with a non-AQE spell) misses and there are multiple mod-
els in the melee, the attack may hit another random model in the
melee, excluding the original target and the originating model—
resolve this per the randomization rules on p.46. An AOE spell
that misses in this situation will deviate normally.

An offensive spell may not target its own point of origin.

p-56: Channeling
A channeler may be used to channel spells if it engages an enemy
model but is not itself engaged by another model.

If the channeler is entirely in the target’s back arc at the time an
offensive spell is cast, treat the channeled offensive spell as a back
strike.

p-57: Command Checks

(Clarification) A model/unit that passes a command check due to
proximity to a terrifying entity does not make further command
checks against that entity as long as it remains inside the range that
triggered the check. If these models become separated and encoun-
ter each other again later, another command check will be required.

Additional General Rules Clarifications

Leaving the Playing Area: A model that flees off the table is removed
from play. A model that would leave the table for any other reason
(such as being thrown or for compulsory movement like Scramble)
will stop at the table edge and remain in play. The table edge does
not count as an obstacle; models do not take damage from stopping
there.

Inert warjacks: An inert warjack has no facing, loses all special abili-
ties, and does not gain an ARM bonus for functioning shields or

bucklers.

Model Rules

p.75: Lt. Allister Caine

Crack Shot—

Replace text with: “Caine’s targets do not benefit from being
screened.”

Thunder Strike—

Target model hit by Thunder Strike is slammed d6” directly away
from the spell’s point of origin with the same effects as a Slam
power attack.

p.77: Captain Victoria Haley

Set Defense—
Haley gains +2 DEF against Charge and Slam attacks from her

front arc.

Temporal Barrier—
Temporal Barrier only affects enemy models.

p-80: Arcane Tempest Gun Mages

Arcane Inferno—

(Clarification) All participating models must be in open formation
with the unit leader, who must also be an eligible participant.
Troopers not able to participate in the attack may ignore the order
and act normally.
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p-83: Cygnar Field Mechaniks
(Prime, 1" printing) The Crew Chief’s profile block should read:
“Monkey Wrench P+S: 6”

p-85: Trenchers
The Trooper’s profile block should read: “CMD 7"

p.87: Lancer
Shock Field—
(Clarification) When the Lancer attacks with the Shock Shield,

mark this damage before making the damage roll.”

Set Defense—
The Lancer gains +2 DEF against Charge and Slam attacks from

its front arc.

p-88: Sentinel

Strafe—

(Clarification) A model is ineligible to become a new target if it has a
special rule that prevents it from being targeted or if the attacker’s
line of sight to it is completely blocked by terrain.

Completely resolve each Strafe attack individually, applying the

targets’ special rules immediately as each attack is resolved.

p-97: Grand Scrutator Severius

Divine Might—

(Prime, 1% printing) paragraph 2, first sentence: “No spells may be cast
or channeled within Severius’s control area except by other friendly
Protectorate models...”

Divine Might—

(Clarification) Divine Might prevents all non-friendly Protectorate
models with the Focus Manipulation ability from replenishing
their focus points normally during their control phase. It does not
prevent a model from gaining focus points in other ways, such as
converted soul tokens.

Blessing of Menoth—

The affected model can only re-roll a roll that is a result of its own
action. Examples include attack and damage rolls, damage location
rolls, and deviation. It cannot re-roll a die roll for effects on itself,
such as Corrosion, nor for continuous effects that it inflicted on
other models, such as Fire.

Convert—

Convert can only be cast on non-character troopers. Converted
models are independent and cannot run or charge without being
ordered to do so, nor rally on their own unless they are unit leaders
or officers or are forced to do so by some effect.

p-99: High Exemplar Kreoss

Lamentation—

Replace text with: “All enemy models in AOE pay double the focus
points to cast or upkeep spells.”

Retribution—

(Clarification) Retribution is not triggered by collateral damage,
damage from continuous effects, or damage taken without a dam-
age roll.

p-101: The High Reclaimer

Feat: Resurrection—

Replace text with: “Return 2d6 friendly destroyed Menoth troopers
to play, placing them within the Reclaimer’s control area. The
controlling player chooses which models are returned to play, and
models may be returned to their original units or formed into new
units of the same type. New units formed cannot be larger than the
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maximum size allowed for that unit. Resurrected models placed in
their original unit cause the unit to lose benefits or effects that it
received from the original destruction of the resurrected models.
Resurrected models cannot activate the turn they return to play.”

p-102: Choir of Menoth
Battle Staff— add to the Warpriest's and Acolytes’ special rules:

Reach—2" melee range.

p-104: Knights Exemplar

Bond of Brotherhood—

Replace text with: “A Knight Exemplar gains +1 STR and +1 ARM
for every member of its unit destroyed. These bonuses are lost if
the model is returned to play.”

p-106: Temple Flameguard

Shield Wall—

Replace text with: “When this order is given, every Temple Flame-
guard who moves into tight formation gains +4 ARM against
attacks from his front arc. Models that do not end their movement
in tight formation do not benefit from the shield wall. This bonus
lasts for one round even if adjacent models are destroyed or re-
moved from play.”

Set Defense—
A Temple Flameguard gains +2 DEF against Charge and Slam

attacks from his front arc.

p-107: Holy Zealots
Critical Fire—
On a Critical Hit, every model in the area of effect suffers Fire.

p-112: Vanquisher

Circular Strike—

(Clarification) Completely resolve each attack individually and apply
the targets’ special rules immediately as each attack is resolved.

p-119: Iron Lich, Asphyxious

Shadow Wings—

(Prime, 1% printing) replace text with: “Asphyxious moves up to 10",
ignoring free strikes and terrain penalties and effects, then ends his
activation.

p-121: Pirate Queen, Skarre

Blood Magic—

Replace text with: “Give Skarre 1-5 damage points. All friendly
Cryxian models currently in her control area, including herself, gain
+1STR and +1 ARM for each damage point she takes, which

lasts for one round.”

Life Drinker—
Replace text with: “Skarre regains one damage point each time she
destroys a living enemy model with Bloodwyrm.”

Sacrificial Strike—

Replace text with: “Remove a friendly Cryx trooper model within 1"
of Skarre from play. A target model within Skarre’s control area
then takes a damage roll with POW equal to the ARM of the
model sacrificed. This damage roll may be boosted.”

Dark Guidance—
Affects all friendly Cryxian models currently within Skarre’s con-
trol area.

p-123: Warwitch, Deneghra

Death Rage—

Replace text with: “When target model takes sufficient damage to be
destroyed, Death Rage expires. Target model remains in play for
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one round and cannot be destroyed during this time. After one
round, the model is destroyed.”

Stealth—
If Deneghra is greater than 5" away from an attacker, she does not
count as an intervening model.

Dark Seduction—
(Prime, 1% printing) Can only be cast on non-character troopers.

Ghost Walk—
(Prime, 1" printing) While Ghost Walking, a model cannot charge

or slam and ignores free strikes.

p-124: Bane Thrall

Stealth—

If a Bane Thrall is greater than 5" away from an attacker, it does
not count as an intervening model.

p-125: Bile Thrall

Purge—

Replace text with: “Purge (% Attack)— The Bile Thrall sprays out
the entire contents of its guts, deflating and automatically hitting
all models within 6” of the Bile Thrall's front arc. Terrain that
obstructs LOS blocks the Purge attack. A model within range of
the Purge attack cannot be hit by the attack if the attacker’s LOS
to it is completely blocked by terrain. All models hit take a POW
12 damage roll and suffer Corrosion, then remove the Bile Thrall
from play. Purge is a ranged attack.”

p-127: Scrap Thrall

Immobilize—

An immobilized model is released from the Vise Claw if the Ne-
crotech moves, makes an attack against another model, is
destroyed, or is removed from play.

Independent model—
(Prime, 1" printing) An army must include a Necrotech at the begin-

ning of the game to field Scrap Thralls.

Thrall Bomb—

Replace text with: “When the Scrap Thrall takes sufficient damage to
be destroyed, it explodes with a 4" AOE. All models within AOE
suffer a POW 8 damage roll. When the Scrap Thrall explodes,

remove it from play.”

Death Burst—

Death Burst is a special action that combines the Scrap Thrall’s
movement and combat action. Declare that a Scrap Thrall is going
to Death Burst when it activates. Move the Scrap Thrall up to
twice its SPD (as if it were running), and then perform the death
burst. Center the AOE on the Scrap Thrall’s target if the attack is
successful and on the Scrap Thrall if it is not. The Scrap Thrall is
removed from play after performing a Death Burst.

p-128: Satyxis Raiders
Profile block—
(Prime, 1" printing) “Leader and 5 troops: 64”

p-129: Skarlock
Bound—
(Clarification) A Skatlock Thrall may only be bound to a Cryx

warcaster. Each warcaster can only have one bound Skarlock

Thrall.

Skarlock Special Rules—
(Prime, 1" printing) Add: “Undead—A Skarlock is not a living model

and never flees.”
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p-130: Deathripper
Profile block—
(Prime, 1" printing) A Deathripper has a medium-sized base.

p-132: Nightwretch

Damage Grid—

(Prime, 1" printing) Add an additional row of hull boxes to the top of
the Nightwretch's damage grid. Its damage grid should be the same
as the Deathripper’s and Defiler’s.

p.133: Reaper
Profile block—
(Prime, 1" printing) A Reaper has a large base.

p-143: Kommander Sorscha
Wind Rush—

This spell may be cast once per activation.

p-145: Vladimir, the Dark Prince of Umbrey

Forced March—

Only affects friendly Khadoran warjacks currently within Vladi-
mir’s control area at the time the feat is used.

Mimic—

Replace text with: “When making a melee attack with Skirmisher, it
may duplicate one special rule from any melee weapon of any war-
caster in Vladimir’s control area. Declare the special rule being
mimicked before each attack.”

Parry—
Replace text with: “Free strikes against Vladimir automatically miss.”

Blood of Kings—

This spell may be cast once per activation.

Signs and Portents—
Affects all friendly Khadoran models currently within Vladimir's

control area.

Wind Wall—
(Prime, 1" printing) first sentence: “Any ranged attack against Vladimir
or a model completely within 3" of him automatically misses.”

p-147: Iron Fang Pikemen

Shield Wall—

Replace text with: “When this order is given, every Iron Fang Pike-
man that moves into tight formation gains +4 ARM against
attacks from his front arc. Models that do not end their movement
in tight formation do not benefit from the shield wall. This bonus
lasts for one round, even if adjacent models are destroyed or re-
moved from play.”

p-148: Manhunter

Stealth—

If the Manhunter is greater than 5" away from an attacker, it does
not count as an intervening model.

p-149: Man-O-War Shocktroopers

Shield Wall—

Replace text with: “When this order is given, every Man-O-War
Shocktrooper that moves into tight formation gains +4 ARM
against attacks from his front arc. Models that do not end their
movement in tight formation do not benefit from the shield wall.
This bonus lasts for one round, even if adjacent models are de-
stroyed or removed from play.”
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p.153: Destroyer

Arcing Fire—

Replace text with: “When attacking with the Bombard, the Destroyer
may ignore all intervening models except those that would nor-
mally screen the target.”

p.159: Eiryss, Mage Hunter of Tos

Mercenary—

(Prime, 1" printing) delete the second sentence, which reads:

“No victory points are gained for models Eiryss destroys.”
This restriction has been removed from the game.

Invisibiliy—

While Invisible, Eiryss does not block line of sight or provide

screening.

p-161: Greygore Boomhowler & Co., Trollkin Mercs
Mercenary—

(Prime, 1" printing) delete the second sentence, which reads:

“No victory points are gained for models destroyed by Boom-
howler & Co.”

This restriction has been removed from the game.

Tough—

Replace text with: “Whenever a Trollkin takes sufficient damage to
be destroyed, the controlling player rolls a d6. On a 5 or 6, the
Trollkin is knocked down instead of being destroyed. If Boom-

howler is not destroyed, he is reduced to one wound.”

Stink Bombs—
Throwing a Stink Bomb is a special attack.

p-162: Herne Stoneground & Arquebus Jonne
(Prime, 1" Printing) Delete “Slow” from the Barrage Arquebus’ special rules
block.

p-163: Herne Stoneground & Arquebus Jonne

Mercenary—

(Prime, 1" printing) delete the second sentence, which reads:

“No victory points are gained for models Herne & Jonne destroy.”
This restriction has been removed from the game.

p-165: Reinholdt, Gobber Speculator

Mercenary—

(Prime, 1% printing) delete the second sentence, which reads:

“No victory points are gained for models Reinholdt destroys.”
This restriction has been removed from the game.

Mercenary—
(Clarification) Reinholdt will not work for Cryx or the Protectorate.

Assistant—
Remove Reinholdt from play if his warcaster is destroyed or re-
moved from play.

Glossary

p.177: Elevated Target

(Prime, 1" printing) “A model on higher ground than its attacker
gains a +2 DEF bonus against ranged or magic attacks from that
opponent.

p-183: Tight Formation
Delete the last sentence, which reads: “Troopers that begin their activa-
tion in tight formation cannot run or charge.”
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