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rival warbands increase in size.

HIIEE battles between
masscs of rival warbands
are taking place all over
the City of the Dumned
All manmer of strange

alliznces have been reported,

ome gource even claimed
I:ha'r the ml:rl.'.i].l.m:s u[
M:ri.:nhutH have allied

with the warbands from

Middenheim. The biggl‘-it
antagonists scem to be the
Reiklanders. who have
formed a massive alliance
in am attempt to put an
end to the ambitions of
the men from their rival
states of the Empire.
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FOLLOWERS OF THE DARK
GODS OCCUPY THE RUINS

The ruins of our once
proud city are no longer
deserted. The insidious
followers of the dark gods
have now occupied
Mordheim. The cause of
e disappearance of scweral
warbands can only be

blamed on these most
notorions of men Tt 18
even rumored that the one
they worship, the so called
Shadowlord. s ]"""H in a
MassIvE plll in the center
of the caty. Thl’l\.l-uh this 15
scoffed at by local sages

A look at ye alliances

ng the ruwins of
Mordheim:

WITCH HUNTERS AND THE
POSSESSED CLASH IN THE RUINS.

la“ l .L..-l;r
f ;.,uu-lllu..l b IH

Elf H.:'I'ELT\ from
.]|.:Ir come 10

Mle 1:||‘||||_|.|:I| between 1h|

Witch Hunte

foul Possessed.




Creetings ance agam,
ind welcome 1o
amother issuc of
Town Cryer. This
time our scribes have
scoured the length
and breadth of the
Old World 1o fill
the issuc with
wondrous and
iti.nhh:mns articles
These include 2
t"E.i‘“..it (=21 muhj
player games and
Many MEWCOMErS 1o
the Dark City. The
blasphemous
worshippers of Chaos
kpown s the
Possessed make their
long-awaited
appeatance. as do
brutal Pit fighters and
the enigmatic EIf
Rangers.

| have spent many
I:nG-DnIr_u ﬂ.i.Ehts
PII‘DE‘IEI‘IDE [!'l.c I'l.l]l:- IJI
the game, and | have
couple of suggestions
for you to try out

First, | would
recommend that
Middenheim warbands
should be allowed to
make a single one of
their ml:l:l.l'lr.r:i a
berserker. This model
would be affected by
the rules of [renzy
this seems appropriste
a_rrnh'id.l;rluns 1!1:
reputation of the
children of Ulric

when it comes to

rETH{ JFIESMESS 1N
combat.

In addition. T fecl
that should a
Vampur: acqujrr_ 3

Tome of Magic and

the Arcane Lore skall,

i 18 un]vl.l II.TEI:‘{.I] o
think that Vampire
could ‘uud].-
Mecromantic magic
instead of Lesser
h-hﬁlln:. Adver all, amy
book of blasphemous
sorcery sought after
by a Vampire

would undoubtedly
be a dark book

describing
Necromantic spells
instead of the
tamblings of a
human warlock.

Enjoy this msuc of
Town Cryer. and
until mext I:i:l'll.:.
slumber deeply and
fear not the shadows
of Mordheim

Should you have any
CONIMERLs of
contributions, Town
Cl.:fi-l '*EI-";'JIII:H :f‘.l“-l
submissions and
querics. Write to the

lollowing address:

Town Cryer.
Games Workshep,
Willow Lane,
Lentom,
Nahi.n.sh.‘.m.

NGT 2WS

&: 1_Fr.|L|. m
thirty nighits.
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to mercenaries as the Possessed.
There is ne
their live:
ambitions lie |'lr'||||1|:i [
whose sorcerous skills or ph

age of men willing o

of real power; men wh
E .\l._'l'lf!d; of Il'u_'u' |'.1||'||'|1 |_|_.'ﬂ'|| ,
I deformities place them in
consmant di Ir‘|..l:L of |'||.'|"|-:'|.'|JIII . Whiar do '\\IH'I‘I men f'I'J'H' o
lose if they J\qu e their souls 1o lhl., dark gods of Chaos! In
the aftermarl the destruction of Mordheim all manner of
mutants have appeared whilst many hitherto unblemished

the stirfing of srange pow
Zils destimed 1o I'1|1|'||;'| them e a fie
hands of the Wirch Hunters.

th at the

Al y W Ve ;
all 5 owlord, Master of the
Tha -u,.,h none know whether he is man
non all proclaim him their savio
hl‘- |1||.i|:|||:|'P

and eagerlv see

As all students of the dark arts know, it is by the power of

e That ¢ arures such s D nons and sPirils are hle to

the mortal world, The wyrdstone that proliferates in

"-'Inrrll'n im grants unnatural life to many vile |I|||1H=. thar by all

natural rights should never exist e
men bt surrendering themselve

ettt N R

rumor is that a being called the Shadowlord has inhabited the ruins. From the very
center of Mordheim that is known as the Pit he sends out his corrupt warbands known

appearance is horrific - corrupted from within, their fesh is
rwisted inpo a mew and @ trous form

er of the Possessed behind them the followers of
wil have grown powerful in M nlhﬂm In the

ancl cles
the sire
servanis. The contamin

MOre IiI»E

s ol aiffect them at all or,

it nourishes their inner corruption. Men who
¥ Mordhieim alone are hunted dos
o the dark All warbands of the
wirdstone for the Sha
where he

and sacrificed
essed gather
wlord who rem hidden in the Pit
led by ritanic Possessed the size of
ious stone are kept by the

wsiessed

are called Magisters anc
of 1m~ s trL gods o

art in the bloc
Daemons = nothing is wo base for them! These degenerate
humans are w other creatures as vile as they — things
halt-man half-beast that call themselves ( and which men
refer to as Beastmen.
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: : The city has been overrun by insidious
=l 1 r ! f-'_11|.r_~~.\l: of the Dark ‘:-.-;d.x “‘-;'har-:
__,,f . 11 th:}' would have cowered in the shadows
before the coming of the comet they
now Ccavort Dpr_l:l]}' in the streets. Rumor
has it they follow the one they call the
Shadowlard — whether he i human o 3
spawn of cvil. none know.
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kirmishes between two warbands are a common occurrence but
sometimes rival Mercenary Captains will lay their differences aside and Iy
against a common enemy. Mark Havener has written full rules for fighting larger

games of Mordheim involving several pl

rules are desi

icim that are nol restrict
players. |
game night?
titanic bash
Try aroualed |

M
ot an odid number of |'||_| Crs One
*just itching for an all-out
rhaps the end of a league
dbcim, amd see what
fun a rruly chaotic game can be!

Rufles for plaping
muftipfaper qames

Mulriplayer A
requines more room o play, While
theim m |||||.;1||1_. plays fine in
r multiplaver
i'x6". This is
15 dhetailed | W

Ll |I:I:”I|..'IIF'|

at least

Reinhold stared down the rubble-strewn streer. 1t looked
clear, but in this city looks could he deceiving. He ler a
minute pass, and then another, It was cold tocay,-and he
could see his breath and rhe breath of his companions
hang in the air as they awaited the word that would send
them forward to search this arca of the city for the
precicus wyrdstone. Reinhold pondered the vagaries of
fare: that had led him o this place, in this company. There
wias Klaus, a huge ox of a man with brains 1o match the
sell.appointed champion of the warband. The spearmen
Hans, Bertram, Leopold, and old ‘Omerman stood or
squatted around Klaus, Behind the champion, as if
seeking his protectionm, were the two voungbloods, Anna
anel Karl, Reinhold wondered if these two would last
longer than any of their predecessors. Lack of experience
often meant death in this place of the damned, Dodmann
and Dagoberd, the rwo crossbowmen, erouched behind a
pile of stones in the center of the streetl, their eves
comstantly scanning the ruined buildings for targets. The
snake, their new Warlock hired sword, sat hunched over
1o one side. None of the men liked the old crone, She T
undoubtedly insane and smelled like something had
ciawlad up her skirc and died, but they respected
I'H.'I I'II T

Heinhold saw nothing and so he waved his band foraaed
e warriors picked their way cautiously down the sireet
scanming the ground for wyrdstone shards as they went,
but everconscious of their surmoundings just the same
Sudden movement down the street caught the warband’s
attention. Three bandy-legged ramen mmed a corner a
stone’s throw away. The Skaven appeared o be just as

T

ers, as well as seven new scenari

In scenarios where atnackers and

the defender s the plaver whose

wirband has the highest rating. If more than one warband

have the same highest rating, ctender will be th

among them whose warband includes the most mod

is still a tic, roll ad tor determine who gets o be the
ender. There is only ever one defender, all the o

rhands are the attac

scenanos where there is

first

fr the u rnls: o
defender, thar player sets up his
imong the attacking war
warbhands in a scenari
. each player no
i che
rulls

To determine

whio

all the
5 U rext maining players set up in order of

:Ilr'l:!_: 1_|||_
Phil,

: o Devin are
psuire Huoni

Bob,

plaving Scenano
This = ;

maro has no ates e fericlers

||1|r=1.|""1 as the
three suddenly
Behind them their
comrades had not noticed the humans and Blundered
into the lead rats, causing a slight commotion and several

chinering shricks of rage

the of the

were i W

shocked at appearance
mercenancs them
stopped in the middle of the street

andd all

Looks like we're going w have a fight roday after all
lads.” Reinhold mutersd o his men. The warriors
readied their weapons and prepared for a2 skirmish

A sharp intake of breath and the clanering of a dropped
WCApOon caused Reinhold o whird around. Karl's 'I"?-'-H"-"
lay o the groned angd Reinhold was abour 1o berate him
for his carelessness when he noticed that the young
wirmor was staring open-mouthed at something o the
rear of the warband. The mercenary looked to see whai
had shocked the young man so, and then he saw them,
two of the accursed Possessed and an enormous Ogre
lumbering down the streer towards them, followed by a
Magister and several less recognizable members of the
blasphemous Cult of the Possessed

It was wouswal, though ot unheard of, for Skaven
muke alliances with members of one of the dark COVENS
thar operated secretly within the cities of the Empire
They were all worshippers of the mad gosds of Chuaos, afic
all. However, onc look over his shoulder a1 the furmy

“denizens of the sewers convineed Reinhold that such was

not the case this time, for the Skaven seemed surprised o
see the cultists as well. The first fragments of a plan began
to form in Reinhold's mind. Pechaps he could wm this
unexpected sitaation into an advantage

one



defined so all three roll 2 D6, Phil rolls a 5, Bob rolls a 5, and
Devin rolls a 1. Bob must set up his warband first. then Phil.
and finally Devin.

When e s his tuen 1o ser up his warband, each player must
choose one scgment of talble cdee (scc e diagsoan below b
what constitutes a “segment”) and set up his warband wirhin
6" of it. No plaver may start a member of his warband within
6" of 4 member of another warband.

Diagram 1

—_— e

' Segment A Segment B

3y wawdig

| | Segment E |

Segment D

Example: Continuing our example ahove, Bob places his
warhand first and chooses Segment 1 (hottom right cormer)
Phil sers up next and chooses Segment Foileft side), Now
Devin could choose any of the remaining edge sepmenis,
though he would probably be well advised o seer clear of
Segment B as this places him right in the midst of his enemies
{with a potentially constrained sct-up arca as well, if Dob and
Phil placed any of their models close o thar regionl). Devin
wisgly chooses Segment B and sets his warband up there.

Mote that some scenarios will have special set-up rules
{usually for the defender) which are different from the above.
Any such variation will be noted in the rales for thar scenarico.

Oreler of play: Ater all warbands have been ser up, plavers
must determing the order of plav Plavers should be arraved
ahout the able by their set-up segment (sce above), Each
player rolls & D6, The player with the highest roll gets the first
twrn. Play procecds clockwise around the able from there.

Exgrnple: Our three fricnds have their warbands sct up on the
table and are ready o determine who goes firse. This time
Devin rolls a 6, Bob rolls a 1, and Phil rolls a 2, Devin won the
rall, so his warband will go first. Devin's models were set up
in Segment B and the next warband clockwise is Bob's, so
even though Bob pot a lower dice roll than Phil, Bob's
warband goes second and Phil's will go last.

Underdogs: In multiplayer Mordheim, the underdog is not so
clesir, Any warband can be an underdog if it is antacked by two
or more of its rivals! Still, there may be cases where one
warband is simply playing out of its league, To dewermine if a
warband is an underdog in multiplyver Mordheim, simply
take the warband with the lowest warband rating  and
compare it to the warband with the next highest rating. LUse
the difference in ratings and the chan from the Experience
section of the Mordheim rules 1o determine iF any experience
bonus is justified for the lower warband, just as you would for
the lower of two warbands in a two-plaver game.

Exammple; Phil's Skaven has a warband rating of 176, Bob's
Witch Hunters a rating of 195 and Devin's Mercenaries 2

rating of 123. Devin's warband has the lowest rating, so il
there is an underdog, his warband will be it To find out, we

|
et

compare his rating to the next highest rating, 176 (Phil's
Skaven). The difference i 53 (176 - 123 = 53), which
according o our chart in the Mordheim rulebook wamranes a
+1 experience bonus. If any of Devin's Mercenaries survive
this fight, they'll have a good chance of gaining an Advance!

Shooting inio close combal: Unlike in the regular Mordheim
rules, it is possible oo shoot into close combar in multiplayer
games, just as long as the shooters belong o a different
warband than the models involved in the close combat
Shooters must still fire at the closest enemy model as normal
(unless they are in an elevated position. a5 per the noemal
rules). However, if the shooter hitss a2 model involved in a
close combar, the shot may well hit one of his opponents and
not the model isell. Randomize any missile hits berween the
target and any models in close combat with him.

Ciloge combel involving multiple warbands: In multiplayer
Muordheim it is quite possible that one warband member gers
charged by models from two or more opposing warbands,
When this occurs, a model will fight during the close combat
phase of each model i is fighting. This can give a model many
attacks during 2 cvcle of player turns but any model that has
been ganged up on in this way is probably done for in
any case!

Exgmple: Bob's Ogre mercenary has been amtacked by two of
Devin's Humans and two of Phil's Skaven warriors. Phil's
Skaven fight during his and Bob's close combat phascs,
Devin's Humans fight during his and Bob's close combat
phases and Bob's Opre artacks in each player’s close combat
phascs. It one of Phil's Skaven (Skaven By was in contact with
one of Devin's Humans (Human C) (they are at the same
corner of the Ogre's base, for example) and one of them
decided 1o artack something a litele easier, they could fight in
vach other's close combar phases as well. Note that a model
that is attacking in another plaver’s torn mustattack one of
that plaver's models. S0 in our example Phil's Skaven B could
not use his extra attack during Devin's tum 1o atack Bob's
Cpre = he must use it o attack Devin's Human €

Rowuting warbands: Unlike normal games of Mordheim, one
warband failing its Rout test (or having all of its models aken
out of action) docs not necessarily end the game. Unless
there are special victory conditions noted in the rules for the
soenario you are using, a muldplaver game: will last unul there

i




is only onc warband Icht on the able. The plaver whose
warhand smays on the wable for the hll'l._u_rhl is normally the
winner, though in some scenarios the winner might be the
warband leaving the tible first, as it achicves its objective and
leaves the scene!

Wliee: Normal pames of Mordheim  invobee one searhand
compering or fighting against another Obwy u:lu\l:». in this
cnviconment alliances are not normally possible, However, in
multiplayer games, alliances are not only possible, they are a
necessity for the completion of some scenarios! A single
warband amempting to take out a dragon will find iself
fighting an uphill batile with very litthe chance of success,
indeed, it may well fimd itsclt lacking a few members abier
failing 1o complere s objective! Alliances can last untl the
cnd of the game (for cxample, two warbands can decide 1o
ally against a third, and split whatever boory exisis at the
end), or they can be very wemporary (often falling apart quite
suddenly and violently!)

Iy form an alliance, a plaver must declare thar he is doing so
at the start of his rn, He must declare (to all players)
which wirband(s) he wans o ally with aind if
they agree, the alliance is formed. Thene is
no limit 1o the number of warbands a
plaver can  ally with. The
following special miles apply
tov @ warband and irs allies:

Members of dllied warbands
do ot count each other as
enemies. Members of a
warband may freely mun
within 8" of members of
any warbands thev are
allied o Models
forced “To charge
enemy models
due w some
kpecial
rule

{such as Freney or Ore & Goblin Animosdnyg are ot forced 1o
I.'h'_il‘F,t' allics. Note however thar an Ore or Goblin f:|.|||1|}'_ ATk
Animosity test counts allied models as friendly Hired Swaords
so if a ‘17 is rolled for the effects of the Animosity he will
charge or shoot at them if they are the closest friendly models
fin case you were wondering therell be rules for Ore &
Crenfalin picgdrbilads R ot < e Biokea) :

are in combat with one

Members Of allied swarbands 1
another when the alliance is announced will automartically
break from commbat. Place the moddels 17 apart from each
other. They can move as normal in their next movement
phase {so models knocked doun or stunned follow the
normal rules for being enocked dowm or stunmed, etc)

Imitiaring close combat with, shooting missile weapons at, or
rhr vering nun-hrlphll \IM'“\ at a member of am allied wareband
automatically breaks the alliance with that warband. Note that
this includes attacks caused by i Giled Animosity test. Your
allies aren’t going o be as forgiving of such behavior as yvour
own wirband members might be!

Determining the scenario: To determine which scenario will
be used for multiplaver games, players may either choose (o
play a particular scenano or roll on the ollowing chart:

205 Hesulr

2 The player with the lowest warband rating
may choose which scenario is plaved

5 Play soenano 7= Monster Hunt.
i |‘|'_11.. Soemaro 4: The Wizard's Mansion
F-ir Play Sucigiriv 1 Trcasure Hual

Play Scenarnio 2: Strect Brawl

H-49 Play Scenario G- Ambush!

(RN Play Scenario 5: The Pool

11 Play Scemario 3: The Lost Prince

12 The player with the lowest warband rating

may choose which scenario is plaved

i "l L
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M ;
C— Scenario 1:

Often, multiple warhands will hear the same rumaor about a
wyrdstone deposit and decide 1o explore that section of the
city ar the same time. A battle ofien results with the winners
taking the lion's share of the shards home with them.

terrain
Each player takes it in turms oo place a phece of werain, cither
a ruined building, tower, or other similar item, We sugpest
that the terriin is set up within an area roughly 4%

special’ rufes

Omce you have placed the terrain, place D3 wyedsoome shards
for each warbund involved in the game on the mbletop o
represent where the shards are. Each player takes it in turn 1o
place a wyrdstione counter. Each plaver rolls a D6 o
derermine who places first, second. third, etc. The counters
must be placed more than 10" away from the edge of the rble
and a least 6" away from each other. Note that counters ane
p]ﬂx\'l.l before t|ucit|in|.: which edpge the warbands will pl.rl.:v
from. Wirriors can pick up the counters simply by moving
into contact with them. A warrior can carry any amount of
wyrdlsione withour any penalty Warriors cannot transfer their
wirdstone 1o another warrior. If the warrior who is carrving a
counter is taken owt of actior, place the counter back on the
table where he fell.

warbands

Players use the normal warband set-up rules (see ‘Setting up
the warbancs").

treasure funt so—

starting tfe game
Plavers cach roll a DO 1o determine who poes first. Play
proceeds clockwise around the table from there (based on
where plavers placed their warbands).

enSing the qame
The game ends when all warbands bt one have Riled their
Rout test, The routers automatically lose. If two or more
warbiands have allied, they may choose to share the victory
and end the game.

experience
+1 Survives. If a Hero or Henchman group survives the
battle they gain +1 Expericnce,
+1 Winning Leader. The leader of the winning warbandis)
gains + 1 Experience,
+1 Per Enemy ond of action. Any Hero earms +1
Expernence for each enemy he puts oud of action.

+1 Per Wyrdstone Counter. If a Hero or Henchman is
ciarrving a Wyrdstone counter at the ond of the batle, he
receives + 1 Experience

wprdstone

Your warriors carn one shard of wyrdstone for each counter
in thetr possession at the end of the bartle.

GEmemm—— Qcenatio 2: street Hrapf ———e——ty

Turf wars are a commoen sight in the ruins of Mordheim,
When multiple warbands compete for the same area, a
chaotic all-out brawl can ensue, where alliances are quickly
made  and broken and bleeding bodies litier the street.
Whichever warbands win the day will have a larger area o
search for the precious wyrdstone.

]
ferrain
Fach player takes it in turn w place a picoe of wrsdn, gider
a ruined building, twwer, or other similar irem. We suggest
that the terrain is set up within an area roughly 4'%6°,

warbands

Players use the normal warband setup rules (see ‘Semting up
the warbands'),

starting tfe game
Each player rolls a D6, The plaver rolling the highest has the
first turn and order of play proceeds clockwise around the
table (based on where playvers placed their warbands),

enSing the game

The game ends when all swearbands bur one have Giled their
Eout test. The routers automarically lose. If two or more
warbands have allied, they may choose to share the victory
and end the game.

expevience
+1 Survives. If a Heros or Henchman group survives the
battle they gain + 1 Experience.
+1 Winning Leader. The leader of the winning warband
pains +1 Fxperience

+1 Per Encmy owsf af actfon. Any Hero earns +1
Expericnce for cach enemv he puts ol of dotdon.




Wmm— Scenario 3: the fost prince

ruvelling enwweriainers ofien el wles of the ruined cioy and
because of this, sons of the privileged classes often see the
city of Mordheim as one hig romantic adventure, Scanetimes
one will run away from home o join a mercemury warband
anmd make a name for himself Often these individuals are
killed before they even get to the city but once in a while one
will ger hicky and acmally make it thar Be Somctimes thels
familics are happy 1w sce the young fool go but once in a
while, a rich merchant or noble will acrually pay o have his
som saved from his inevitable faee in Mordheim.

The warbands have heard rumors that a powerful man’s son
has wandered into the mins and a handsome rewared will be
paid for his retarn,

Cerrain
Each player takes it in turn o place a plece of werrain, either
a ruined building, ower, or other similar item. We suggest
that the werrain is set up within in area rc:nughl'_l. ix0

special rules

The merchant’s son is initially placed in the center of the
hoard. He will wander DG in a random direction at the sian
of cach of the first player's wms, until someone ‘rescucs’
hir, IF & wiidband member comes nto contact with the
merchant’s son (through normal movement. NOT through
charging — this is an exception tw the nomal rules and
represents that the merchant's son is not the enemy and
should not be engaged in combar), the boy will arrs
o that member and follow him around. 1F o« ‘rescuct’ is
aken owar r.!_f agotion, Mees, or rowns, the merchant’s son will
aach himself o the nexn warband member o contacy him.,
Should someone wish to attack the merchant's son, he has
the same stars as a Younghlood (scc the Mercenary warband
in the Mordheim rulchook) and is armed with a sword and
dagger. IF he is Killed, no reward will be issued to the winning
warband, of course

ch himself

marbands

Players use the normal warband set-up rules (see “Seting up
the warbands)

starting tfe game
Each player rolls a D, The player rolling highest has che first
turn, and order of play proceeds clockwise around the able
{hased on where plavers placed their warbands)

ending the game
The game ends when one warband manages w ger the
merchant's son off the table. That warband (and any allied
wirband) is the winner.

experience

+1 Survives. If a Hero or Henchman group survives the
battle they gain + 1 Expericnce.

+1 Winning Leader. The leader of the winning warband
gans + 1 Expenence

+1 Per Encmy owd of actiom. Any Hero earns +1
Experience for each enemy he puts oat of ection

tfe remard

The gratchul Bather awards the winning warband with the
|'1:II||:|--.'|'||'|:|,¢ reasure, Nowe that Yo roll for each frem .‘\L'P:IJ".IH".'.-_
apart fromm gold crowns, which are always received

liem M Resuli Needed
o] Bli] B Autoamatie

N3 swaords i+

Huit of hcavy armor 54

Suit of hight armor i+

Shicld i+

Helmet b+

33 Hems worth “Ig‘q cach 54+

i (]l




Cpmemes  Bcenario 4: the wizards mansion ===k

Mot all off the ruined buildings in the city are ordinany houses.
Some notable structures were the abodes of important own
leaders or rich merchants. Tales are told of hidden rooms
filled with treasure in such homes. The warbands have
discovervd the location of one such building. Rumors abound
that the former owner also dabbled in the arcanc ans, which
may explain why his home was almost untouched by
the devastation.

Cerrain
Each playver takes it in turn 1o place a piece of tecrain, either
a ruined building, tower, or other similar item. We sugges:
that the terrain is sct up within an area roughly 4767, The first
|‘.ILJJJt|.II'|j.1 should be |‘||'.I1 cd in the cemter of the table, and the
objectivee af the scenario is 1o take control of this building

warbands

One player i the defender, determined as normal (see
Artackers and defenders’ an the beginning of de article),
representing the warband that reached the mansion first. The
defender is deploved first inside or within 6" of the objective
ITll.lldil.'!_l.I. Then the .Ir1:t|;'|e|r'|g warbands are et up as normal

Iﬂ '.i':l'l'j‘“l.lln. h ar |.'.'|I.'h :“[E‘[{k“'lg \.\.Elrl"l:l.'l'li_l I'.H._"!fl:l"lj tl'“_' Elr\-t lh\'_'
defender rolls once on the m@ble below to determine the
addinonal egquipment his warband gets to st with. Each
item may only be found once. If the same number is rolled
more than once, re-roll. These items represent the findings of
the warband thus far and are meant o give the warband a
chance against multiple opponents

D6 Roll Item Found
1 Wiooden Man
2 1033 doses of Mandrake Roon
3 1% doses of Crimson Shade
4 Lucky Charm
5 Haoly (Unholy) Relic
0O Cathayan Silk Cloak

All of the above are described in the Mordheim rules except
for the Wooden Man. For rules on the Woodern™Man, see new
items below.

starting (fe game
Each playver rolls a D6. The plaver rolling the highest has the
first turn and order of play proceeds clockwise around the
table (based on where players placed their wardninds),

enPing tfe qame :
The game ends when all warbands but one have Filed
their Rout test. The roubers aubomati ';,1||1_. lose, IF ome of
more warbands have allied, they may choose o share
the vig Loy andd end the EAme

erpevience
+1 Survives. If a Hero or Henchman
group: survives the battle they gain
+ 1 Expericnce.

+1 Winning Leader. The leader of
the winning  warband  gains
+1 Experience.

41 Per Enemy owmd of action. Any
Hero earns +1 experience tor each
MY hie E""“"" Rl rj_f.r.lg"l';f:,u.l

WizATd’s (Teasure

AL the end of the game the winning warband finds all of che
items on the table above which were nor found before the
bactle, In addition, roll on the following chart o see what
addinonal irems the warband finds in the mansion. Noge thag
vou'll roll for each item separately, apart from gold crowns,
wihiich are always fowd, For exsonpbe, you will peed w eoll o
4+ to find a tome of magic. Then eoll o see if vou find the
wromril sword and so on

My Rl 1M Roll Needed
AD6 g Automatic
35 gems worth 10 ge cach 54

Tome ol magic ++
Gt swiord 5+
Athame b+

133 doses of healing herbs i+
Dispel scroll 5+

new 1fems
Wooden Man: Use the stats and special rules for a zombic
with +1 % and +1 T The Wooden Man I8 an arnificial
construct in the shape of 4 man but made of wood. It will
follow the commands of the defending warband but will not
leave the wizard's mansion for any reason, even after the
pame. The Wooden Man may obvioushy not be rraded

Athame: An Athame is a special silver dagger used in magical
rituals, IT used in combat, it will not hold iis edge. For the first
attack in i game, it will count as a normal dagger. However,
The

tor the rest of the game it will count as a fist anack
Athame is worth 10 gold crowns if traded

Mspel Seroll: This sermll containg a pascerfol
counterspell. It may be read aloud
immediarcly  after an opponcent has
successfully cast a spell (bur before
results have been determined) o
negate its effects, When wsed roll a
6. The enemy spell is cancelled
roll of i or
After  one
use, the scroll will
disinegrate and s
uscless, It Ly be
traded for

25 | Z2D6 po.

O i
mare,
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Bummmns alwooned almoot a ponsl o the city whose watcrs have
magical powers of healing. The warbands’ patrons belicve the
magical properies of the water are due o a large deposit of
wyrdstone within the pool. The warbands have been sent o
collect as much wyrdstone from the pool as they can.

tervain
Each player takes it in tum o place a picce of terrain, cither
a ruined building, ower, or other similar item, We suggest
thar the terrain s ser up within an arca roughly 4%, The first
piece of terrain should be a pool of water roughly @ in
diameter. The objective of the scenario is o gather all the
wyrdstone from the pool.

speciafl tufes
Rl a D343 o find ouw how many pieces of wyrdstone are in
the pool. The pool is shallow and may be entered. Any Hero
spending an entire tum within 17 of the pool doing nothing
else but scarching for wyrdstone may roll at the end of s
turn b0 see if he finds some. On a roll of 1-2 on a [, that
plaver has found one of the picces in the pool. No Hero may
scarch within 17 of another model (fricndly or enemy), as
models that are 1w close together disturb the waters for each
other, so that neither may see the bottom. Only as many
picces of wyrdstone may be found as were rolled at the
beginning of the game, any searching afrer that is useless. A
Hero can carry any amount of wyrdstone without any penalty:
Heroes cannot transfer their wyrdstone o another warrior. 1F
the Hero who is carrving a counter is taken onf of actéon,
place the counter on the able again where he fell. Another

The defending warband has recently discovered a rich
deposit of wyrdstone, Unformunarely, word has leaked out
about their find and warbands throughour the ciry are
hunting them, determined o ke the reasurc
for themselves.

terrain
Each player takes It in turn to place a piece of terraln, cither
a ruined building, tower, or other simular item, We suggest
that the terrain is set up within an area roughly 4'%6°,

special rufes

One playver s the defender, determined as normal (see
Artackers and defenders’ at the beginning of the article), Each
of the defending warband’s Heroes carries 103 pieces of
wyrdstone. If a Hero carrying wyrdstone is tken owd of
actioer, place a number of counters, cqual o the amount of
wyrdstone he was carrying, on the ground where he fell. Any
Hero mowing into contact with them may pick up these
wyrdstone shards,

warbands

All the models in the defending warband must be set up
within &° of the center of the board. The anacking warbands
are then set up as normal,

wairtion can then pick up these counters simply by moving
intoy contact with them.

mwarbands

Plavers use the normal warband set-up rules (sec "Setting up
the warbands®, abowve),

starting tfe game
Each plaver rolls a T The plaver molling highest has the first
wirn, and order of play proceeds clockwise around the table
{hased on where players placed their warbands) from there.

ending tfe qame
The game ends when all warbands but one have falled their
Rout test. The routers aontomatically lose. If one of more
witrbands have allied, they may choose 1o share the victory
and end the game.

expevience
+1 Survives. If a2 Hero or Henchman group survives the
battle they gain +1 Experience,
+1 Winning Leader, The leader of the winning warband
gains + 1 Experience,
+1 Per Enemy oud of @ction. Any Hero earns 4 1 experience
for each enemy he puts owl of action.

+1 Per Wyrdstone Counter. If a Hero or Henchman s
carrying a Wyndstone counter at the end of the banle he
receives + 1 Expericncoe.

6: amMbusH! m—)

starting the qame
Each plaver rolls a D6, The plaver rolling highest has the first
turn, and order of play proceeds clockwise around the @ble
{hased on where players placed their warbands) from there.

ending tfe game
Doy mot reell for Rout tests during this game. Instead, the game
will last 10 wrns or until all the wyrdstone shards have been
carried off the board, whichever comes first,. The warband
that gets the maost wyrdstone shards off the wable (or held by
one of s Heroes when the game ends) is considered
the winner.

experience
+1 Survives, If a Hero or Henchman group survives the
batile they gain +1 Experience

+1 Winning Leader. The leader of the winning warband
gains + 1 Expericnce.

+1 Per Enemy out af action. Any Hero earns + 1 experience
for each enemy he puts awt of gction.

+1 Per Wyrdstone Counter. If a Hero is carrying a
Wyrdstone counter at the end of the baule be receives
+1 Experience.



The warbands have heard rumors thae a wrerible monswer bas
come up out of its lair beneath the city following the recent
devastation, and esgblished 2 new home in the ruins. You
have heard stories of such creamres and the reasure thiey
accumulate is the stuff of legends. You have decided 1o see for
vourself if the rumors are true.

Cerrain

Each plaver takes it in wen o place a picce of terrain, either
a nuned building, tower, or other similar item. We sugpgest
thar the rerrain is set up within an area roughly 4x6G°, The first
building should be rather large (at least 6™x6") and open-
iopped. preferably rains, This building should be placed in
the center of the table, and this is where the monster’s new
lair is located

marbands

Players use the normal warband sct-up rules {see “Setting up
the warbands’y

speciafl rufes

The monster's lair is located in the cential building and this
is where the beast will be. The monster is young for one of its
kind and its profile refleces this. In addition, a lifetime of
living in caverns beneath the ciry has kepr the creature from
learning o use its wings. Therefore, unlike most monsters,
this heast cannot fv. The monster will mot leawe s lair for amy
reason, though it will use its breath weapon against any
maodel in range that it can see and will of course anack any
model emering its lair, It will charge all models entering its
Laur of possible. s turn’ is performed before whichever player
won the dice roll to go first, though it will do nothing until
someone comes near its lair. For the monsper's stars, sce
‘Gt beasts in Mordhelm” over the page.

starting tfe game
Each player rolls a D6, The plaver rolling the highest has the
first turn, and ocder of play procceds clockwise around the
table {based on where players placed their warbands).

1]
ending the gqame -

When one warhand (o maore than one, F the pI:L}':'ru have
agreed o share the monster's hoard) is the only one o have
any models within 6" of the monster’s lair, and the monsier
has been put ol of action, that warband is victorious and
gets the monster’s hoard. If pwo or more plavers have decided
1o share the hoard, they must decide how o splic it up, IF chey
cannot determing this peacefully, their warbands will have oo
decide it un-peaccfully!

EXpErience

+1 Survives. If 4 Hero or Henchman group survives the
hattle they gain +1 Expericnce

+1 Winning Leader. The leader of the winning warband
gains + 1 Expericnce. :

+1 Per Enemy ol of action. Any Hero earns
+1 I':x|1|.:|'i_|.'|'||:_'|; for each cnemy he |-.-ur.- CHLED
of action.

+1 For Wounding the Monster. Any
Hern or Henchman  earns <+ 1
Experience for each wound he inflices
on ti'li.' maonsier

monster funt ———=———

+2 For Putting the monster ot of action. The Hero that
puts the monster ol of @ction gets 4 bonus +2 experience

treasure foard

The young monster has moved its treasure hoard with io o is
new lair. Because of fs age, the young monster has not
collected as much reasure a5 an older creature of oS ype
Suill, it has amassed i respectable amount, Whichever
warband has control of the monster’s lair ar the end of the
game may search b see whnd i contains, Note that you roll
for each item separarely, apart from gold crowns, which are
abways founed.

Item Dy Result Needed
S o Auromatic
Magical arrefact (roll on artefact table) 64
D3+ 1 pieces of wyrdsione 4+
Gromril axe 5+
Suit of heavy armor i
Suit of light armor 4+
Suit of light armor 4+
Shield 44
Helmet 4+
3 swords 44

33 gems worth 10 ge each 5+
Jewellery worth 1060 ge 54
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Gsreat beasts in Aordfeim

Regular games of Mordheim are non |1;';1||!. suitable for the
introduction of the larger monsters that roam  the
Warhammer World. Even a small Dragon, for example, would
it the average Mordheim warband for lunch! Due o the
nature of multiplayer Mordheim, however, with its alliances
and generally broader emphasis, such oreamares may well
make an appcarance withouwr overly upsewing the pamc
Monsters in Mordheim are a bit smaller than their
Warhammer counterparts - they represent creatures that have
lurked underground in the caverns beneath the iy, are
former denizens of Mordheim’s world-famous Imperial Zoo,
or are young members of their specics who have recently
been torced out of the nest and have decided 1o ser up a new
lair in the ruined cinee Plavers who wish 1o include monsters
in their games of Mordheim can do so using Scenario 7
Monster Humt, or may wish to create their own
b seenarnos using these rules. If a monster is desined,
the plavers should either choose
what tvpe of beast they are
hunting or roll on the
follorving chari:
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1M Raodl Result

1 Youmg Hyvdea

2 Young Dragon

3 Young Wavern

i Young Griffon

5 Young Hippogerill
L] Young Chimera

Doung Hpdra
Profile M WS s T W A Ld

|
0 3 0 i 4 5 3 5 H

Fear: Despite s smaller size, the YOI ||'!.l,h',{ i= still a
fearsome opponent. It causes fear

Save: The voung Hydra's scales aren’t as strong as i normal
Hydra’s, but they are still as strong as metal. The Hydra has an
armor save 6+ that is not modified by the strength of atacks
against it (or by other save modifiers).

Breath Weapon: When the voung Hyvdra breathes. flames
leap from its mouths. It can use these flames as a weapon if i
wishes. This ateack is made in the shooting phase and may be
made even if the Hydra is involved in close combar. Simply
place the small eardrop-shaped wemplate with the narrow
end at one of the Hydra's mouths; any models under the
template will be hit by flames on a dice roll of 44+, A model
hit by Hames takes a single 53 hit, Normal armor saves apply
Do not worry about any buildings the emplate may cover;
the Hydra's fire is oo weak 1o ser them alight without
prodonged exposure

Loss of Heads: Each wound suffered by a Hydra represents
one of its many heads getting taken ot of aciion. Because of
this, any suceessful (unsaved and un-regencrated) Wound o
a Hydra reduces its Antacks characteristic by one. In addition,
the loss of heads makes for fewer Dames when it breathes, so
for every £ sucoessiul Wounds, the strength of the Hydra's
breath weapon is reduced by one {to a minimum Strength of
1. S0, for example, if the Hydra has taken 3 (unsaved and uns
regenerated) Wounds, it would have 2 amacks remaining and
the Strength of its breath weapon would be reduced to 2.

Rl:“l:l'il:l"‘.‘llil'ln: All H!u drias have the ;I|:li|h'|:.-' 10 PERrow r.|;|_r|1'.qgwj
heads. Some can do this immediarely, while for others it may
Ia h.i.' A MERIter Ili. I'Iiil.:ll'\ 0ar oywoen 1,!:1}‘\ Tie I'I,'I'I‘I;I,L'L' a I'l{‘;ll:l 1h.'|1 i'i
lost. To represent this ability, at the end of each round of close
combat roll a Db lor each Wound the Hydra has suffered char
round. On a roll of 4 or more thar Wound has regenerated:
amy regenerated Wounds are reinstated. I a Hydra is down to
i last Wound remaining, make this roll o regenerare before
rolling on the Injury wble; a successful Regenerie roll means
that no Injury roll is made.

Will mot Rout: The Hydra is far oo greedy o abandon s
hoard. It will automatically pass any Rout rest or any other
reste that wiould cause it o leave s ke I sall ot leave s lair
for any reason

Skull of Iron: The Hvdra's skulls are much o thick for
normil blows o penereare. I is immone o the effecis of
being stanned. Treat any stunned results from the Injury
table as a krocked down result instead (see below)

Stagpered, Dot mot down: Mighuy blows will rock the

Hywdea bBut miost creatures Lack the ability to truly knock
it into the dirt. Therefore, any knocked down result the
Hydra receives will instead cause it 1o lose | Amack
until it recovers (during the recovery phase of its next
mrn). Multiple kaocked down results will cause it wo
lose mulriple amracks in rhig weay (if takesn to 0 Artacks or
fewer, the Hydra may not attack until it recovers)



Doung Sragon

M WS BS § T W 1 A Ld
[ i 0 5 3 5 6 4

Profile

Fear; Despite its smaller size and useless wings, the voung
Dragon is still a fearsome opponent. 0 causes fedr

Save: The young Drragon’s scales aren’t as strong as a normal
Dragon's, but they are still as strong as metal. The young
Dragon has an Armor save of 5+ that is not modified by the
strength of attacks against it (or by other save modifiers).

Breath Weapon: When the yvoung Deagon breathes, flames
leap from its mourth. It can use these Aames as a weapon if it
wishes, This attack is made in the shooting phasc, and may b
mutde even if the Dragon is involved in close combar, Simply
place the small reardrop-shaped emplate supplicd opposite
with the narrow end at the Dragon’s mouth. Aoy models
under the template will be hit by fames on a dice roll of 4+
A maodel hit by fames takes a single 53 hit. Normal armor
saves apply. Do not worry abowt any buildings the template
may cover; the Dragon’s fire is too weak o ser them alighi
without prolonged exposure,

Will not Rowt: The Dragon is far oo greedy o abandon ios
hoard. It will automarically pass any Rout test or any other
test that would cause it to leave its lair It will not leave its laie
for any reason,

Skull of lros: The Drapon's skull is much oo thick for
normal blows to penctrate, It is immune o the cffects of
being stened. Trear any stunned results from the Injury
table as krocked down resulis instead (see below).

Staggered, but not down: Mighty blows will rock the
Dragon, but most creatures lack the ability 1o cruly knock it
into the dive, Therefore, any nocked dowen result the Dragon
receives will instead cause it to lose 1 Attack until it recovers
(during the recovery phase of its next turn). Multiple Baocked
down results will cavuse it to lose multiple amacks in this way.

Doung Wovern

Profile M WS BS 5 T W 1 A Id
4] 4 0 4 5 4 4 Z 5

Fear: Despite its smaller size and useless wings, the Wyvern is
still a fearsome opponent. It causes fedar

Save: The Wyvern's scales aren't as strong as 2 normal
Wyvern's, but they are siill as strong as metal. The Wyvern has
an annor save O+ that 15 nor modificd by the sorength of
attacks against it (or other save modificrs),

Envenomed Tail: The Wyvern has a whip-like tail chat is
tipped with a deadly stinger. In combat it thrashes this tail
forward among its enemies, either injecting them with s
deaely venom, or simply clubbing them into submission, In
game terms this is represented by @ special tail sieike thar the
Wyvern makes before its normal aracks in close combar, Roll
a single [, Any enemy models that are in base contact with
the Wyvern and that it may ateack in the close combat phase
(eg.. it is either the Wyvern's ‘turn’ or the model's wrn) that
have a lower Initiative than the dice score are automaticaliy
hit by the Wyvern's tail. Models with Initiative cqual o or
highet than the D6 roll have successfully dodged the il and
are not affected. Each model struck by the Wyvern's il takes
a Strengih 4 hit

Will not Rowe: The Wyvern is far too greedy 1o abandon its
hoard. It will automatically pass any Rout test or any other
rest that would cause it to leave its lair, [0 will not leave its Lair
for simy reason.

Skull
Trom: The
Wyvern's  skull

Is much too thick
for normal blows
o penetrate. 1L is
i to the offcots
of being stumned. Treat
any stemned resulis from
the  Injury  table as a
kenocked down result instenxd
{see helow)

Staggered, but not down: Mighty
blows will rock che Wyvern, bt
maost creatures lack the ability o rraly
knock it into the dirt. Therefore, any
knocked  down result the Wyvern
receives will instead cause it 1o lose 1
Artack unnil it recovers (during the recoverny
phase of its next tarn). Multiple krocked down resulits will
cause it o lose mulidple artacks in this way (if aken o
Arracks o fewer. the Wywern may not attack unel it recovers).

Doung CGriffon
M WS BS “7| '.I' w | A Tel
il 4 0 5 4 4 4 3 ]

Profile

Fear; Despire its smaller size and useless wings, the Griffon is
still a fearsome opponent. It causes fear.

Massive Beak: One of the Griffon’s artacks is a bite artack. Is
maw is a massively sharp, iron-hard beak thar can easily slice
through the thickest armor as if it were made of paper. An
opponent damaged by this attack suffers an additional -1
penalty to his armor save, for a total armor save penalty of -3
{-1 for the bite and -2 for Strength),

Will not Rout: The Griffon is far too greedy (o abandon its
hoard. It will automarically pass any Rout test or any other
tessit that would cause it to leave its laic, It will nor beave is lair
fior any reason.

Skull of Irom: The Griffon's skull is much oo thick for
normal blows 0 penetrate. It is immune o the effects of
being steenned. Treat any sfumeeed results from the Injury
table as knocked down result instead (see below)

Staggered, but not down: Mighty blows will rock the Griffon
bur most cresamires ck the ability o praly knock it into the
dirt, Therefore, any knocked down result the Griffon receives
will instead cause it to lose 1 Attack until it recovers (during
the recovery phase of its next turn). Multiple dnocked dowmn
resules will cause it to lose multiple artacks in this way

15



Noung Bippogriff

M wWs BS S I W 1 A Id
H 4 b 5 i i 4 2 H
Fear: Despite its smaller size and useless wings, the young

Hippogriff is still a fearsome opponent. It causes fecr

Massive Beak: One of the Hippogriff 's amacks is a bite attack.
Its maw is a massively sharp, iron-hard beak ¢

t can casily
slice through the thickest armor as if it were made of paper
An opponent damaged by this attack suffers an additional -1
|"I.'I1.l|[‘. tex his armor save, for a total armor save l1'~':1"|l" ol =%
(-1 for the bite and -2 for Strength)

Will not Kout: The Hippogrill is far oo greedy o abandon
its hoard. Ir will auromancally pass any Rout test or anv other
test thar would cause it o leave its lair Io will nor lesve s Lair
for any reason

Skull of Iron: The Hippogriff's skull is much oo thick for
normal blows o penetrare. 1t s immune o the effects of
being stunrned. Treat any stwnned results from the Imjury

tuble as a krnocked down result instead (see below)

Staggered, but not down: Mighry blows
will rock the Hippogriff but most
creatures lack the ability to truly
knock it intes the dirn
Therefore, any kuockesd

cexent result the
Hippogrill receives

will insteznd canse it
Attack
until it recovers

\ (during the
Y FECOVETY
phase of s
NEXT e
Mulriple
kenocked

aferiiw

Tow dose 1

resulos will
CAUse ikt
lose
multiple
attacks

in this

wWay

inhold pulled his b
Iying at his
wrrying s

Doung € BPimera

Profile M W5s5 BS § T W 1 A Id
L& 5 Li] 5 5 i I i H

Fear: Despite its smaller size and uscless wings, the Chimers
is still a fearsome opponent. Il Giuses Sear

Dragon Head: Oine of the Chimera's three heads s that of 2
Dreagon. When the Dmagon head breathes, fames leap from its

mouth. It can use these lames as a weapon if it wishes, This

artack is made in the shooting phase. Simply place the smal
teardrop shaped template with the narrow end at the Dragon
head’s mouth: any models under the template will be hit by
flames on a dice roll of 4+, A model hit by flames akes a
‘-III!.'J:L' 53 hir. Normal armor VEs ;|_p|'|!\._ iy el Wy ;|.|1||-_:|
any buildings the emplate may cover; the Chimera's fire is
towy weak 1o set them alight withowt prolonged exposure

Ram |
ram. (e of the Chimera's antacks is 2 head-butt made by the
ram head. If this amwack hits bur Gils o do cI.[n};igL- the targe!
must make an Initiative test or be bnocked dowm

I: The second head is that of a massive |'~||||,ut:L-L-'q.|;-|.1

Lion Head: The last of the Chimera's heads &s that of a
ferocious golden-maned lion with jaws of steel and rasor
sharp weeth, Cne of the Chimera's attacks is a bite by the lion
head. An opponent this attack suffers an
additional -1 |‘.ll.'|l..1||'| tor his armor save, for a total armor save
pemalty of -3 {-1 for the bite and =2 for Strength)

damaged by

Will not Rout: The Chimera is far 100 greedy to abandon s
hoard. It will automancally pass any Rout test or any other
teest thar would cause it o leave its Lair. I will non leave s lair
b any ressaom

Skull of Iron: The Chimera's skulls are much oo thick for
normal blows o penetrate. It is immune o0 the effects of
being stumned. Treat anv stunned results from the Injury
table as a enocked doten result instead (see below)

Staggered, but not down: Mighty blows will rock the
Chimera but most creatures lack the ability to truly knock it
inte the din. Therefore, any keocked down result the
Chimera recetves will instead cavse it 1o lose 1 Amack until it
recovers (during the recovery phase of its next turn). Multiple
Eriocled doin resulis will cause it to lose multiple atacks in
this way
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TERROR STALKS
THE STREETS

Ncw sightings of evil
creatures that stalk the ruined

streets of Mordheim

The evil creatures of the night greet them before disappearing
known s ‘Il"lm.pl:rn arc :h“unp._ mte Mordheim. It =5 J“EL{E'-"
the riins, During dark. moonless that they are followers of mone
mights, black cosches have been other than Viad von Carstein,
irtiving at the gates aof Elector Count of Sylvania, who
Merdheim carrying coffins i said 10 be the first and maost
Simnge men whe hide in the powerful of their kind

shadows and crave human flesh

SAVAGE PIT FIGHTERS
COME TO MORDHEIM

Professional Pin Fighters streets. Selling their services
from sech settlemecnts as to the highest bidder, mamy a
Cutthroat's Haven asd Black prospective client whe

Pit are hiring their services coubdn’t outhid & rival has
out to wirhands in the city met his end at the hapds of
Their skills gained in the the warnior he so eagerly

confines of the pits are jdeal  sought 1o employ.
for fighting in the ruined

MYSTERIOUS ELVES

FROM AFAR ROUGH IT
IN THE RUINS

Even thnu.Eh their numbers in the Old mlﬂf]d- 1hﬂuﬁh 1]":?
the Old World are dwindling would normally shes a city as

with every F“xi.ng year, 4 {ew corrupl a5 Mordheim, a hapdiul of
of this mysterious race can still the most adventuraus rangers Cas
be fousd m our scttlemeats I be hired Few cam match their skall
i= rumored though that an with the bow. so they are much
Elven kingdom does exist sought after by warhands whe s

somewhere 1o an ascient forest aiford their considerable fee.




Game 1: Chance

Encounter
This game was a bit of a
disaster for the

Possessed. The game
started uncharacreristically
with the Witch
advancing forward and the
Possessed standing back, When the
Witch Hunters got close enough the Possessed
I charged them. This is where it went badly for Paul,

Hunters

action by Tuomas Ulrecht and then the Warrior-
Priest used .‘l-r'u'J.l:."u'i* which easily dealt with the

Blood Helms and Blood Horns, After
losing these warriors the Possessed
voluntarily routed.

18

as firstly Gheelann the Possessed was raken out of

What better way o showcase the new Possessed warband

for Mordheim than to pitch them against their most deadly enemies,
the Witch Hunters. This game would be fought between two warbands
who already had two games under their belts.

After the game
everybody made
full recoveries and
with the gold
crowns carned the
witch Hunters
hired an Ogre
bodyguard and the
Possessed haired

a Warlock.

"I I:'It\'l: H Ll:r:.rl.i:nh’I Flh.n.r.

Grame 2 Surprise Attack

Being the defenders, only the Warhounds, Warrior-Priest,
and a single Witch Hunter started in the mins. The pame
was shaped by John-Paul's poor dice rolls for his warbamd
mrning up. When his models did srarm arriving they
appearcd on the table side furthest away from the fight
After what he did in the first game, Paul decided that the
Warrior-Priest must die. The Warlock targeted him with his
spell Sifver Arrows of Abra and on wrm two managed o
take him o,
hoping that he
would die after the
game's end. When
all was said and

done evervthing
went  poorly  for
John-Paul. The

Witch Hunters spent
theit time running
away from  the
Possessed and were
finally caught by the
Magister using his
Wings of Darkness
The Magister managed to single handedly take Verner
Brenner owl of dction and knocked down Tuomas
Ulrecht. Unsurprisingly the Witch Hunters routed. After
the game the only injury was Verner Brenner getting i
hand wound. The experience gained was just enough 1o
BIVE INCreases o most of the warband members, Seiring
them up nicely for their next adventure. With the monesy
carned, John-Paul hired a Trollslaver and a Pit Fighter
while Paul added a Beastman to his Blood Horns,

Game 3: Gccupy

With a win apiece the third game was set up perfectly for
a titanic battle. The fact that the scenario would be Oceupy
meant that both warbands would have o fight to the end
as neither side would need o mke Rout tests

"Mmm, where shall this ose hide”



A blow by blow account of the bloody skirmish between the zealous Witch Hunters,

raised b}' the flambn}'ant John-Paul of BTISIBGHI, and the foul Possessed, commanded h}r
the infamous Paulus the Fat. Penned h:,' the scribe Matthew Hutson for the Town Er}rcr.

L

fe Possessed

RAAAAGH! With a couple of games
under my cver-straining belr the
scene was set for an epic clash of
the old adversaries, the realous
Witch Huniers and the cormapt
cultists of the Possessed. Not
content with a simple skirmish
berween the mwo warbands, we
managed to roll up ‘Ocoupy” and
therefore no Rout tests would be
required. This would be a bloody
encounter indeed!

Paul Sawyer

My two initial forays against the
servants of Chaos had allowed me
o prepare well for the main evenit.
Having been blessed by Sigmar,
my financial status was buovant
and my warband had suffered fow
casualies leaving me able to
recruit some Hired Swords for the
final showdown and bring my
warband o a fifteen strong group.

]ﬂhnl_]}lu_l Despite knowing [ was on the side

E"ﬂgﬂt“ of truth and justice, 1 still fel
compelled to contrive a battle plan of some sort. Knowing
my enemy and having bloodied their noses already | was
determined to use my numerical advantage to best effect.
Unfortunately, Sigmar was testing me that day and
decided to allow a stray Ogre bodyvguard to join the Chaos
host, evening up the odds a licle. Sdll convinced 1 was on
i mission from Sigmar | set about o overwhelm the
enemy and use Father Schrover and his Sowdfire spell o
best effect. Well that was the plan

Witeh Hunters

As far as tactics went, | intended to use a refused flank
tactic and hit John-Paul hard on one side, hopefully
leaving his other Dank high and deryv Inoadditon w chis, |
intended to destroy his Warrior-Priest who  has the
capacity to cause untold damage o the Possessed with his
vile spell. Soulffre = he has to die! The only other ace |
have up my sleeve is my Warlock Merritt Ragefast who will
cast doom onto the hapless Sigmarites from the ower

in the center of the ruins — an excellent vantage

point for the battle

That was the plan anyway. Lets see
how it went in practice. ..



City of Nightmares
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City of Nightmares




Darkness descends

Verner ‘Brenner
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City of Nightmares

ﬂjﬂﬁﬁfﬁﬁﬁ tur“ 1- Cheelann and Merrint

Ragelast sneak through

Winning the dice roll for the first turn meant the ruins,
Paul would have to move the Possessed first,
bt before he could do this he had o roll the
dice to see if 2 Random Encounter would
oceur. On the very first roll of the game Paul
rollcd a 1. .-‘|.:|'|:l:|-:ru.-1'|}' ferca k.i.l'IE an, both p'l;l.!.'w_'ra
witched 1w see which Random Encounter
would happen. Paul prompily rolled another
iwo s aneaning that an Ogre  bodyguard
appeared down the street offering  his
services to the Possessed.,

E'i'l-|+ Bihad Spl:llnn'
.Illl:|| H_l'-_ln_pl:l Hosns
Lmeie-down the

i
CEnlcr Sircct

Buoyed up by getting an
XL el [[8] hix
warband, Paul moved the
Possessed forward as fast as
possible to  close the
distance berween them and
the followers of Sigmar. On
their left flank, Merrit
Ragefast the Warlock closely
followed the Possessed
Gheelann across the bridge towards one of the objective buildings. The rest of the
Cabal advanced through the ruined center street towards the Witch Hunters.

Spouing the Wirch Hunters in the ruins, the Warlock attempred 1o unleash the S#fever
Arroews of Arba against them. He passed the Difficulty test bue the Witch Hunters were
just out of range

Witch H ch 1
‘i:;”::m i e - ®ite Bunters Turn 1

Seeing the vile Possessed moving
towards him, John-Paul sent the
Witch Hunters venturing forward
into the ruins. On their right
flank the fanatcal Flagellants
accompanitd Father Schrover the
Warrior-Pricst. The Ogre, Klaus the
Beast, and the two Warhounds ran
forward and took cover by the wall
of the ruined central building. The

| ; - Witch Hunter Captain, Klint von
e . ‘ 4 L Osterwald, moved forward so that he
; could find a firing position [rom
which he could rain bolts down on
the enemy. The rest of the warband
advanced steadily.

With all the Witkch Hunters anmed
with missile weapons having ran,
none  of John-Paul’s  warband
could shoot

24




EThe Cabal of the Scarred Pit
Kl ™ot Which Hanizrs

Witcef Hunter Turn 2

Death to the trespasser

Possessed Turn 2

The Possessed continued
their rush rowards the
Witch Hunters. The Blood
Helms, Pahn'zzz, and
Blackmane took cover at
the opposite side of the
ruined building that the
Ogre and Warhounds
were hiding behind. The
Blood Spears and Blood
Horns advanced behind
this main group ready to
support them if need be.
The recently arrived Ogre
ran towards the center to
catch up with the rest of
the warband. Gheelann
ran at great 5]}‘.’-‘“{ ALTOSS
the walkway into the tall

tower. He was now in 3
position to charge anvthing entering the ground floor next urn. Looking for a
beter position 1o unleash his magic from, Paul climbed Merritt Ragefast to the top

of the ruined wwer, from where he could see the entrery of the mbletop.

in the shooting phase, Lord Ernst Barkmann the Magister cast his Wings of
Darlress spell and hurtled across the ruins just behind his warband, With a clear
line of sight 1o a Warhound the Warlock artempted to cast his spell but failed the
Difficulty test required to do so.

Not wanting to get charged, John-Paul moved the Wirch Hunters more cautiously towards the Possessed. The Ogre and
Warhounds edged forward. Although they were in charge range at the start of the tuen, John Paal didn't want o charge
them into the center of the enemy’s line as it meant they would get outnumbered in the following Possessed wurn. Sall

looking for a good firing angle. the
Witch Hunter Captain ok uap
position behind the fountain, from
where he had line of sight to any
encmy models moving around the
ruined buildings in e cemer. The
Flagellants  and  Warrior-Priest
contnued thelr move on the right
n an attempt o outflank ther
enemies while the rest of the
warband moved around the
ruined building on the left.

Again there was no shooting as the
Witch Hunter Captain had moved
and nothing else had line of sight

The Witch Hunters use all available cover
in their advance towards the Fo ced

0 B g
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From amma: : o Merr
Possessed Turn 3 < e

Secing that he had been presented with the ideal
opportunity to kill the accursed Warrior-Priest, Paul
sent Pahn'zzz, Gheelann, and the Blood Helms towards the
isolated Warrior-Priest and Flagellants. The Blood Spears
moved to the front of the warband ready to receive any
charge that the Witch Hunters might throw ar them.

With a clear line of sight 1o the Troll Slayer, Merritt Ragefast
prepared o cast the Silver Arromes of Arb. Passing the
Difficulty test he unleashed five of the deadly missiles but
the Dwarf was just too tough and didn’t ke a
siingle wouid.

Wit Hunters Turn 3

John-Paul decided that it was charge or be charged so two
of the Flagellants declared a charge against Gheelann the
Possessed. With no line of sight to the monstrous creature they
wotlld have to take an Initative test, Needing 1o roll a 3 or under
fohn-Paul rolled a 4 and 5 leaving them in a dangerous position just in front of the Possessed. In a risky move o stop
Gheelann and the Blood Helms from charging them next turn, John-Paul moved the Warrior-Priest forward, 1IF he could
just cast his deadly spell Soulfire he could kill the huge Possessed and stop them from being charged by the deadly
creature. The Warhounds moved right under the noses of the enemy to support the Warrior-Priest. On the right flank the
Witch Hunters Tuomas Ulrecht and Janich Katchen moved into a position where they could shoot the Beastmen with their
pistols, The rest of the warband moved up o support them.

In the shooting phase, the two Witch Hunters fired their pistols at the Beastman Hero, wounding him. The Witch Hunter
Captain took a shot at the Warlock high up but failed o hit. It was now time for the Warrior-Pricst, Father Schrover to cast
Soulfive but he filed the Difficulty test. The Witch Hunters on this flank were now in a bad position to say the least as
they would have to face the charge of Pahn'ze and the Blood Helms in the next Possessed mirn.




There 15 no salvation

Possesse® Turm 4 [EELAEE LT

Jade ahe {of
L s

After the Flagellants' [ailed
the charge and the Warrior
Priest’s failure o cast
| Soulfire, Pahn'zzz and the

Blood Helms were now in a
p-r:.s.irinn o charge. To ricl
himself of the Warrior-Pricst
and his dangerous spell Paul
charged Pahn'zzz inte him
while the Blood Helms
charged a Flagellant and a

The Blood Spn;'_ and " Ogre
]1 '.'gl.l.lﬂ{ move “F im !-HPPE"!

- ; - Warhound. The Ogre also artempred o change in but was just
out of range. The Blood Spears moved toward this fight so
that they would be in a positnon to Charge next turm. The rest
of the warband held their position.

From his vantage point the Warock could just see the Witch
Hunter Captain but only managed one hit which failed o
worund him.

The first hand-to-hand combat started well for the Possessed
a5 Pahn'zzz managed to hit and wound the Warrior-Priest
three times but only managed o knock the holy man down,
Paul had managed o roll three 1's for injury meaning that the
Warrior-Priest would stand up at the beginning of the Witch
Hunters next turn. The Blood Mace did a bit better against the
Warhound managing to stun his opponent. The other Blood
Mace Gghting the Flagellant only managed to knock down his
opponent, Although none of the Witch Honter members
could strike back, mwo of them would stand wp at the
beginning of their turn,

Witef HBunter Turn 4 The ‘two. hated. ememies face

[ oll agams each a‘!ht:l'-.,_

The Possessed warband's charge had not been that effective
and it was now time for the Witch Hunters to strike back. The
fearless Flagellants and Warhound charged the hulking
Possessed and Blood Helms. Passing their Fear tests the Witch
Hunter Yerner Brenner and the Pit Fighter charged the Chgre,
in an attempt 1o stop him feom reaching the fight berween the
Flagellants and the Possessed.

Father Schrover once again attempred to cast Sowdfire. Passing
the Difficulty rest, the spell was cast. The Blood Helms and the
Possessed were all hit by the spell taking a wound each. Both
Blood Helms were Euocked down and the Possessed was lefi
with a single wound.

The Warhound attacked the Blood Helm who was Bnocked
doun by the spell but just could ool wound i, The
Flagellants though made no mistakes and put both Blood
Helms ot of action. In the combat with the Possessed
Pahn'#zz, the Flagellant managed 1o stad the inhuman beast,
Defenscless and on the ground he was easily taken ot of
action by Father Schrover The fight between the Witch
Hunter, Pit Fighter, and Ogre ended in a stalemate with the
Opre suffering a single wound.

T A STl AL IGTET e s |0 Tl B DU e ey s rerrr s SR PO T e T ;wmmmﬂ




City of Mightmares

The Bleod ! rs charge mto the fray I ‘I}ﬂﬁﬁfﬁﬁﬁ tur“ ?

It was now time for the rest of
the Cabal to charge in. The
Blood Spears charged the
Warhounds, Flagellants, and
Warrior-Priest but Gheelann
the Possessed staved where he
was (Paul acrually forgot w
move him!y, The Beastman
Hero charged the Opre and
the Blood Horns charged
the weak Zealot and the
Dwart Troll Slaver

Whispering oaths o the
Shadowlord, Paul cast Wings of
Darkness with the Magister
who charged into Janich
Katchen the Witch Hunter. The
Warlock cast Sifver Arrows of
Arb at Taomas Ulrechr taking
him out of action.

The Magister hit Janich Katchen, who failed to parry and was &nocked down. The Blood Spears did well against their
opponents, knocking the Warhound down, sturning the Warrior-Priest and taking a Flagellant onf of action, Blackmane
the Beastman Hero caused a single wound on the Ogre Klaus and the Blood Homs stunned the Zealot and Troll Slayer.
The: Drwart was just too hard to kill. The Possessed's Ogre didn't fair as well and was stunned by the combined efforts of
the Witch Hunter and the Pit Fighter. Apart from this victory it bad been a bad wen for the Witch Hunters.

Witch Gunter Turn 5

Needing to swing the bartle back in their favor, the unengaged
Flagellant and Warhound charged the Blood Spears, lgnoring the
stuenned Ogre, the Pit Fighter charged a Beastman from the Blood
Horns. The only other movement this turn was the Witch Hunter
Captain who advanced looking for a better firing position.

the death erap
between the §
two warbamds

The Blood Spear fighting the Warhounds managed 10 1ake one of
them ot of action before being stunned by the other. The other
two Blood Spears took a single Flagellant owt of action. The
Possessed warband’s Opre was finally taken owe of action by the
Witch Hunter, Verner Brenner. The Blood Horns sfunned the
Aealor whilst avoiding the anentions of the Pit fighter, Once again
the Dwarf Troll Slayer proved o tough to take out of action. With
savape ferocity Blackmane the Reastman Hern cansed oo wounds

T]I:: Blood Spear © unable to put
am end to the Warrior F’:w

on the Ogre, knocking him down. The
Possessed Magister didn't fair very well
though, missing with all of his amacks
bBofore boing taken o of action by Janich
Karchen. John-Paul managed to roll three
5's on the Injury wable, well and truly
putting an end o the Magister.




Fire from sbewe
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Both warbands had suffered horrendous casualties
and the game could stll go either way, Gheelann
finally charged in, attacking the last Warhound.
The second Blood Horn charged the Witch Hunter
Tuomas Ulrecht who had just mken out the
Magister, Lord Ernst Barkmann.

Standing in the open, Verner Brenner was
wounded four times by the Sifeer Arroeis of Ard
cast by Merritt Ragefast, putting him out of action.

The struggle in hand-to-hand combar raged on.
The fights between Gheelann and the Warhound,
and the last Flagellant and Blood Spear both ended
in a draw with neither side inflicting any Wounds.
The Blood Spear couldn't wound the Enocked
dotn Warrior-Priest who survived for another
turn. Blackmane the Beasiman Hero casily ook
out the stunned Opgre. The Blood Horms enjoved
mixed fortunes, one knocked down the Wicch
].!Lll"l[l:‘l'_lﬂ.:lhl.'l"!l Karchen but the othor was stoormmed
by the attacking Zealot and Pit fighter

Wit Dunter Turn 6

There were no charges this tum as everyone who

dispatches gwa opp
hand -t ]u-'l--:qp_'

l:'-l'll.t!ll WRIR ﬂlﬂ‘ild'\' L= nHﬂF“’

With much relief from Paul, the Warrior-
Priest failed his Difficulty test (o cast his
spell. The Witch Hunter Captain Klint von
Osterwald managed w stun the

Beastman Hero with a bolt from
his crosshow though,

The fight between the Warrior-
Pricst and Blood Spear
ended in another stalemate
as neither could wound
the other. The Pit Fighter
finally wounded the tough
Blood Hom, taking him
et of action. The Blood
Horn sturrred
his Wirch Hunter
opponent  and  purt
the bothersome Troll
Slayer ol af
action. Gheelann
the Posscssed managed o hit the Warhound
twice but couldn’t wound him. In return
though the Warhound cavsed a critical
wound and ook the monster ol
af actirm. The mirn ended with
the last remaining  Flagellant
kenocking doun his Blood
Spear opponent

himsell alome
the ruins
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City of Nighrmares
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.---i(.i'm vos Dsterwald the Wirch
_Hunter Captain, charges the
stunmed - Black ;

A
w

Possesse® Turn 7

All those who could climbed back onto their feet. Both sides had suffered
horrendous casualties but it was still very close. The Warlock could just get line

of sight o the Witch Hunter Captain Klint von
1 Osterwald but could only hit him twice causing
nioy wonnds

In hand-to-hand combat the Blood
Horn stunned Janich Katchen
The Beastman Hero was
knocked senseless by the Pit
Fighter though and lay
sturned on the Aoor,
The Blood Spears
couldn't wound
their opponents.

Wit Bunter Turn 7

The Zealot stagpered into the ruins of a building to avoid
the combat raging cutside. John-Paul decided wo go on the
offensive. The Witch Hunter Captain charged the sturned

Beastman Hero while the Pit Fighter charged the Blood
Hum. The two Blodd Spears woere charged by the
Wirrhound and Flagellant

TN

The Flagellant wounded and stinned one Blood Spear
but the Warhound couldn't harm the other. The Witch
Hunter Captain put the Beastman Hero owf of action.
The Pit Fighter pathetically failed o hit with any of his
artacks and o add insult to injury was taken ot of action
in fefurm.

EEOT.. ATR TR T it k), AL d ST




Darkness descen

Surely the Warrior-Priest is blessed by

siu_lrur a3 hs swrvives to the cod

AWy ght, Paul charged him with
the last Blood Horn, leaving the knockes
gogen Janich Karchen,

an atempt to take co
Iding, again m d to cast
Hunter Captain. This time he
manzaged to wound his hated enemy bur he
only stunmed him

e Warhound and Flagellant were victorious

as they ma o to take their opponent ot of

dction :n them. The Blood Spear

the Warrior-Priest once again

still couldn’t

finish him iF. The fi weren the RBlood

Horn and alot ended in stalemate as
neither side could hit the other

Hitef Hunter Turn 8

[t was now or never. To win the game John-Paul had to get his warband o occupy as mam
possible. Janich Katchen stood up and immediately moved into the neacest building, The last Flagellant climbed up into
the tall tower.

There was only one fight 1o resolve. Neither the lon or the Blood Horn could hit each other, and with that the game
ended. The Witch Hunters occoupi f the four buildings so lohn-Paul was the w

Tl
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Carnage!

That was one of the
bloodiest games in the
ruins of Mordheim 've
had  the pleasure o
play in. Admitedly, he
scenario dismissing  the
need for those girly Rout
pesis had a lot to do with i
but nonetheless there was
hlcwsd on the sireers!

PILI.]. SJW}'PI

S0 howe did it go for the
tnsicious forees of darkness? Well, it all started so
very well with the use of Random Encounters
leading 1w the fortuitous  acquisition of a
windering Ogre mercenary (the look on John-
Paul's face...). This made a big difference as John-
Paul hivd the edge with his three Hired Swords and
the Oygzre helped ress the halance

‘Oicupy is a wicky but predicrable scenario as
hoth warbands tend o gain possession of a house
cach and then meet in the middle for the right
the omhers. This game was no dillerent abter the
first couple of ms posturing and MANCUVETING.

| don’t think Ud changs: all thar mveh as ' duites
pleased with the way my warband performed. The
only real downer were the Possessed themselves
wha let themselves down so badlly in an area lhl'}'
usually excel at — close combar. Sell, they are
relanively inexperienced and with the expericner
of 4 few more battles they should pick up a skill or
two and pose some serious  problems  for
ANy GPPOnent,

The vther area of conoern was over the Warlock,
Merritt Kagefast. This is an odd thing to complain
about as he did untold damage 1o the misgoided
Temprhars of that weak fool, Sigmar. No, the blame
livs solely with me. As the slwghter continued
unabated on the cobbled streets of Mordheim, 1
lost track of which wen we were on and left it too
late for the Warlock to pep it across the gantey and
intee the next huoilding - thus denyving me a
prospective building — doh!

Credinarily, with the growing list of casualies the
thought of a voluntary rour might have crossed my
mind but with the Cabal facing their most hated
enemics, the Witch Hunters, 1 just couldn’t face
the thoupght and would lide to the end in the
service of the Shadowlond!

Once the dust had sevded and we had dme o lick
our wounds, the full impact of such a bloody
encounter became clear,

* Both of the Blood Helms had been purped by
the righteous Wirch Hunters.

* A Beastman of the Blood Horns hadn't made it
back tor the warband's hideout aod was lase =L
being bludgeoned o the floor in a surprise attack
friom the mercenary Pit F ;l_{h[r_*r'

* Continuing with their poor showing during this
hatile, buh of the Possessed picked up
debilitating injuries: Gheelann would carry his old
battle wound into coming fracas and Pahn'se's
legs was badly lacered and would only be able wo
miwve al the same speed as the Brethren

* Only one member of the Cabal of the Scarred Pit

awiy with anything positive from the
confrontation; Blackmanc, my  DBoeastman  §lero
winild be more deadly when fghting in houses as
he acquired the Pir Fighter skill (+ 1WS and + 1A
in houses).

Luckily, despite the casualties. | managed o fing
an extra shard of wyrdstone through exploration
anel also picked up three from rrading, So with the
sile of all of these, 1 could afford replace the
dead Beastman henchman and will still be able w
ficld a dangerous warband in my next pame,

Uintil then | will bide my time and wait for those
picus weaklings of Sigmar to lower their guard. .
Then they will feel the wrath of the Cabal of the
Scarrcd Pitl




Truly one of the bloodics
battles this wretched ciry
has ever seen. Out of an
imitial 28 men  who
eitered the arena, only
cight were left standing.

Having picke the
‘Oecupy” scenario 0 was
evident roam the start that
John-Faul Brisigotti it was going to be bloody.

as borh warbands did nor
have 1o wst 1o fout. Despite having two morne
men. the six models Paul had with more than one
wound really had me worried, as these guys can
really gike a beating and still fight back.

After the obvious initial moves iowards the wo
buildings neither of us had anempred w engage
cach ol i haml-po-haod combar, The cowardly
servints of Chaos were skulking in the ruins,
obviously worricd about the might of Sigmar
Believing | was blessed, | pushed the issue and
leaped into action sending the entire band
forward. Much o my surprise, the servanmis of
Chaos fled on one fank and atcscked the
vulnerable Father Schrover and his warhounds.
Obvinusly the Sondfire had lef its mack from our
carlicr cncounters and |I'n,} feared the
cleansing Mame

After several bloody rounds, Paul's Warlock finally
woke up causing me no end of problems, as he
managed to bhlast two Wiich Hunters into
unconsciousness from his proteciive nest at the
top of the ruined tower,

Im all, 1 think the Wiich Hunters [w’rl'nrnu_'gl
heroically and even a couple of the unfairthiul
Hired Swords did well Grungi the Mad had
abvicusly been drinking excessively before the
battle,. making his ald in the bawle less than
admirable. Witch Hunters really have the edge,
with troops like Flagellants who can take a hit as
well as dish out some serious damage. Warhounds
proved a good addition and, despite not being
able to improve, are grear in the early stages of
your warband's rise 1o fame. Despiie the mgj.w.a
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vulnerability of Father Schrover, the fear his
prayers caused o the Chaos host was worth it

as they expended unnecessany cnergy trying o
remove hime from the fcld of batle. Obvicowsly
Sigmar had other ideas. Inoall i really did come
down to sticking with it and not fearing the fear
causing Possessedd. Bartles such as these become
part of the wachings of the faithful, as Chaos once
again was forced 1w bow w the one true pod,
Definitely the best game of Mordheim | have ever
had, 1 am sure this is not over

Even with ten men out an the end of the battle, all
my Heroes sarvived with only a minor

inconvenience as one of the Wicch Hunoers was

robbed  whilst  lying  unconscious on the
bamleficld. Such godless people are numerous in
the ruins of Mordheim

Several of my loval followers wenr 1w a bettee.
place, with two Flagellanes and a warhounid™ *
succumbing w their injuries. Blessed are those,
who give themselves to defean Chaos,

Paull tries 1o distract John—Paul with
a performance of the chicken dancc

Even with these losses we still founed five shards of
wyrdstone as well as a Mordheim map and somme
prisoners, one of which became a new Flagellant
for the righteous. After re-cquipping my Wiich
Hunter and recruiting another Flagelant, 1 kept
Prsihy Kl bz Buses amd Heinnich the Gouger as
worthy additions o “The Unforgiving
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ASSISTANT PUBLIC
Beied || maes a || NOTICE | BEWARD

For menial tasks : . : For ye safe return of
induding digging hlg]lcst qUIhw' Hlnﬁmﬂs ANNA

This month’s ateractions: P[tf_“]“ﬁ. da.u.ghtl:f of
Must be willing to work the -'W Mandred the Jester for r: venerable

. . Witcheraf Py Burghermeister, Ohto
nght Sh!f't g Euu Verbeeck

T Helger Ridehek for I:Iuj.-h.-_m?.-.
Apply 1o One shot - ome kil

Ctdfic thc S'Ehﬂl,ar R]:rj%‘d““ 1]“ | Max Reinhaldi far horsc 1|'rrf1
at the ruined l b baieisis JI Chrisiopher Sachs for the thelt
E Llhl‘il‘"{ Vﬂ.ult of the Tears of Shallya.

FOR SALE To take plice on

OR TRADE the ninth day of Festig 500
PROBLEMS ki Kt $ie Gold Crowns

SOLVED IN ONE BLOW the inlinwms goods for Th: Wﬂrk Uf
: gale or trade P‘ICD
Hochland long rifle, small GIACOMETTI ert -
damaged iron kettle, double- | War Artist Extraordinaire PHYS CIAN

handed sword, EIf boots. fine :
- Fee d:p:ndaut on ]‘ub 55'; :h,::l Tpm. Dwari smr Will be on show st the Artura Burelli

salmon, anvil, jewelled sword, Griffon Gate market Ulnesses purged, Stitches sewn,

CONTACT unlucky charm, buckler, and on the Veins bled. Boils Laced.
| Jarak Blackblade | gy o Fifth of Angestag |  Appmims peomct

Why not call in at ye olde Mutations removed.

thmugh word of mouth | gate kesper's cottage? — Reasnnahle Prices
Lecches suﬂ:h:d by the
T T ——r
B - s

Ye reat Hoffman
Saghsape: F]NEST WINE | Ti m nw[sf-:i:nnii:
F]NE LANCE PIT F]GHTER AUCTION E techaique Ei ihidlu.!‘ to drive

_ : out levers and ailments
Expert at close quarters | The Golden Griffon Inn

Fincet Bretonnian Lance hand

crafted in Brioose from Stﬂ'if_CS to tht Ye finest collection of wines AErerTTE——
linegt wood brom the lorest hlghcst blddc[ from around the kpown world
of Arden ——— Including the vintage OBITUARIES
Contact Il':l.ll.ltb at ihe .*np]:!l:( at the Maﬂ.HlENBURC 1832 Gerhard Wiess, drowsed
lan of the Red Moon Bllﬂd B':EE” ]“‘D Auction to be held on the Eugene Brubl, comsumed by & |
! third day of Festag mutant snake '
— Picter Gelder, killed by the |
[¥ o MIT:“S [Hﬂpkmgz .-@ m tlaws af 2 Possessed . ;
= et
. Witch Hunter warband ~ e For Sale Ernst Franz., shot is the back
WARRIORS OF LIGHT L
Needs men of Sigmar to join the war of righteaus EGGED DOG ]I;_""': vou Rubsas. poisoscd in .
fire upan the depraved ruins of Mordheim. Excellent sniffer dog il |
Come to Sigmar's Temple on and guard dog. Answers Kasl Struddelhoffen, found
Sigm:rrcit to the name of Trlp.gd_ frozen to death )
10 Guld Cm’m'ns_ Hans Simler, caten by 2 LT
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