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BURLY OSTLAND MOUNTAIN FOLK
SPOTTED SCOURING THE RUINS

_— T -

Those hairy. burly mountain men of
distant Ostland have been lured to the
City of the Damned by foul stories of
riches and Wyrdstone. Many of these
rugged. beer-swilling folk have cometh

to Mordheim for 1 grand fight -
snm:rhing for which they will not he
disappumlr_d! The men QE (_}sﬂand are
renowned hunters and trappers and
“'I-i"f'h[ .tjl'i 'lhES-C w:" E'I.Dl'il:d ‘5-;;1”.3 'hll
will help them avoid being hunted
themselves by many of the fell erea-
tures that dwell within the roined city
wills of this devil place..

Many arc the tales of those vile, cloaked
Lords of the Night - Vampyres. Thought
to be in league with the shadowy ruler
of Sylvannia, Von Carstein, these foul
{eseters of blood are known to inhabat
parts of Mordheim. Wild clims of their
supernatural powers abound for it s
believed that they have magycal powers
over their form and may chasge to bat,
rat or giant wolf at will Madmen rave
that these beasts can also control the
heavens causing heavy storms, driving rain
ar even bolts of lighining. All ac
advised to aveid such crestures for thenr
thirst in the flesh and bloed of humans
is very real indeed.

I'i.!.l]"}' l1:|”;3r|s I."r'lf:llff tales L‘Ii Dark tales of the
Here ™ from the province ~gold from our sinister powers of
of Ostland seen intrepid explorers those infamous

Wier words hout
the evils of the
Cursed Ciry

{FI.'!'Il] 5 |'|4::Ia |.'5
renowned.

Within df’.nf'ijﬂj_-: and of the New Lords of the
{ lighing, World. Night.




An Ostlander Warband in Mordheim

Check out how to build this cool scratchbuilt wagon from “The Caravan’, the winning scemario from

the 'Call 1o Arms cump:ﬁtiun {in Town C.f}'tr B). on pages 28-33.



- Greetings my nefarious
fricnds and welcome w
anothor issuc of that unholy
tome known as the Town
Cryer. Dark tendrils have
spread forth from the City of
the Damned into the ver
howels of the world infecting
evervthing in their path. This
foul corruption has already
taken root in the ancient
Lands of Lustria — how long
before other such places are
laid low by the power of the
Shadowlord? Well, non g
my loval servants, 1 can tell
vor, already there are dark
mianions l'ru:rl'hhlg. slaving
AWAY 0N ather more sinister
settings for vour Warbands to
explore. The sun-bleached
sands and tombs of Khemri
await your corpses like a pack
of hungry jackals. The silent
Dwarf-halls of Karak Eight
Peaks are soon to bear the
clash of arms as the curious
and the greedy fight to
plunder their lost secrets.
Who knows how far the
stench of Mordbheim has been
carried as brave Knights
endeavour to cleanse the evil
ruins of Mousillon and

Qe !Zi‘aitor
Bpeafs

treasure hunters batcle
beastmen under the leafy
glades of the Drakwald forest,
Expect to see new settings,
where we'll be introducing
new and exciting Warbands,
equipment and rules in future
issucs of Town Crver. But for
novw, what's happening in that
cursed den of inkguity -
Mordheim? The three “wise
monkeys', those seers of great
power: Space MoQuirk,
Donato Ranzato and the
unholiness himself Tuomas
Pirinen have burned the
midnight oil codlating and
preparing our first section of
official Questions and
Answers o clarify some of the
mute points about the game,
Wi also have the lucky
winners to the scenario
competition — A Call to Arms’
and feature the winning
scenario within these
hallowed pages.

Read on young disciple and
allow the secrets of the City
of the Damned feed vour
hungry mind

Steve
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Journal

Subscribe o the:

NEW FANATIC CITADEL JOURNAL!
(New Inferno-sized 45 page magarine )

and we'll deliver the next & issues,

plus the following, FREE:

*A voucher for x50 ($10) off of your
Mewy subsoriptions will start with next Mail Order,
the sext ssue published
1 nfﬂmmair.'h..' Wi canmot imclude

harck copirs in sishserripeioms

becouse they wne iy limited supply.

* & free back issues,
* Special subscriber only offers

£20.00 (UK & BFPO) $30.00 [US]
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Subscribe 1o Warhammer Monthly and we'll deliver the next 12 issues, plus the
following FREE:

* Avoucher for £5.00 ($10) off of your next Mail Order.

* 6 free back issues.

v Special subseriber onlby offers

£20.00 UK & BFPO) $30.00 (US)

Subscribe 1o Inferno! and we'll deliver
the next 0 issucs plus the following,
FREE:

* A voucher for £5.00 ($10) off of your next Mail Order.
= 0 free back Issues.

* Special subscriber only offers

£20.00 (UK & BFPO) $30.00 {US)

INTERNATIONAL SUBSCRIPTIONS
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If you've been'posted o another segmentum, don't worry! You can subscribe to any of the above
directly in manmy countrics. [f you arc putside the UK or US all you Iiave w du is all the relevant wele-
phone number listed below and ask about Black Library subscription service avialbale in your arca,

Australia 029829 6111 Hong Kong 2555-2799
Canacda 1-888-GWTROLL laly 0044-113-97106 BO75
| France 01-4908 5220 . Spain 93.336 8772
| Germany (H149-211-5402 200

WRITE TO:

Games Workshop Mail Order, Willow Road, Lenton, Nottingham. NG7 2WS
or call: 0115 - 91 40 000 (6.00am til Midnight]




Gstfander

Dercenary Barbands

‘My only
Crimme was 1o
ettt a brawl
with some hig
Sarmer outside
af the Donkey's
Nud Teovern cireed
the next thing |
knew a dozen of bis
hrathers were dfter
my blood.

Udo Verkonnen,
Freesword

The Principality of Ostland is the most
sparsely inhabited of all of the Empire’s
Electoral Provinces. Its people bave morne tics
with the land of Kislev to the north than they
do to their countrymen to the south. This is
because the Forest of Shadows and the Middle
Mountains form two natural barriers between
Ostland and the rest of the Empire. Within the
Forest of Shadows are vast amounts of wild
game but also darker creatures such as Chaos
Beastmen and Forest Goblins, The Middle
Mountains themselves are the highest point in
the Empire and their peaks are inlabiwsd by a
large number of Ogres

Osiland’s isolation has greatly shaped its
inhabitants and they are a poor but hardy folk.
Each small village lives barely above
subsistence levels and is usually composed of
onc large catended family. The men of
Ostland are tall and broad-shouldered while
the women tend to either be tall and whippert
thin or short and stout. Married men are
usually dirt farmers who also gather roots,
tubers and nus in the forests, while
unmarried men spend their lives as trappers
and hunters. The worship of ‘13al, the God of
Forests and Beasts, is very popular in the
region although there is some worship of
Taal's wifc Ryha and his brother Ulric in the
more westerly villages.

While not warlike by namre, Ostlanders are
never opposed o a goud honest drunken
brawl and with their love of dark ales these
sorts of scraps are not uncommon. During the
Creat War against Chaos, Ostlanders rallied in

great numbers to wicld bow and spear in
defence of their Kislevite neighbours. More
than any other part of the Empire, Ostland
has tasted the lash of Chaos and their hatred
of the evil ones knows no bounds

Speaial’ Rules

Self-Sufficient: The men of Ostland have no
desire to give their hard-earned gold to
outsiders. As a result they can never hire any
Mercenarics except for Ogres (who are not an
uncommon sight in Ostland).

MNouveau Riche: Osuanders are alimost
universally poor. Many Ostlanders never see
coined money in their entire life and those
that do are offen overcome with giddiness at
the mere sight of wealth. As a result,
Ostlanders MUST sell all of their Wyrdstone
{unless they have more than 8 picces in which
case they must I.'I‘I'II.'!E' sell 8) after every hattle
and after hiring new warriors (which may be
done first) at least 50% of the remaining gold
MUST be spent on a single it of gear, This
means that Ostlander Warbands will often be
composed of a dozen men wearing muddy
peasant garh with one member wearing gold-
inlaid heavy armour and another carrying a
double-barrelled hunting rifle from the finest
forges of Hochland.

CBoice of Warriors

An Ostlander Warband is often made up of an
extended family of Ostlanders. Fathers,
uncles, brothers, cousins and even the
occasion tough-as-nails aunt all join together
to form the Warband. The “family” must
include a minimum of 3 models and a
maximum of 15. You have 500 Gold Crowns
that you can use 10 recruit your initial
warband.

Bevoes
Elder: Each Ostlander Warband must have
one Elder, no more, no less!

Blood-Rrothers: Youir Warhand may include
up o 2 Blood-Brothers.

Priest of Taal: Your Warband may include up
o 1 Pricst of Taal.




Bencfmen

Kin: ¥ou may have any number of Kin

Ruffians: Your Warband may include up w 5
Ruffians.

Jaeger: Your Warband may include up 10 7
Jaeger.

Ogre: Your Warband may include one Ogre.
There isn't enough food for more than one!

Starting Experience

The Elder starts with 20 experience.
Blood-Brothers start with 12 experience,
Priests of Taal start with 12 expericnce.

All Henchmen start with 0 experience.

New Equipment
Double-barrelled Pisiol
{30 gc/60 ge for a brace / Av Rare 10)

Double-barrelled Hunting Riflle

(250 gc / Av Rare 12)
Knowing Ostlanders’ penchant for impressive
weaponry (and ready willingness to spend
EXCESSIVE amounts of money) a weaponsmith
from Hochland decided to weld two barrels
together on a pistol and sell it for twice the
price. The Warband was so impressed with
their new weapon thar they asked him wo do
the same o their hunting rifle, Since then the
weaponsmith has been flooded with orders
from some of the most powerful Warbands in
Mordheim.

A double-harrelled gun (of any sort) is treated
exicty like a normal
version with one
exception. Any
enemy is hit by two
blasts rather than
ome (i.c. a pistol
causcs bwu 54 hils
rather than one for
each successful

hiry. Hoowwever, each
barrel takes a full
turn o reboad
(although if you
reload only one
barrel vou can fire
it like a normal
pistolrifle). IF you

s of the northernmest lands of the |'.|'|||:|r;

Ehr' BIJ.II‘I L.'i TI.H

own a brace of double-barrelled pistols vou
may firc them every other round (rather than
every round like a normal brace).

C Bavacteristic Increase

When Warband members gain
enough experience for an Advance
(see the Experience section of the
Mordheim rulebook), it is likely that
they will roll a characteristic increasc.
Characteristics for members of Ostlander
warbands may not be increased bevond the
maximum profile limits shown below: IF a
characteristic is at its maximum, take the other
option or roll again if vou can only increase
one characteristic. If both are already at their
maximum, you may increase any other by + 1
instead. Remember that Henchmen can only
add +1 1o any characteristic.

Profile M WS B5 S T W 1 A 1d

Human 4 i} 6 4 4 3 6 4 9

~

Ogre ¢ 5 4 6 6 4 5 4

R e
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Ostlander Equipment List
Hand-to-hand Combat Weapons

BREmE oo vhihearsaeEt 1st free/2 ge
Mace/hamemer ... vadave 3 ge
B s g T B 5 gc
SOOI cve s me s 10 gc
Double-handed Weapon ... ... ... 15 gc
SPEAE Dol e S R 5gc
Missile Weapons
Bow .. 10 ge
Pistal oaiensninas 15 ge (30 for a brace)
Armour
ESpE M | e i s e 20 ge
[lcayy aOmonl oo i v e o sssw s 50 go
31 117,75 o N Sy 10 gc
Shield T S g
Ruffian Equipment List
Hand-to-hand Combat Weapons
PEERET .ovoovm oo oomeonon s 1st free2 go
[ ETE o P T 1] -0 ol Ry Jpc
MW R R 5 gc
SO s e e e e 110 e
|| Doublc-handed weapon ... ..... .. 15 g
E Missile Weapons
Naone
Armour
Light armour 20 gc

Ostfander equipment fists

The tollowing lists are uscd by Ostlander Warbands ro pick their weapons:

e ————

Jaeger Equipment List
Hand-to-hand Combat Weapons

31T ST e e TR 15t free/2 ge
PR, o o R R S 5 ge |
SO, ool s e R R 10 gc F
IR v 0 o i S T e Sgc
Missile Weapons

PIstold s 15 gc (30 for a brace)
BRPRRE - s S T e D e L 10 g
Handgun 35 ge
Blii e s s anivriens s ammmmaals 30 go
Humtmg fiEle: oo S e e 200 go
Double-Barrelled. .. .... ... .. Twice Cost
(Pistol/Hunting Rifle)

Armour

Light atmonr: .o cvinns s 20 go
Shicld 5 ge
EIRBREL o oo s s i 10 ge

Ogre-Kin Equipment List
Hand-to-hand Combat Weapons
Club AT et T -
MR s e e 5 gc
L | R RS T 10 go
Double-handed weapon . ... ... ... 15 gc
Missile Weapons

None
Armour

I stfanDer sEiff tables ]
Combat Shooting  Academic  Strength Speed  Special |
L or s S S SR S B S
Uncles v v v
e e
—_— _'l&"—'_—T—__—— —_— — = m—== T —_— T —_J‘




GstfanPers

Efer

60 Gold Crowns to hire

In Ostland, the oldest (or more often biggest)
min in the village is given the title *Elder’. His
word is greatly respected and only at his
urging would the manhood of an entire
village pack up and travel to Mordheim o
seck their fortune.

Profile M WS BS 5§ T W I A Ld

4 4 4 3 3 1 4 1 8
Weapons and Armour: An Elder may be
couipped with weapons and armour chosen
from the Ostlander Equipment list.

SPECIAL RULES

Leader: Any warrior within 6" of the Elder
mty use his Leadership characteristic when
taking any Leadership tests.

02 Bfodd BrotBers

35 Gold Crowns to hire

Ostland villages are usually composed of a
single extended family, Evervone is everyone
else’s uncle, cousin or brother (and
sometimes their own!). Rather than trying to
keep all of these relations straight the most
respected men in the village (aside from the
Elder) are referred o simply as Blood-
Brothers.

Profile M WS BS 8§ T W 1 A Ld

4+ 4 3

3 & -5 1 7

Weapons and Armour: Blood-Brothers may
be equipped with weapons and armour
chosen from the Ostlander Equipment list.

o0-1 Priest of Taal

45 Gold Crowns to hire

It is said that every priest of Taal is born
during the darkest phase of the moon. Those
who are accepted into the service of Taal are
loners by nature and spend their time
wandering the untamed foreses of the
Northern Empire. It is unclear why the priesis
of the forest have begun to join bands of
Ostlanders in their delvings into the ruined
city of Mordheim - for the servants of Taal
keep their own counsel. Suffice to say that the
Forest-God is clearly building a strong
presence both in and around the darkened
ruins as more and more animals begin to fill

the surrounding forests. ..
Profile M WS BS

4 = A

1 A ILd
a 1 7

5 T W
3 3 1

Weapons and Armour: A Priest of Taal may
be equipped with weapons chosen from the
Ostlander Equipment list.

SPECIAL RULES

Prayers: A Priest of Taal may use the prayers
of Taal listed below.

Stricares: Priests of Taal may nover wear
heavy armour.

Ostlander Elder (below, left), Blood Brather (below, centre)
arid Priest of Taal (below, right),




Satfaners
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25 Gold Crowns to hire

Most of the warriors in an Ostlander Warband
are brothers and cousins of the Elder. Many
are married men with children to support and
the ruins of Mordheim are a lure that few
poor villagers can resist.

Profile M WS BS 8§ T W 1

A Ld
i 3 % ¥33 1 3 1 7
Weapons and Armour: Kin may be equipped
with weapons and armour chosen from the
Ostlander Equipment list.

o7 Haeger

25 Gold Crowns to hire

Some Ostlander men choose not to marry but
instead to spend their times alonc in the
forests of the Old World, While these rangers
do not share the close family bonds of a
rypical Ostlander Blood-kin they ane well
respected for their knowledge of the woods
and their rugged determination. Poor Jacger
usually wield a simple home-made bow but it
is every Jaeger's dream to one day own a
blackpowder weapon and hunting rifle,
especially double-barrelled versions, as these
are a sign of great prestige amongst the
hunters of the deep woods.

Profile M WS BS S T W I A Ld

£ 2 3 3% 1 3

1 7

Weapons and Armour: Jacger may be
eruipped with weapons and armoor chosen
from the Jaeger Equipment list

(Brought in groups of 15) O
o5 Ruffians

25 Gold Crowns to hirc

Although every Ostlander loves his ale, a few
men in every village take this love wo
extremes. Never sober and rarely conscious
these buffoons siagger their way through the
streets of Mordheim velling slurred insults at
whomever they meet, committing petty acts of
vandalism and generally making a mess of
things. This comic behaviour is often
misconstrued into a false belief that they are
harmless, a belief that many live to regret.
Fuelled by vast quantitics of booze these are
very dangerous, unpredictable men indeed
who will shove a broken bottle into your face
as soon as laugh heartily and burst into song!

Profile M WS BS § T W I A Ld

+ £ Z 3 3 1 £ 1

Weapons and Armour: Ruffians may be
equipped with weapons and armour chosen
from the Ruffians Equipment list. Ruffians
never use missile weapons, as their depth
perception leaves a bit to be desired, even if
they gain an Advance roll which would
otherwise allow them o do so.

SPECIAL RULES

Drunk: Ruffians are blasted out of their tiny
minds on rotgut spirits and cheap ale. As
such, they automatically pass all Leadership
bascd tests they are required to take,

No Respect: Ruffians are objects of a strange
mix of pity and abject fear for their fellows
and may never become a Warband leader.

Cstlander Ruffian rbelow, left), Kin ¢below, centre) and
Jaeger (below, right).




o1 Egre

160 Gold Crowns to hire

More than anywhere in the Empire Ogres are
most commonplace within the hilly, pine
forested landscape of Ostland. These brutish
creamures are very sought afier by the rough
mountain men of Ostland as muscle in the
Warband. An Ogre's strength is near legendary
and their ability 1o sustain an awful lot of
punishment during a fight make these the
perfect shock troops of any Warband, Of
course, an Ogre's appetite is nearly as well-
renowned as their fighting abilities and so
they are rather expensive to keep.

Profile M WS BS 8§ T W I A ILd

6 3 2 4 4 3 3 2 7

Weapons and Armour: Ogre-kin may be
equipped with weapons and armour chosen
from the Ogre-kin Equipment list.

SPECIAL RULES

Fear: Ogre-kin are large, threatening creatures
that causc Fear. Sce the Psychology section
for details

Large: Ogre-kin are huge, lumbering
creamures and therefore make tempting targets

OstfanBers

for archers. Any model may shoot at an Ogre-
kin, even if it is not the closest target.

Skills: An Ogre-kin who becomes a Hero as a
result of The Lad's Gof Talent may choose
from the Combat and Strength skills

Slow Witted: Althoupgh Ogres are capahle of
earning experience and bettering themselves
they are not the smartest of creatures. Ogres
only gain advances at half the rate of everyone
clse (Le they must accrue twice as much
expericnce as normal to get an advance).




Estfanders

Ostfander Special SEiffs

Ostlander Heroes may use the following Skill table instcad of any of the standard Shkill wables

R

available to them.

Bufl Rusf.

This warrior is huge, even by Ostlander
standards, and can use his massive girth 1o
overpower his opponents. When he charges,
this Hero may attempt to knock down his
opponent rather rthan making his nnemal
attacks. Roll to hit once with a +1 to
hit modifer, though no ‘to wound’
roll is necessary. Instead, if the
warrior hits with this anack, the
opposing model is Knocked Down.
{Models with the Bull Rush skill should have a
sulrably large beer-belly modelled our of pury
whenever possible.)

HFoul EFour

Ostlanders are one and all prodigious
drinkers and none too hygicnic! This warrior
rises head and shoulders above the rest. After
a lifetime of drinking, liquor has little effect
on him any more... not that this stops him
froom consuming massive quantities! His
unwashed clothes and sweat reek
of alcohol and all living
enemies (not Undead or
Possessed) are at -1 to
hit him in hand-to-
hand combt. In

addition, the warrior cannot carry any open
flames (torch, lantern, etc.) and fire atacks
made against him are resolved at +1 Strength
as his beer soaked clothing bums readily,

T aunt
After vears of baiting opponents into drunken
brawls the Ostlander has learned some of
most vile insults in the Empire. During the
shooting phase the warrior mayv choose o
taunt one enemy instead of shooting with a
missile weapon or casting a spell. The warrior
must be able o see the enemy and aunting
follows all the LOS rules for shooting (vou
must taunt the nearest opponent, eic.). The
player should insult the enemy model in some
manner whenever possible (perhaps his hat
looks like a strangled parrot or his mother
wis a Bretonnian.). The enemy then takes a
Leadership tesi. If he passes, nothing happens
but il he fails he must spend his next
movement phase trying wo get inwo close
combat with the warrior who taunted him.

Animal WrienPsbip
Having grown up amidst the
animals of the forest this
warrior exudes a certain charm to

all ‘normal” animals {i.c.
warhorses, warhounds, etc.).
Animals will never attack him
and up o two wardogs (see
Mordheim book, page 54) that
the warrior owns do not count
against the maximum number
of models in the Warband.

Bfocd Gath

The leader of an Ostlander
Warband sometimes takes a
Blood Ciath never to leave any
of his fallen ‘family’ members
behind. Such is his
determination to protect his
fallen Rlood-kin thar i is
extremely difficult to cause him
to Rout from the field, Only a
Warband's leader may have this
skill, which allows him to re-
roll a single Rout test once per
Eme.

~ Ly ¢
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Further exploration of the fabled New
World brought to you by the famed
explorer Stephanus Cornetie and his
most brave Trantios...

INc oMt

During the exploration phase, the Warbands
will find equipment, weapons and armour
that they can use, and items that can be
traded for gold. The items are supposed (o be
exchanged for supplies at the main base/ship
or traded with other warbands for equipment.
In the case of the Lizardmen, they ignore the
decorative and useless items but instead
receive aid for the amount of patrols they
have carvicd out.

At the end of each battle, a Warband may roll
on the Exploration chart. This is done using
the rules on page 134 in the Mordheim
Rulebook, but vou will use this Exploration
chart instead of the one on page 135, One
difference is that while all Heroes, that were
nol taken out of action, may search the ruins,
you have to nominate one of them o lead the
search. There are some multiples that result in

4 rap or cncounte I'i.l'.I.H a fearsome monster.

The entry for the result will detail what

happens. While the Hero runs a risk of being
seripusly injured, it is a good idea o choose a
Hero with good characteristics as it improves
his chances of surviving the encounter. In
Lustria, the Warbands search for Valuables, in
the form of gems, gold, and exotic furs or
stones, rather than Wyrdstone. However, this
makes no difference as far as the rules go,
where the rules read Wyrdstone treat it as
Valuables. The only difference is with the skill,
Wyrdstone Hunter, which is detailed in the
rules section.

Equipment is bought from the Lustrian
Equipmoent List and follow all rulea from page
144 in the Mordheim book. Equipment thar is
found can only be used by a warrior that can
buy such items in his equipment list or who
has the relevant skill to use such weapons.

Exploration Chart

If you roll several of a kind in your
exploration phase, vou have found additional
items just as exploring the ruins of Mordheim.
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Hazarps
By Robert Lowery

‘The teeming landscape of Lustria whispers of
dangers, only the foolbardy would brave.”

Roberto Fortuna, Pathfinder

Before the start of a game a D6 is rolled o
determine the number of hazards plaguing
the area. Once play begins, each plaver will
roll a4 D6 for the Heroes and Henchmen
groups in the Warband. This roll is made
before any movement occurs, and will
therefore exclude any model unable to move.
Ifa 'l is rolled the model or models have
stumbled into harm's way! Now roll 306 and
consult the table below:

3D6  Hazard
3 lar pit
1 Reptile Swarm
5 Giant Spider
6 Coatl
7 Cold Ones
8 River Troll
9 Quicksand
10 Glant Constricror
11 Giant Frog
12 Swamp Flies
13 Pygmies
14  Salamander Nest
15  Vampire Bats
16 Sabre-toothed Tiger
17 Aniaaon Scouls
18 Man-eating Plant
3. Tar Pit

The unfortunate Warband member has fallen
into a tar pit, and will sink until submerged
completely He must be reseued by another
maodel in D3 wrns or else he will drown,
taking him out-of-action permanently! Any
rescuer must pass a Strength test in order to
pull the model free,

4. Reptile Swarm

A deadly nest of vipers or lizards has been
awoke by the warrior's careless misstep. Roll
DO +2 for the number of cold-blooded

MENACes.
Profile M W5 BS § T

5 0 X 2

W I A Ld
2 1 5 1 4
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5. Giant Spider

Stumbling into the rope-like strands of web
has alerted the deadly occupant. The giant
arachnid will attack any models within 3" of is
lair as well as the initial offender.

Profile M WS BS S T W I A Ld
5 3 0 44 3 1 2 10
Special Rules

Causes Fear, Natural asmour save 4+ and
Venomons — any wounds of 5 or 6 are treated
as critical,

G. Coartl

The warrior has surprised one of Lustria’s
muost enigmatic inhabitants, the Coatl.
Possessing a snake-like body measuring up to
ten feet in length and brightly coloured
feathery wings Coatl are often worshiped by
the Lizardmen as a living embodiment of
Sotek.

Profile M WS BS S T W 1
9 0 4 3 3

A Ld
5 2 10

4

Special Rules

Causes Fear, Venomons — any wounds of 5 or
G are treated as critical, Flight - As flving
creatures Coatl are able to traverse the jungles
with ease and Magic Aura = being part
magical, the Coatl has a natural save against
hostile magic of 4+,

7. Cold Ones
A dreadful pair of the reprilian beasts have et

their bloody-thirsty sights on the warriors.

Profile M WS BS § T W I A Ld
8 3 0 4 4 2 1 2 6
Special Rules

Scaly skin  Matural armour save 5+ and
causes Fear

8. River Troll

Attracted by the promise of fresh meat, a
loathsome Troll has attacked the hapless
warrior. Consider the Troll having charged for
the purpose of combat.

Profile M WS BS § T W I A Id
B 3 1 54 3 1 3 4
Special Rules

Causes Fear, Regeneration = any wound
suffered is automatically ignored on a <4+,
Only fire based attacks cannot be regenerated,
Vomit attack - A single, Strength 5 hit may be
used in place of the Troll's other attacks, This
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hits automatically and is subject to Stupiédity.

9. Quicksand

The jungle floor is full of surprises, but none
as subtle as quicksand. The same rules govern
this harard as the tar pit, exceprt thart the
mode] has D6 mrns in which 1o be saved.

10 Giant Constrictor

Tales of snakes reaching gargantuan
proportinns have nor been exaggerated! This
predator will attack any additional models
within 2" of the victim using its constricting
coils.

Profile M WS BS S T W 1 A Id
6 3 0 5 4 2 4 2 5§
Special Rules

Causes Fear, Constricting coils - The snake
may sacrifice its normal attacks in an attempt
to engulf its prey within its massive coils.
Though its attack has a -1 “to hiv', it gains
+18, and may wrap up 1o 3 models
consecutively. Anyone so held by the snake is
unable to move and suffers a -2 ‘o hit’ in
close combar.

11. Giant Frog

A most unusual carnivorous predator, the
giant frog possesses razor sharp reeth and can
grow as long as five feet.

Profile M WS BS 5§ T W 1

A Ld
¥ 004+ 3 2 04 T 4
Special Rules
Causes Fear, Tongue Strike — The Giant Frog

may lash out at a model up 1o 6" away with its
rongue for a single Strength 3 hit,

12. Swamp Flies

A cloud of Lustria’s most common inhabitants
has found its mark. The unfortunate warrior is
immobilised for one turn and thereafter
suffers a -1 to any rolls involving combat, and
initdative for the rest of the game,

13. Pygmies

The diminutive jungle tribesmen have taken a
sudden and unhealthy interest in the warriors!
Roll D3+1 to determine the number.

Profile M WS BS 5§ T W I A 1d

4 2 3 222 1 4 1 8
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Equipment
Blowpipe, spear, dagger and shield.

14. Salamander Nest

The warband has regretiably disturbed the
st of a giant Salanunder who sees all
maodels within 8" as a potential meal.

Profile M WS BS S T W 1 A Id
6] 3 0 4 § 3 4 2 7
Special Rules

Causes Fear, Venom Spray — The creature may
issue forth a cone of poison mist up to 6"
away hiting all models within 27 of target area
with Strength .

15. Vampire Bats
A swarm of ravenous bats has set upon the
warrior from out of nowhere. D642 bats will

attack.
Profile M WS BS 5 T

8 2 0 2 2

w1 A
I &6 1

Ld
i

Special Rnles

Fiy, Erratic — Due to their strange pattern of
flight bats are a challenging target. All rolls o
hit them suffer -1,

16. Sabre-toothed Tiger

As the warband stalks the jungle, so wo does
the jungle stalk the warband. The primeval
predator has found its preyv! Consider the
sabre-tooth charging for the purpose of
combat.

Profile M WS BS § T W I A ILd
6 4 O 5 4 2 5 3 6
Special Rules

Causes Fear, Ferocious Bite — One of the
attacks of the Sabre-toothed tiger comes in the
torm of a Aesh rending bite, which adds +1 o
the injury roll with no armour save.

17. Amaron Scouts

Lithe, athletic and mesmerisingly beawiful,
Amazons do not take kindly to intruders -
especially male ones! D3+ 1 scouts are
encountered.

Profile M WS BS § T W 1 A Id
4 4 4 3 3 1 3 1 7
Equipment

Spear, dagger, sling/bow and light armour.

18 Carnivorous Plant
The jungle does indeed come alive, often in



the strangest of forms! (See page 18 of Town
Cryer 10 for the rules.)

LQUIPMENT

The Tilean noble family of Di Ranza was
forced out of Magritta after bloody family
feuds. They were involved in trading exotic
goods and decided o move their business to
the source. They built a fortified wrading post
on Lustria’s Scorpion coast. This post is used
as a staging base for many of the smaller
warbands exploring Lustria’s jungles. Their
yvounger sons, Marius aud Do, adopied
the name Ranzato and travelled to the Empire
1o sell their services to the three Emperors. As
it happened, Marius has participated in several
successful expeditions that were sent 1o
Mordheim while Donato offered his service to
anyone that could afford him in Mordheim.
Rumour has it that Donato is more interested
in chasing after girls than duclling while his
brother Marius is a master pistolier and highly
sought after by the Reiklander caprtains.

The High Elves have had a fortress on the
southern tip of Lustria for a very long tome. It
is called the Citadel of Dusk and guards the
western sea route to Cathay, The High Elves
rule the seas and are constantly opposing the
Estalian and Tilean trading fleers bur they also
despatch expeditions into Lustria's jungles for
their own sccretive reasons. Skeggi, the Norse
colony is easily accessible for most Old
Worlders coming to Lustria for the first time.
Whilst the Norse are not known 1o be friendly
o outsiders they are always interested in
trade. Although at a high price, a warband can
buy enough supplies and weapons to make it
back to their ship. The Lizardmen and Skaven
trade at their ruined temple cities and never
venture near the other posts, save for the
occasional scouting parties.

You will notice that the availability rolls differ
from those in the Mordheim book, ¢.g. black
powder weapons are more rare but Elven
weapons and armour are more readily
accessible. This represents that Elven items
are more numerous due to the number of EIf
warbands in Lustria. All rules from the
rulebook apply but use this equipment table
instead of the one in the rulebook.

VIAL OF PESTILENS

This small crystal vial contains an extremely
potent and rapid disease. A single sniff is
cnough w melt the airways and leave the
victim drowning in its own blood. It is,
however. short lived and only remains
dangerous for a few seconds before it is
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neurralised in the air.

The vial may be opened and shoved in the
face of the model in base contact that just
took the Skaven Out of Action. The opponent
must roll equal to or under its Toughness or
automatically be taken Out of Action, no save
is allowed. If the opponent succumbs to the
discase, he didn't manage 10 go through with
the attack and the Skaven is only Stunned not
Out of Action. The vial may be used once.

JAVELINS

Javelins are throwing spears and are used by
young Norse warriors who can't afford better
weapons and Skink and Forest Goblin
hunters.

Range: 8"
Strength: As user

Special Rules

Thrown Weaporn: The Javeling are thrown
weapons and the warrior suller mo pemaly foo
moving and shooting.

Bolas are a set of three bronze balls on strings
ticd together. They are thrown similar to a
sling and are rotared around the head for
specd. The bolas is a hunting weapon and
docsn’t harm the animal. It immobilises it and
allows the hunter to either subdue it or put it
out with his spear. The bolas has a range of
16" and can anly he used onee per battle.
They are automatically recovered after each
battle.

Special Rules
Dangerous: 1f the to hit roll is a natural 1, the
bolas brains the caster with a 53 hic

Entangle: A model hit by a bolas isn't hurt,
but is entangled and the model is unable o
move and suffers a WS penalty of -2 in hand-
s cormien. The modeh ey sull snoot
and may try to free itself in the recovery
phase. If he rolls 44 on a D6 he is freed and
may move and fight normally.

BLOWPIPE

Skinks and Forest Goblins make use of a
blowpipe similar to the one used by Skaven
Clan Eshin (see page 92 of the Mordheim

rulebook).

19
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WIATHIR VARIABLES
By Steven ‘Grahx’ Gibbs

The day was wel as we started oul into the
Jungle. Visibility was poor: My men and I
cantinusly hacked our way through the
under-growth listening and watching for
those accursed Lizardmen. Through the
drizzle we saw a clearing up abead and
decided o take a rest there, that weas when
they attacked, Skinks leaped from the
undergroweh, a third of our pistols didn't fire
due 0 the dampness and our crossbowmen
couldn't see far enough to get a good sbot. We
drew onr swords and axes and fought for our
{ives.”

Roll on this chart at the beginning of a
scenario to see how the weather is going wo
vilect your play.

2D6  Hazard
2.0 Nice and dry = normal play
Fi Windy
89  Raining
10 Heavy Rain
11 Mist
12 1ot and Humid

7. Windy: The mystical jungle has thrown up
a howling gale making it difficult to shoot and
leap across buildings/terrain features. Koll
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11 - 1-3 = -1 to hit with missile weapons
and to leap across buildings, 4-6 = -2 for
shooting and leaping.

8-9. Raining: Rain is very common in the lush
‘rain’ forest of Lustria. All missile and powder
weapons are at -1 o hit. Those wishing to fire
a Black Powder weapon must first roll 4+ on
1D6 otherwise the powder is too wet o fire.

10. Heavy Rain: The tropical monsoon beats
down upon the warriors making movement
through the jungle slow and hazardous. There
is -1 o all movement. All missile weapons
ranges are halved. Black Powder weapons may
not fire ar all.

11. Mist: A thick mist has rolled in from the
coast. Roll 1DG. A roll of 1-5 results in all
shooting reduced to half range due to poor
visibility. On a “6' warriors can't see where
they are going and are disoriented.

Using a random move dice (40k) roll for each
character/Henchmen unit. They may move
(walking) in that direction. If they run into
another warrior they may attack them, if they
are friendly roll 1D6, on a 5+ they attack
them thinking they are the encmy.

12. Hot and Humid: Part of the reason that
Lustria remains largely unexplored is because
of the extreme heat because of the tropical
climate. All warriors except Undead are at -1
o W5, BS and I for the duration of the game,

= W e A

SERVANTS ©F THt{ OLD ONts
The Lizardmen and indeed their bloated toad-
like masiers, the Slann, were once the
servants of the divine “Old Ones’. Ever since
the grear catastrophe and the departure of the
Old Ones from the world the Lizardmen have
been closely observing the rituals and plans
laid down by the Old Ones as closely as
possible, But the tranguil peace of this once
hidden race has been shanered forever since
the coming of the dreaded "Dy Skins™

Many of the Temple cities of the Lizardmen
have been raided and plundered by the likes
of Human explorers and other more sinister
races. But the plunder is not over as more and
more adventurers arrive at the shores of
Lustria, drawn by the tall tales told in taverns
— tales of cities Alled with gold!

The ruined temple cities of Huatl, Tlax and
Xahutec are the most frequently raided due (o

e e oo
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their location near the coast. In recent years.
more and more Norse, Elven and Tilean
explorers have arrived seeking treasure and
arcane knowledge. With the arrival of these
intruders the indigenous Lizardmen have
been hard-pressed to keep what is rightfully
theirs. It is by guerrilla style hit and run
anacks by war-parties of Skink and Saurus
warriors that somewhat stems the tide of the
foreign plunderers. The beaches, the jungle
and parts of the ruined cities themselves are
home to numerous small bands of these lone
defenders against the ravages of the “dry-
skinned ones’.

Not only do the Lizardmen keep watch over
the ruins they are also protected by a fiendish
variety of traps and mazes of runnels thar lead
would-be-robbers around in circles. The
plunderers are thus forced to camp outside
the ruins while they explore the depths of the
temples and try to overcome the traps.
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SALURUS EQUIPMENT LIST
Hand-to-hand Combat Weapons

IR v el 1st free/2 po
Stone Axe (counts asaclub). .. .. .. ... 3 pe
A e R e R e 5 g
Sword g 10 g
Duuble-lunwded weapnon o o000 .. 13 pu
Hallbend ...coco0mmmmmmmmss mppmes s DN P
Missile Weapons

None
Armour
( Boee Helmiet .o iinvivii i 10 g
LAGIE BIMIOIE o« ocemiccioon e s n o d e 50 gc
T R e TR SR RO, 1

LIZARDMEN fQUIPMINT LISTS

The following lists are used by Lzardmen warbands to pick their weapons:

SKINKS EQUIPMENT LIST
Hamnd-to-luand Comilratl Wioapons

BN ) R E e 1st frees2 g
Stone Axe (counts as a club). . . .. L. 3 pe
B o A B e B T 5 gc
Sword (Heroesonly) ... 00000 10 ge
SRR e e i i 10 go
Missile Weapons
Shorthow Sgo
Bk ot e e R A A e SpC
FOVERIE. . o ot b b A8 B, w R 10
Throwing Knmives . . ................158¢
BROWEIPHE vt i e i 25gc
Armour

Bone Helmet (Skink Priest only) - . . 10 go
Buckler ......... 3 g
17| S ———

Liz

ARDMEIN SKILL TABLES

Combat

A playver who chooses The Temple Guard o
play will find them o be both rewarding and
challenging 1o play. The Lizardmen are the
‘home team” as it were and enjoy some
unigque benchts. Dut they also will have some
weaknesses that astute players will enjoy
‘hiding' from their opponents,

$peclAL RuLes

Scaly Skin: All Lizardmen have a natural save
thanks to their thick scales. Saurus have a 5+
save and Skinks have a 6+, This save cannot
be modified beyond 6 due o Strength
maodifiers but any result of ‘no save’ on the
injury chart will negate this 64 save. Light
Armour adds +1 to the save, as does the
addition of a shield.

Shooting Academic

22

Strength Speed Special |

Armour: Armour 15 rare amongst the
Lizardmen and the cost of light armour is
always 50 ge, even if you are buying it from
Equipment chart.

Bite Attack: Saurus have a powerful bite
attack, this bite attack uses the Saurus’ own
Strength 1o wound and receive no penalty for
not using a weapon. The Bite attack always
strikes last, regardless of who charged or
which weapon is used. The Bite even attacks
alter Double-Handed Woapons.

Cold Blooded: All Lizardmen are slow to
react to psychology, they may roll 306 and
select the lowest two dice when taking a
psychology test or Rout test. A Lizardmen
Warband may never use the Leadership of
Saurus or Kroxigor when taking a rout test.



Aquatic: Skinks may move through warter
terrain with no penalty, and count as being in
cover whilst they arce in the water,

Jungle born: All Skinks can move through
jungle werrain without penalry

Saurus Rarity: The Slann Mage-Priests would
never include more Saurus braves in a
Warband than Skink braves and thus you can
never have more Saurus braves than Skink
braves in the Warband.

CHOICE OF WARRIORS

Your Warband must include a minimum of 3
models and a maximum of 20 models. You
have 500 ges (or the Lizardmen equivalent) o
assemble your Warband with,

Hirots

Skink Priest: Your Warband must be lead by
a# Skink Pricst.

he 1 ing o
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Sauwrus Totem Warriors: Your Warband may
include one Saurus Totem Warrior.

Skink Great Cresis: Your Warband may
include up o 2 Skink Grear Crests.

HEN<HMEN
Skink Braves: Your Warband may include any
number of Skink Braves.

Sauwrus Braves: Your warband may include up
to 4 Saurus Braves.

Kroxigor: Your Warband may include a single

Kroxigor.

STARTING TXPIRITNCT
Skink Priest starts with 20 exp

Totem Warrior starts with 11 exp
Skink Great Crests start with 8 exp

Henchmen start with O exp

5
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| SKINK PRISST

60 Gold Crowns to hire

The Warband leader will be one of the hand-
picked Skink Priests renowned for their
reliahility. The nature of his mission is to
observe the dry skin plunderers and only react
if they stray too close to a hidden chamber
within the ruined city. The Skink Priest must
he able to make the delicate decision of when
to attack and when not to, Skink Priests are
easily recognisable as they paint their skins
with colourful mystic symbols associated with
their god. Priests of Chotec for instance have
winged serpents drawn upon their bodies,
whilst those of Sotck use snake tattoos.

Profile M WS BS § T W I A Ld

6 3 4 3 3 1 5 1

Weapons and armour: The Skink Priest may
be equipped from the Skinks Equipment list.

7

SPECIAL RULES

Leader: The Skink Pricst is the leader of the
Warband and any Lizardmen within 6" may
use his Leadership characteristic for any
Leadership rests. If the Skink Priest is killed
vou may recruit a new Skink Priest but you
must play at least one game without the
leader o give him time o join up.

Wizard: The Skink Priest is a Wizard and may
use Lizardmen magic.

Skink Priest (abouve)
Saurns Totem Warrior
fright) and Skink Great
Crest (extreme right).

©-1 SAURUS TOTIM WARRIOR

60 Gold Crowns to hire

When a Saurus warrior has killed twenty foes
he is accepred into one of the three Warrior
Totems, Eagle, Jaguar or Alligator. He must
then go and kill the animal of his new Totem
to prove his worthiness to join. Upon
attaining the status of Totem Warrior he is
recruited by the Skink Priests to join in forays
into the ruined temples.

Profile M WS BS S T W 1 A Ld

o0 4 4 1 21+41 8B

Weapons and equipment: A Totem Warrior
may be equipped with weapons and armour
from the Saurus Equipment list.

4 4

O-2 SKINK GRIAT CRISTS

30 Gold Crowns to hirc

Great Crests, as they are known, are the
leaders of many raiding partics and have
become skilled at scouting, tracking,
ambushing and skirmishing. Their skin is
more varied in colour than normal Skinks so
they blend in with the jungle more effectively.
They also wear leaves or cover themselves in
mud to further blend in. They function as
leaders and patrol the jungles reporting of the
arrival of a new ship laden with plunderers.
They lay ambushes or provide a covering hail
of arrows and javelins while a hit and run war
band retrears back into the jungle.

Profile M W5 BS 8§ T W 1
6 ¥ 3 3 2 1

A Id
1 7

4

Weapons and armour: Skink Great Cresis arnce
equipped from the Skinks Equipment list.
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SKINK BRAVIS

20 Gold Crowns to hire

Many Skinks dwell in the deepest jungles and
trackless swamps of Lustria. These Skink
braves are fast, agile and intelligent. Although
they lack the brute torce and sheer aggression
of the Saurus they are good at shooting
volleys of armows or javelins. They lack the
staying power of the Saurus, because they
switch between reckless audacity and sudden
panic, this may be due to their very short
memories. As soon as a group of Skinks flee
out of immediate danger they are likely o
forget the experience and regroup for another
reckless artack.

Profile M WS BS § T W I A ILd
6 2 5 ¥ 2 1L 4 1 6

Weapons and Armour: Skink Braves may be
equipped from the Skinks Equipment list.

O-4 SAuURUs BRAVES

40 Gold Crowns to hire

Saurus have thick, horny, scaly hides which
protect them as natural armour. Saurus are
sufficiently intelligent to understand clear and
simple commands. They make excellent
warriors but they are not much good at
anything else. They are extremely stubborn
and are very hard to shift in batde. They are
very ferocious creatures and will rp at an
enemy until they are slain.

Profile M W5 BS S T W I A Id
4 3 0 4 4 1 1 1+1 7

Weapons and Armour: Saurus Braves may be
equipped from the Saurus Equipment list.

e —— e e
- =

HEN<HMEN
O-1 KroXisor

200 Gold Crowns to hire

Kroxigor resemble Saurus but are much
bigger and are far more powerful creatures.
They are not very intelligent and their speech
is limited to a blood-curling roar. Uhey are
strong and mainly used for construction
goaded into working by the nimble Skinks,

Profile M WS BS S T W I A Ld
6 3 0 54 3 1 3 8

Weapons and Armour: The Kroxigor is
equipped with a halberd.

SPECIAL RULES
Scaly skin: Kroxigor has a natural save of 4+,

Aguatic: Kroxigor may move through water
with no penalty, and counr as being in cover
whilst in water.

Cause Fear: Kroxigor are large and
frightening monsters that cause Fear.

Large: Kroxigor stand out amongst the rest of
the Warband and may be picked out by an
archer even if he is not the closest model.
Animal: Kroxigor are slow-witted creatures

that never learn from their mistakes. The
Kroxigor doesn't gain experience.

Saurus Brave (above), Skink Braves (centre &
right) and Kroxigor (above right).
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Niw fQUIPMINT Poison Glands 40 poinis

Poisoned Weapons: Skinks are experts at The Skink has been gifted with glands thart
extracting and refining poisons from produce a deadly poison. He may choose to
poisonous frogs, spiders and snakes. Skink make any number of attacks with his teeth
Heroes may buy Dark Venom at a cost of 20 instead of his weapons; these attacks are

pus and Black Lotus at a cost of 10 pts, both of  treated just like a Saurus bite attack. These
these items are treated as a common item attacks at +1 save modificr, regardless of the
however the poison may only be used on Strength of the Skinks, in addition add +1 o
missile weapons, Only Saurus warriors may the roll on the Injury table as well.

buy Derfe Verrome or Black Lotus and use it on (Skinks only)

their close combat weapons, and they have to

buy it as normal from the Trading chart Mark of the Old Ones at 50 points

This is the greatest mark a Lizardman can be
horn with, for these Albinos are destined for
greatness in the eves of their gods and other
Lizardmen. The Hero may change one of his
failed dice rolls into a successful one; this
mirk may only be used once per battle and
only on actions that the Hero is making
himself You may usc this mark on a failed
Rout test if you wish.

Skink henchmen may buy low-strength Reptile
Venom for their missile weapons at a cost of 5
pts per weapon, This poison is a common
item. This adds +1 to the Strength of the
weapon but does not grant the -1 save
modifier. The poison only lasts for one battle
and remember thar all the henchmen in a
group must be armed in the same manner.

SA<RID MARKINGS

Many Skink and Saurus warriors are born with
distinct markings or mutations. They are
regarded as being blessed by the gods and
often rise to become leaders. A Hero may only
have a single Sacred Marking and these may
only be bought when you recruit the Hero,
not in the middle of a campaign.

Oversized Jaws 40 points

The Saurus has been granted the addition of
powerful neck muscles and oversized jaws,
even greater than those of a normal Saurus,
The Hero may make his bitc attack with + 1
Strength. (Saurus Only)

= —

- LIZARDMIN $rt<m. SKILLS ¥ SACRID Hnmms

- B E T ey iy Sl 2 oty
Lizardmen Heroes with the Special skill list available to them may use these skill lists instead of
the normal ones when they gain a new skill.

SKINKS ONLY SAURUS ONLY

Skills list probibitions: Saurus cannot receive
INFILTRATION the Academic skill and can never use missile
The Skink is a grear hunter and is an expernt at Wrapons
sneaking upon his prey unnoticed. The Hero
may set up anywhere on the table but no
closer than 12" to an enemy and he must start
the game in hiding,

BILLOWING BATTLE ROAR

The Saurus’ roar is so dealening that enemy
models in base contact suffer -1 o hit in the
first round of combat against them.

GREAT HuNTeR

The Skink Gurea Crest is adepr at making the
most of the cover available and imposes an
additional -1 to hit the Skink if he is in cover,
IE a -2 1o hit penalty.

ToucHeN:> Hipt

Through years of battle the Saurus” hide has
become hardencd and the Saurus will only be
taken out of action on a 6+,
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LIZARDMAN HAGI(

Lizardmen Spells work ke the Prayers of Sigmar and may be used even if the Skink
- Priest is wearing armour,

D6 Result

1 Chotec’s Wrath Difficulty 8
A lightning bolt shoots from the sky above and strikes the closest enemy model within 107
of the Skink Priest, causing a single Strength 5 hit. However add +1 to the Strength and +1
to the roll on the injury table if the model is wearing armour like light armour, heavy
armaour, Ithilmar armour or Gromril armour.

e 2 Sotec’s Blessing Difficulty 7
This spell may be cast on a single model within 6" of the Skink Priest or on himself. Roll a
D6 to determine the blessing. The effects remain in play until the Priest or the model is
Stunned or taken Out of Action. Only a single model may be affected by the blessing at any
Biven time.

D6 Effect

1-2 - +1 BS or +1 to hit in close combat.
3-4 - Toughness +1.

50 - Movernent andd Inigiagive + 1.

3 Huanchi’s Stealih Difficalty 7 |
. The spell affects all Skinks within 6" of the Skink Priest, including himself, and allows any 1
model that is in cover to immediately to go into hiding. A model may go into hiding even if
they ran in the movement phase or has already shot with a missile weapon. A

4 The Old Ones’ Protection Difficulty 6
The Skink Priest and any Lizardmen within 4" of him gain a save of 4+ against the effects of
spells or prayers. This spell remains in play until the Skink Priest is taken Owt of Action.

5 Tinci's Rage Difficulty 8
A single Lizardman within 6" of the Skink Priest or himself, is overtaken by rage and follows
the rules for Frenzy, in addition he gains +1 Strength. This spell remains in play until the
Skink Priest or the model is Stunned or is taken Out of Action. At the beginning of the turn
the Skink priest must pass a Leadership roll in order to keep the spell going. Only a single
model may be affected by the blessing at any given time, but the Skink Priest can choose to
release the spell at the beginning of his turn if he wish 1o amempr 1o recast it on another
mixdel later in the shooting phase,

6  Ttzl's Speed Difficulty 7
A single Lizardman model within 6" of the Skink Priest or himself, may make an additional
sprint of movement and move up to 4". This counts, as running and a model may not move
if he has already fired with a missile weapon. He may not charge with this extra move,
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Bear Ve ﬁfar PDel
O sinall office on the outskins of thilce-cursed
Mordheim where this N|1|i.'ﬂtiiﬁ’u't}un tome is :Ill:l}'d:.'
has recently been bombarded with correspondence
This loval response o his excellenoy = ¥e Grand
Duke of Ostermark’s “Call o Arms’ has been most
overwhelming and we have received over sixty
submissions. Fear ye not faithful servants for if ye
failed to win the grand prize of our most generous
lord your hard work will not go unnoticed for the
best of your submissions will no doubt make the
pages af a fumre issue and other reasures ane sure
to be yours.

Our Kislev friends have even downloaded their
winning scenario on that accursed magical device
the internet, See it and much more here:

hitp://www.espace.cz/People/Honza/Gaming/M
ordheim/Caravan.zip.

Scenario: The Caravan

Mordheim is a dark and cruel place, where only the
strongest survive, Most of the surviving inhabitants
have already lefi the cursed city, although some of
them - too weak, mutated or stupid still remain
amongst the ruins, This scenario represents the
attempt of one such family to leave the city or an
auempt by grecdy merchant w escapae from die cidy
with all the poods he can carry.

The small caravan consists of three wagons and is
escorted by the defender’s warband. Defenders may
only be Human Mercenaries, Witch Hunrers, Sisters
of Sigmar or Bretonnians, Attackers may belong to
any warband.

T ermain o 0
Cach player takes it in turm o place a picoe % ‘;z :
of terrain, either a ruined building, tower = ST

or other similar item. Note that plavers must
place the errain picces in a manner to create at
least three 4" wide streets leading from one table
edge to other, crossing each other at will, Do not
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A lync rcport on an ambush of heavily la
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clutter the table with too many ruins as there
needs to be enough room for the wagons o
move. We suggest that the terrain is setup
within an area at least 4" x 4,

Set-up

Place three wagons in a column roughly 1o the
middle of the table edge. The Defender sets
up first, within 8" of the caravan, The Anacker
sets up second within 20" of the opposite
table edge. All the Attacker's models start the
game Hidden.

Gpedial Rules

Wagons: Each wagon is crewed by one man
and is pulled by two horses. The wagon has
the following profile:

Profile M WS BS S T W I A 1d

Wagon - . . - 4 F . - -

Horse H - - 33 1 2 - -
Diriver 4 2 2 53 1 2 1 6

Wagons are moved dunng the Compulsory
Move phase. Each of them must move
their full movement allowance of 8"
towards the opposite table edge, MNote
that this does not mean thar the wagons
must move in a straight line, they may try
o avoid contlict by choosing a different
street and so on, but they cannot maove
towards their own table edge. Their only
aim is to leave the city as fast as possible
via the opposite table edge to the edge
where they started the game.

Wagons cannot charge, climb, hide, run
or flee, In the case that either attackers or
defenders block the way of a wagon and
it cannot move around them then the
wagon will move through the models,
even if they are from the defending
Warband. All of the models touched by a
wagon that is forced 1o move through
them must roll lower or equal their
Inidarive or suffer a 53 hit with all of the
CONSEQUENCES.

If a wagon is charged then it must stop
until all of the foes are Knocked Down,
sStunned or Taken-Chut-of-Action or i is
destroved. A wagon cannot be Knocked
Down or Stunned although the driver or
the horses may be. If a wagon loses its

by bandit chief Honza

last Wound, then it is destre wed, looted,
overmurned and removed from the table
followed by the war cries of the amacking
warband

If the driver fails a Fear test he must do
exactly as is explained in the rules. However,
he does nor need to take a Man Alone and
never breaks from the combar or Aees.

Wagons are counted as large targets for the
purpose of shooting,

Wagons never suffer from critical hits

Wagons that move through their opponent’s
table edge are removed and count as escaped.

Kout Tests
The Defender does not need to take Rout
tests, but he can Kot voluntarily if he wishes
to after suffering enough casualtics. After all,
he will receive his payment only after his
escort duty is done.

The Artacker is pumped up with greed
and anger seeing his prey is leaving the

%-; city, He must take Rout tests only after
,% I
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suffering 50% casualties. If the Artacking
Warband is routed, then all of the survived
wagons successhully escape.

Papment an? Sooting

The Defender receives SDOEC a5 2 starting
payment and 5Doge for each wagon that
escapes. If all three wagons escape, the
defender receives an additional bonus of

SDoge.

The Artacker receives 3D6ge for each wagon
that he loots. The Defender receives more
money for each wagon because he receives
his payment from the merchant or the family
memhbers after the bartle and noe all of rthe
goods can be looted immediately or can be
sold (some of them have personal meaning
for the owner, but nobody else will be willing
to pay a single gold crown for them).

Banitrp

The Defender may treacherously anack the
caravan he was hired 1o protect. In this case
the wagons still ry to escape through the
vpponcnt’s table cdge but are moved by the
artacker. For each wagon looted the Defender
receives 3D6ge. If the Defender deliberately
attacks the caravan, then eontinue 1o play the
scenario as a Skirmish with normal Rout tests.

In addition, the traitorous Defender can
NEVET ESCOMT 4 caravan again (in this
campaign), nobody will trust them enough to
feel in need of their service. The Warband
suffers a -1 modifier when atrtempting 1o find
rare items for the next 36 games, because
nobody likes to trade with the

one who is so untrustworthy,

Starting (fe Game

The Defender takes the first tarn.

EnPing tfe Game

The batte continues unitil all of the wagons
escape, are destroyed or one of the Warbands
is routed,

Erperience
+1 Survives. If a Hero or 2 Henchman group
survives the battle they gain +1 Experience.

+1 Per Encemy or Wagon Out of Action. Any
Hero earns +1 Experience for each enemy he
puts out of action.

+1 Winning Leader. If at least 2 wagons
escape then the defender wins the game
otherwise aacker wins. Note that the bonus
does not depend on routing from the game.,

Paint per Wagons

(Check out the inside cover for a view of
this superb model)

This scenario requires three wagon models o
represent the caravan itself - so there is
something that can be looted on the able! ©
decided o make the caravan look as much
like those wagon trains from western movies.

The Wagon Chassis

I made the wagon chassis out of balsa wood.

First cut out of balsa rectangle that will make

the botmom of the wagon chassis. | made it

slightly narrowver than the axle so it would e

in between. Finally 1 have found that by

adding the sides and ribs it wouldn't fit in

berween the wheels and the wagon chassis
had tw be positioned over the wheels.

Ok, as 1 said, cut out the bottom of the
wagon chassis, now you have to cut the sides
and glue it to the bottom so it makes a nice
bottom of a box. To make it look better make
the front and back side a trapezium - bottom
edge slightly smaller than the top one.

For gluing | used PVA glue, as it glues balsa
nicely. S0 now we have the bottom of the
wagon and we want to make it look cool! If
vou watch any western movie take a good
look at the wagons! Yes, they have nice ribs on
their side to hold up the canvass roof. S0 w0
make the ribs | have bought thin sprue stick
(they sell them in hobby shops), | bought one
that is 2x2mm thin, 1m long, [ cut our parts
that would make good ribs on the sides of the
wagon body and glued it (using PVA glue) on
that part | already had.



Now we need o put the
chassis on wheels! Glue the
wheels to the axle and the shaft
to the axle, Mow we want to glue

the front wheels to the chassis of the
wagon Well, vou will realise thar ir

doesn’t touch as there is space in between.
S0 you have to put something there - cut
small rectangles out of balsa and glue the
front wheels to the body

Well, now we want to glue the back wheels w
the chassis. We need to make the part holding
the wheels from balsa - cut out two small
trapeziums and a few rectangles (that vou will
put in between the trapeziums) and glae it all
together, Then glae it to the body and the
wheels o it. Take the saddle from the Black
Coach model and glue it to the front side of The Canvas Roof

wagon so that the coachman has something to For the canvas roof go to a

B shop where they sell cloth
MNow we want to make the upper ribs holding and ask for a linen that
the canvas rool. We'll make it from wire — cut would do the job. Then
pieces (measure on the chassis how long), measure (on your model) how
bend them and glue them to the wagon. OK, large a picce you need, add
that's it, you have the wagon ready for 1.5cm on both front and end side
painting, and cut it, Now comes the

needlework! On the front and end side of the
The Horses linen piece strerch thread through several
I used standacd unbarded GW hocses but 1 points. Glue the canvass to the wires that
didn’t want them to have saddles. So [ took form the ribs on the wagon. Now pull the
the needle file, design knife and removed the ends of the thread so the sail will wrap
saddles from the horses, Then | modelled a around the front and end wire

simple yoke from greenstuff and added the
rest Of the harness, so
the wagon gets more of
a realistic look.

Driver

For the driver | used
MErcenAaries miniatures
fromm Mordheim. They
are perfect for doing
such a conversion — they
are made of ."it"l.-'t.'.l“.'!] parts
that vou can glue
together in different
ways and because they
are made from plastc
I.I'H‘_‘}" e t"-l.‘i}' O Cut.

Models used for the driver conversion

So I cut the legs at the

knees and bent the plastic here and there to Finishing

get the correct sitting position, 1 tried to OK, we're near the cnd. Make a base, paint
choose the hands that would hold the reins the base, glue wagon and horses on the base,
after cutting off the weapons first. 1 filled the optionally add rein and there you have it. And
holes with green stuff, glued the mini to a of course, if you didn't work on all three

base (just for painting), painted it, cut off the models at once, now you have to repeat this
hases and plued rhe mini to rhe wagnn fowr twns More Wagons.
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Sesigner Totes

As dedicated gamers of Necromunda we loved
the Caravan scenario that is in the
Necromunda campaign rules. We just missed
something that would represent the ¢

itsclf. When Mordheim Gune out, we e

to find a similar scenario but there wasn't
one. S0 we had the impulse to create one,

But, we were still missing something that
would represent the caravan itself In

Mordheim we immediately thought of wag
like the ones from western-movies, These

would be excellent for the caravan in our
scenario, But how many wagons? With What
profles?

Alter a few days of brainstorming Stepan
started o playtest the scenario in

(using proxies for the wagons temp 3

and Honza started 1o plan on how to build
the wagon models. It took two weeks o make
them ar which point we had the scenario
finely muned.

We use the scenario as choose-only option in
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our campaign (i.c. if the
seenario roll ends in 2 or
12 and one of the
plavers is permitted o
choose the scenario, he
can choose the Caravan
scenaro in addition o
other scenarios )

From playing the
scenario you'll discover
that there is a slightly
higher chance of the
attacker winning, which
is compensated by the
fact that the attacker
nsially has higher losses
We think that this makes
up for the advantage.

50 take carc and cnjoy the scenario.

F

Wagons roll...

% Bt About T fe Scribes...

Honza: I'm 27 years old and work as a
computer analyst and programmer at small
company devetoping GIS solutions. | started
playing GW games in 1991 (Advanced
Herogquest), in 1996, with my brother. 1
started a Warluummeer club-in my hometown
and in 1999, with Stepan. 1 started club in the
city where 1 live now, Olomouc, playing
Necromunda and Mordheim and preparing
boys for big games of Warhammer and
Warhammer 40,000.

I met Stepan in 1997 at University, during my
Last year of studies. Over the school mailing
list he asked if there was anybody playing
Warhammer and [ answered him. From that
time on we have been good friends.

Stepan, a true Kislevite!

-
A4 Low0oN h’

Delusions of grandeur, Honza?

Stepan: As my name sugpgests 1 have
something to do with Russia — yes, I 'was born
there! But now I study computer science in
Olomouc, Czech Republic. I'm 22, male,
single... Also a fanatical High Elt in the world
of Warhammer, Orlock in Necromunda, Eldar
in Gothic and Witch Hunter in Mordheim.
Moz didn' well you, but this was how we
met at University: I asked him in e-mail ‘How
do I recognise you? And he answered: ‘Easy, |
have green hair!’ Ah well, it was a long time
ago and now, at least, he looks more human.

While Honea is a big fan of painting
mimiatures, converting this and that, 1 prefer

to play the games. This was reflected whilst developing the scenario, | was doing the large
part of scenario design (Honza helped me with a lot of ideas!), he did the models of wagons
and then we playtested the scenario at our club.
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Curse of the Dampire
Many believe thar the Vampiric curse has been
wiped ouf amongst the noble houses of the
Empire and that only foreign lands have to
deal with this evil. This couldn’t be further
from the truth as many of these lords of the
night have spenit centuries sleeping in coffing
in the basements of a merchant or craftisman.
There exists a Dark Brotherhood that guards
these Vampires in their sleep and who await
the tdme to awaken their masters. In
Mordheim that time has come and
the streets are once again stalked
by crearures they prey upon
- X the living for fresh blood.
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Vampires appear, ourwardly ar least, o be
human which is the greatest weapon in their
arsenal when it comes o avoiding rowving
bands of Witch Hunters or caiching their prey
—mortal humans. It is speculated that they
draw the lifeforce from their victims in order
to sustain their own dying lifeforce. If a
Vampire is prohibited from feeding he will
lapse into a state of death, although being fed
wiartn Dlood can revive him. Despite the rales
of handsome Vampires seducing princesses
and daughters of burgomeisters a Vampire's
dier will consist of whatever mortal human,
voung or ald, he can feed upon - although
the greatest of their kind insist upon the
blood of virgins, the most succulent. Feeding
practices arc as diverse as the number of
Yampires. Some prefer 1o drink blood from
crystal goblets, like wine whilst others prefer
the hunt and the smell of fear as they sink
their fangs into the neck of their screaming
victim. Some, notably weak Vampires,

prey upon sleeping children, and who, :
after all, wouldn't believe the endless -Sf'%
tales of monsters in the night? R
I'he sun is the source of life and allows the
crops to grow but to the Vampire the sun
spells certain death and will burn him o
ashes. Although a Vampire can wear an all

 cnclosing cloak and move around in the

N twilight he must sleep in darkness during

- the day. This resembles the sleep of
humans but is much deeper and many a
careless Vampire has fallen foul of a
Vampire hunter during the day when
unable to move or defend themselves.
The Vampire therefore makes use ol
guards, both living and dead. The
Vampire docs not rely on humans or
the dead alone to protect him.
Large Dire Wolves make
excellent, werrifving
seniries.

? 2
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n Tommy “Pank” Maller (http://hem passigensc/ pestilen)

Ghouls are natureally attracted o the presence
of Vampires as they are descendants from
degenerated cannibals. Their skin is pale and
filthy, their cyes bestial and insanc and their
snarling lips reveal sharp-pointed teeth and
slavering mouths. Many carry bones that they
use a¢ clube but with their long claws and
sharp teeth they don't really need any
weapons. The Ghouls and the Vampire get
along well, the Vampire will drain a human of
blood and let the Ghouls feed upon the Hesh.

F by Jamie

Boob of the =ead

200+ D6x25 go Rare 12
This is 2 book that contain transcripts from
the famous books of Nagash, the Groat
Necromancer. A Vampire can learn
Necromantic magic with the Arcane Lore skill
and this book and a Necromancer will gain
new spell permanently.

it Dampire Special SEiffs A

(Note that only Vampires can pick from this
list and no henchmen can choose this skill list
as they advance 1o become heroes.)

Transfiring Gfare
The Vampire is able to hypnotise a vietim
using his glowing red eyes, the victim will
remain passive and wait for the Yampire to
close. The Glare may be used on any
living model in basc contact that is
not Immune to Psychology. The
victim must pass a Leadership test
on 2D6 or be transfixed. A transhxed
model may not arttack in close combat
and is treated as being &nocked Down
for purpose of being attacked. Roll for
the Glare ar the start of the combat
phase.

Aist Horm

A Vampire's human form is only one of many
and a few can transform into a thin mist in the
recovery phase. While in this state the Yampire
has a move of ZD6" per turn. He may not
attack in close combat, shoot with a missile
weapon or cast spells and he gains no
protection from armour. All 1o hit rolls against
the Vampire need a natural ‘6° o hit and all (o
wound rolls need a natural “6". Note that this
may not be modified by any bonuses as it
represents the protection of a non-physical
form. The Vampire may reduce the injury roll
by -2. If the Vampire is knocked down he
immediately reverts to his physical form. The
Vampire may change back to Vampire form in
any subsequent recovery phase by choice.

¥

Ratswarm Form

Some Vampires hold a sway over nature and
they can transform into animals such as a
woll, a swarm of rats or a giant bat. A Vampire
can change form in the recovery phase
regardless of whether the Yampire is Enocked
Dawn or Stunned but he suffers all penalties
for standing up for example. The Vampire may
change back to Vampire form at the start of
any subsequent recovery phase.

Profile A
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* [/se the same characleristics as the Vampire.
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While in Ratswarm form the Yampire may not
use weapons and does not receive any
protection from armour. He cannot shoot
with a missile weapon or cast spells but can
attack in close combat withour a penalty for
fighting without a weapon. The Vampire
should be represented by a Ratswarm base
but treat the Vampire as being the size of a
single rat for moving through alleys or similar
small spaces. The Vampire may move through
small holes and gaps that would allow a single
ratssized creature to pass through and can
thus move through walls as most have a small
holes in them.

Bat form
Many Vampires can transform into giant bats.
A Vampire can change form in exactly the
same manner as detailed above.
Profile M WS BS S T W 1
B 3 0 3 2
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S®ds of the Might

Whilst in Bat form the Yampire may fly and
ties, he cannot rman
such but may move double distance and a
charge move is also doubled. The Vampire

Ores MOVement pe

may not use weapons and does not receive
any protection from armour. He cannot shoot
with a missile weapon or cast spells but can
attack in close combat without a penalty for
fighting withour a weapon

Giant Boff Form

Many Vampires can translonn it G

Hello? Is there anyvbody there?

Ner resprorse, A scuttle, porbaps of vermin, perbaps
FHR .hu':'." .'\..“H'I,"I :':u" TP prs .lu":_'.u"rH.I'n"n'.fr e Fovanil
Fis instroctions bed been minurely detailed
Periaaps, Iwe mused, this was a trap, He o
enemies — they were sy to find in Mordbeinm
Herylre be wwrs boing watched right now. Karl's
thewgehis were interviupied by scratehing and by
cilart e thateghit ties a sgiiecling soined
Something moved in the shadows before bim. Tran!
Witk e cry, Kert drew bis soeored oo Tringed
forward. Theve was a ficker a brief ploam of steel
criel he Blade was wrenched from s grip and
sent, clattering to the floor

Prace, peace. Karl Falbeim? Well met, well met
incleed, ' The veice wwas calm pel commanding.

‘.. I'm sorry Sin' Karf stuliered,
Hewwr did (KT ;;'L'! in?

Yo surpreised we

\ greick glearm as ihe figure in the shadows smiled
There was a brief fare as a candle weas (it There
T Y grengd arpearmes, " Tl mreceer sondol I-,;u"rr.ln,'f.ul-.; e

il gt dippetveretly blaiik well

Karl stared at the man facing birm. His skin was
Prenilicd ained bis fet-black Dairn v aned wispy, fell
alrreit Bris showlders, brushing against the worn
steel plates of the ornate suill of armoar. There
were no visible wealons though e man was
reearing babtered gauntlots  wibich be nowe
procecded to strip off, revealing pale bands, sfim
and musctlar: The man was bendsome, yel there
tedis something wrong that Karl conddn't quite put
Bis ffrger o
Ketrd wreis startied omnce again wien (e nan
clapped suddendy, cansing the door belrivied Bivi 1o
ofsen, aadmitting a smll bunched man with a fray.
It contained teea drinks, a tiny golden cbalfce full
o a rich, ved figeeicl amd a pint glass of Bugnian's
finest. The fall, pale man took the chalice, wiile
Keerd gingeerdy fiftedd tlwe beer, roveer once okeingg By
eves off thw Tittle seviaitl

Thank you Harns, that will be all.” The lititle wean
riesclelecl, cned feft
Karl?
hur.lr.ﬂu.'.'.lr.lr-'d IJ\L::H-H Wisee.., § meieten.,, Siv wdth
respect, wibo dre you?'

Wolves. A Vampire can change form in exactly

the same manner as described above.

* Use the same characteristics as the Vampire.

Whilst in Wolf form the Vampire may not use

weapons and does not receive any protection
from armour. He cannot shoot with a missile
weapon or cast spells but can attack in close

combat without a penalty for ighting without
il W I:_'.il'li 11§}

Tiv won, I acill be... Frich Volstein, will that do? |
berve g greal meany names, ticles, so cumbersome.’
A siph, followed by a wolfish grin

Karl Cowlelre 't Belpy poticing the nian's (RCisors
They were fong. abmormally long

PSRN SR | G T TR O L R Y

Anotber prin. “Voampire? Yes. Is it thal ofwions? |
Hilee wrest b mmention i dnmmediaiely, it does tend 1o

Sfreeze conrersalion

b |'|:J_ yrard VLRT SUTiddres’”

‘MHeres® A Dreg. Tiresome creainres, bul aseful
Cebonids, bowvever, I camnet abide.” Holding the
godafent vessel delicately berween s (Bl and
forefinger, be sipped at @, and sighed. Karl golped
doten some Bugman's to cafm bis nerves, Flight
teis pofntless, be brew, These things confd ontrun
|.|’|':'r'

‘Ser., o permpive. You serve Von Carstein? Kerrd
could feel confidence veluiviing. I 1he wicii
vernprive = wanted bim dead, be wondd be cooling
crfreciely

‘Me, a Thrall of the Carsteins? Those soft
Pondificating i bedps... No. You must not beffeve all
that vou bear, voweg mean. My ford is Connt Von
Heas, Capatarin wnder Werlackh, true (o Alborash of
the Blead. "

Vrue Heaeass’

“Yer B went bearved of Bim? Andreich Von Heas,
Ceaptain of Biood Keep. Abb! He is a fine Lovd of
my Bindd. Like a father to me, Hlerally
Flas grivened again. He drained big fittle goldes

e Vo

chalice, and delicately wiped a trickle of Blood
fromm the corner of bis mioath, Ab well, Toonld rall

Sfor beners of bis fong and bloody bistory. But... (o

business '

Youue pish for bive mee?

‘Let s sy, 1 can use a nian of your talents.”

o et cheafs,.. wilnat’s in it for me?” Karl wes
borrified ai bimsell, bis owthurst bae been
terethinking and reckiess.

Ab, bravery. I can sense vour fear Why do you fear
mie?® Yo neeol nol, f assure TR, Ok Gl =eife, As _.I'ru'
pary, you agre welcome to as moch gold as you
TR




Kairl wwrs surfrised. This weas not fii the scrip... so
unlitee the usual bariering cnd argeoments

I oot foresee yone next |Jlrn:':-.l'l'r|.l.' itited e girisirer
i il rese is momey? Wy showdd 1 be concerned
teith if? { afrecedy bave so prach, so very mach, o
ne wse for it I is rare indeed for a vampive of the

(bl Lo require material B soals. Yivie aricdy Lekeer yonar

frick: af e sl
I|k_| relshore _ #

Wb yes, the deliphtfnl little baubiles thai o mienry
crave. I am afraid that you will bave to gheals to
L} |.'.|'.|.I'J.."Jl?' .I'lllr.ll"‘lll'llI nrlr.l-'k\'p;" |'|"f]'|'£,"1'||.\'_ r...f."”.{‘,’_:l 15 &1
Necrommaincer.. be bas uses for the peswwer trapped
within those prety shorels
Both stood in sifence for a time, Karl digesting this
menws, Von Haas regarding bim keenly

Brevler gl

S ®1%s of the Might

Ere # was all thar Karel condd nister

Yoru Mugve o qruiestions Ask (8

You speale of all this, this bellish city, aned Hw
tregsures wfthin, s shadows. Like a backpround
fer seme greater gogd.

The '.;-'.lr.lu":" M coperse... £5 i nod obpious?” The
vaniptre grivred in the Deilf-Tioht
Toy baane mry skills. to fight, and feel the impact of
iy Blacle. re feel e delicious parity of cfose
conthat. Th streteh .l.'.'_l'.~r'.|r." T Hirfree s e J:?q'.'_l'r'\-'_
orre ey in the dlistarnt fritare, hecome worthy of

I seel to learn

freee Tepvenorrtaality, wofth wo Hunger, {5 tbere a

s

iz Kearl h.'ln'n' e "l'.'.'f'."r.l'.l'.'.'\:_:_ iz harnd still .lf.lu.'_L: Frvani
the powverfid bandsbalke, be could bear the bolfon
langhier of the vampive echo arowond the rufns
Kerrl tews seroeled Tecirn 4 thet, be wes sure
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Questions & Answeys

‘Here are some of the most common
questions that have been raised about
yrdheim We have
d these Q & A from a number
different sources incloding the

internet. The answers printed here may

he considered official rules and
interpretations and if you don’t like

them - cast yourself inte the pil

I Baracteristics

How do multiple Wounds work? When a
guy has a Wounds attribute of 2 or more how
does it work? | understand that he can't get
Enocked Down/Stunned/Out of Action until
his wounds are reduced to zero. But when (if
cver) does he regain both Wounds?

A model will regain all wounds
automatically after the battle, be starts bis
niere boettle with bis Gl wownds. Daring o
baitle if be bas bealing berbs, be may use
them to regain wonnds,

Aopement

@h(.'an a model run past an enemy model
without engaging in HTH? {(presuming of
course that the enemy model was more than
8" away at the start of the arn). 1 would
presume not for the same reasons as the

intercept rule but unless T am blind the rule
hook does nort specify and 1 was wondering
how vou played it

[ No, it's quite legal to do so. But since the
moving model bas to start more than 8
awwady from all enemy models {even ones be
cen 't see) chances are be will be setting
bimself up to be charged by the enenyy. He
can 't run so close to the enemy that be wonld
be in base-to-bease, though, as that would be a
charge.

If you can see an enemy through the
windows of 2 house, can vou then charge him
by: a) going through the windows? b) going
around the house?

a) Yes, if window is bie enough, (things
fikee Rear Oopres won't fit throweh most!); b If
the window is too small, yes. Remember you
charge via the MOST DIRECT ROUTE.

If a warrior declares a charge and an
opposing model can intercept him, does the
model that can intercept actually move or
does the bact that my charge could be
intercepted simply prevent me from charging?

In bare essence (F means that youe canmol
charge THAT model (i.e. check before moving
the charger whether be can charge or not),
However, many players move the intercefiting
model and lei the charge be targeted against
that model

@ Can yvou really climb up a wall and then
charge someonce? We made a house rule that
said you can't, but is there something official?

You can, as otherwise buildings wonld be
LEWD J_.;r.ar:u{f POsSiions.

Can a mode] climb
up a wall and slip into
a window or hole in
the wall rather than
continue onto the next
Hoor rool?

%[ Yes.




i

Biing

If an enemy model moves so that he can
se a4 hidden warrior, the model is no longer
hidden and the counter is removed. How
much must he see o end the other model
hiding? In Mecromunda he had o sce the
whole model. In Mordheim it is not specified.
Does he need to see all the model, or is any
part of the model (even a ting&:rb enough?

ﬂ[ If the players don't agree on a reasonable
result, be must see whole muodel

‘T errain

Given the dramartic, vet unforunately
static, poscs of the models, what is the rule
regarding moving through doors and
windows? Can it be assumed:

a) Any model may pass through any portal
(door, window, hole, etc)?

b) The model must be able o reasonably it
through the portal?

) It's really up o those playing o agree on
how that is to be handled.

O is the only sensible answer it's not
possible to foresee every single conversion
done by players. B is also a good guideline.

In regards to ladders (and other small
terrain, actually), is it within reason to assume
that they can be knocked down or pulled up
or even carricd around by models?

Strictly sproaking by rules no, but what a
wreal article that wonld make! [ bave to
scribble something...

Shooting

During the shooting phase you have
several models armed with missile weapons
and all targeting the same enemy model. The
first shot knocks the enemy model out of line
af sight 1o your other missile weapon-armed
troops. Can you still fire on them with other
models?

g]" Yes, bl you don't bave to.

g’! It doesn’t state whether a Troll (Ork
arband, Town Cryer 6) or Minotaur

39

{(Beastmen Warband) are large targets. Are
they? Also, is a rider on horse large target?

The rudes sy Any moded bigher than 27
or longer than 27 is large target, so yves, all of
them, Trodl, Minotaur and rider mounted on
horse are larpe tarpets

Peapons & Armour

Can captured race specific weapons be
used by models not of that race? If s0, do they
gain any of the special rules of said weapons?

% Yes, but obviously you need a suitable
skill to use the weapon.

Does the ‘free dagger” count as a close
combat weapon against the ‘No more than 2
Close Combat Weapons® limit?

We play that it doesn't. Models are
supposed to bave the dagger no matter what.

If a warrior armed with a spear and a
sword (or any other one-handed weapon) gets
charged by an enemy model, does the spear
wielder get both of his attacks 1o strike first or
does he get an antack with the spear, the
enemy strikes and then an amack with his
sword?

Esa[ Refer to page 35 of the rulebook.

Can a model armed with two spears
*strike first’ twvice (get 2 attacks) against a
charging enemy?

lechnically yes. I'd punch anyone who
tried to pull that one, though - Tuomas.

Is it legal to arm warriors with a longhow
and a crossbow, so they can fire the heavy
crossbow when they didn't move and fire the
longhow whenever they did mowve... is that

legal?

%[ Yes, it is lepal, but it is expensive. If you
e ¢ ireirksenan and be leaves the warband
dfter the bartle, it will cost you the cost of the
marksmian (25gc) plus the cost of the
Femighowr and the Crosshow (15ge + 25 geb
This is 65 gc plus twice the benchmen group's
experience to replace thal marksman. You'd
be better off fust buying extra marksmean,
eguipping all of them with crossbows, moving
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them fnto position and pounding your
Enemn.

How do vou define a brace of pistols?
ust I purchase a brace or can | buy one
pistol and later buy a second one and use

them as brace?

g‘ Yo can buy one now and the second one
il

er and wse them as brace.

Does the crossbow pistol count as a pistol
in the case of the Pistolier skill?

Yes, All weapons with name pistol
arplock, duelling, Crossbow) are pistols.

The rulebook states that you can arm a
warrior ‘with up to two close combar
weapons, up o two different missile weapons
and any armour chosen from the appropriate
list.” How do pistols count?

Pistols are listed under blackpowder
weapons (which is a spectal kind of shooting
weapon), in the price list they are listed
under missile weapons, According ro rules,
pristol is a missile weapon, brace of pistols
connts as two nrissile weapons (although
some clubs play it that brace counts as one
missile weapor: ondy). It doesn't take 'slors’
Sfor your band-to-band weapons,

Can a pistol be parried in hand-to-hand
combat?

Yes. Do not fmagine it as stopping the
wllet, but as pushing the pistol out of
direction at the last moment.

@ Can 1 reload a pistol (or handgun or
whatever else) while running? Is it possible to
fire from it one mrmn, next to run, and the
third mrn 1o fire it again?

Yes, this iz permitted. You reload it no
micitter what else you do that second turn,

Miscelfaneons
Equipment

With regards to

essed weapons, which
wiound Undead and
Possessed on a 2+, Do the list
members here think thar this would refer o
all members of an Undead or Possessed
Warband (excluding Hired Swords) or just
Undead like Vampires, Zombies, Dire Waolves,

and maybe Ghouls but not Necromancers and
Dregs? And with Possessed, just Possessed
models, not Beastmen, Mutants, or Magisters
ete. (which would seem odd)?

?{ Blessed weater and weapons only effect
‘dead that are dead! Since Dregs wnd
Necromancers are bwoman, they are not
dffected. The manual actually states that
Fombies and Dire Wolves arve undead, avid
therefore can be wounded. However it
doesr’t say fn the book that Vampires are
Undead butl naturally they are. As for
Possessed — Magister, The Possessed, Dark
Sonls and Mutants are all affected,

When you buy Hunting
Arrows, are they
for one battle, for a campaign or
are there a number of arrows
(like say 203).

ﬂ{ They last for the whole campaign.

If I buy a Tome of Magic and my wizard
learns a spell from it, can | give it then wo
another model so he can learn magic later
using Arcane Lore skill? | mean will my wizard
forget the spell he learned from Tome of
Magic or not?

ﬂeﬂm Tome of Magic gives a one-off affect
v il is fouend - you may transfer it to
another character but it will have no added

effect.

Who can wear the Toughened Leathers
rom the Opulent Goods chart in White Dwarf
#2397

%; Since they are purchased as equipment,
all Heroes can wear them. Henchmen cannot
wear Toughened Leathers,

% Can each Hero have a Halfling Cookbook
and thus have 6 more Henchman?

No you can only get a single extra
miember, multiple cookbooks are not
camnlative. Howerver it does prevest ypou
[from losing that extra member when the Hero
carrying a cookbook dies,

Magic

Regarding spells which have a Range, is
ther “area of affect’ a plane or a sphere? (eg,
does Soulfire affect enemy models above the

caster (or below) if they fall within the spells
raclius).

41)



gi’j dffects models above and below.
wording is WITHIN the range).

If in the spell description there is written

nothing about how long the spell lasts, well,
how long does it last? To the end of game?

The spell lasts until the model thai cast
it is taken oul of action. Taking bint owt of
action removes all effects of all spells be cast
in the game.

Is it possible 1o cast Hearts of Steel several
umes to add several + 1s to Rout west? [f ves,
what's the maximum for Rout test.

No, even when cast several times, the
bonus for rout test is only +1.

Kulebook errata: Hearts of Steel, remove
reference to Terror tests.

HBarbands

The Wolf Priest for Middenheimers from

Town Crver #8 — is he an additional Hero 1o
your Warband, is he Hired Sword or what?

On page 10 of TC 8 it states that the Wolf
riest replaces one of the Chernfrions.

Can you take a multiple of the same
muiation so . cach one gives you a bencfit?
For example: Tentacle twice for -1 Attack per
tentacle.

_52[ Yes.
Can the Steel Whip be used to
attack an

enemy model in close combat
from a distance?

Yes. Afso, there is no need to
randomise the bit, only the enemy
maodel is attacked.

If a model has Righteous Fury, does he
have a hatred of Orces? The skill was made
before Ores were added 1 just figured I'd run
it by you guys.

The fluff says that the fury is toward
‘evid thar pollutes the soil of the boly Empire’,
so I dagree yes as well You can add Beastmen,
Dark Elves and any other ‘evil’ race as well,
Non-chaos bumans who just like to kill, loot
etc showuld not be included,

[ |

ﬁ If 2 model has steel whips and is Frenzied
oes she have to charge into base 1o base
congact, or can she stop within 4" and whip
her crazy heart’s content?

Yes, she bas to charge, as per the Frenzy
rules (Give the crazy bitch some bammoers).

Under the Henchmen listing for Ghouls,
it says that they can never camry equipment.
However, if your Ghoul gets the ‘That Lad's
Got Talent’ advancement and you make him a
Ghoul Hero, he can get Combat skills for one
of his choices. If he gets the chance to learn a
new skill, can you give him Weapons Training
to allow him to use weapons or is the listing
about Ghoul Henchmen never using weapons
final?

The letter of the rule is that Ghouls can
e NO equippment. However, so many
people enjoy equipping their Ghouls that 1
{Tieomias) rarely point this out. I bate seeing
all of thase Ghouwl conversions going to waste!

The Blowpipe is 30 go in the Skaven
Equipment list and 25gc in its description on
the next page. Which one is it?

g.[ 250,

Under Giant Rats (p.95) 'Pack Size; You
can rocruit as many Giant Rats as you wish.’
What does this mean? Can | have more than
20? No other answer seems 1o make sense.
Since rars cannot get experience. there is no
special benefit to having large groups of them.
If it really just means that the Henchmen

Group does not have 1o be 1-5 models,
then why make this a special rule at all? Is
there a benefit, beyond experience, to
having large Henchmen Groups?

%{ It takes up less room on the warband
roster sheel. Pragmaltic and simple!
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== FANATIG

While many of the articles we use have been
written by GW staff, the majority are not — they
are written by dedicated gamers who have
something o say about their hobby and want to
contribute to it If you are one of these people
then the following writer's guidelines will help
you pur together an amicle thar is more lkely o
be accepted and used. The main thing, however,
is 1o give it a go by writing something and
sending it to us. After all, the worst we can do is
say no!

1. "L'I.'hilll do we nec

* We need a publishable anicle. We don't need
flowery prose, but we do need fhnished aricles,
complere with photographs and maps where
ipplicable. A well-structured, spell-checked
article s guaranteed o improve your chances of
geiting published

* Wi need your permission o use your armcle,
Ml you have 1o do is fill in and sign the
Permission form printed at the end of these
puidelines and send it in with vour article.

* If possible, supply articles on disc. We can read
most formats, so just send in vour article on disc
as this will save a lot of time. Also, if vou're on
the Internet, why not e-mail your article to us,

* If you can, send us photographic evidence.
Digital photographs arc best, but other forms of
photograph will do at a pinch.

and what we're mot!

2, What we re looki

The following types of article are the best sort to
send in as an ‘unsolicited” amicle.

* Do send scenarios for one of our game
Aysiems.

* Do send ideas for collecting, modelling,
converting and painting Citadel miniamres.

* Do send tips and tactics bascd on an army and
a games system that vou are familiar with.

* Do send reviews or details of how to set up
|ln{| mim i l‘ml.lrl'l..lrnt'l'll.-ti‘:ll"!l?l-.'"[ltll'l..

* Don't send new rules & army lists. While we
will be publishing rules and army lists, these will
aleavs be commissioned works. By all means
send in such material as an example of what you
can do, but bear in mind that we will not
publish it

j. Sending your work to us

Send your ideas to the following address along
with the permission form:

Fanatic Games,
Ceames Workshop Lod,
Willow Road,
Lenton,
MNottingham NGT 2Ws,
LK

t. Gt rich and famous!

OK, that's a lie, but we will send you a £5.00 gift
voucher for each published page if we use an
unsolicited article or other material that you
have sent in. More importantly we may consider
commissioning you to write a “briefed’ article on
a specific subject, enabling yvou o become one
of our sclect band of regular out-ofhouse writers
and contributors. So what are you waiting for?
Get writing!

THE PERMISSION FORM

1 acknowledge and confirm that the copyright and all other rights of a like natre in the Work described
below are herchy assigned to Games Workshop. All material submitted to us for publication is only
accepted on the assumption that the copyright in it is, by the very act of submission, unconditionally
assigned by the author as beneficial owner and with full title guarantee o Games Workshop Limited.
Wi also reserve the right o edit and/or amend all marerial as we see fit. In addition |, the Contributor
hereby waives all his so called moral rights (as defined in chapter 4 of the Copyright, Designs and
Patents Act 1988) and all analopous rights he may enjoy under the laws of other countries in relation
to the Work. By signing this letter the Contributor confirms that the Work submitted is original and does
not infringe anybody’s intellectual property rights.

Name of the Article:......

IAREEINENTE . s o i s o i S N P B P A e S M o i

e T L

Date:.....

y



Graat HEW Stull tor these graat sames:

E One of the things we're trying to do at Fanatic is to make sure that its easy for players to gel
= of the new rules and amendments which have been published for their favourite games. O
g the ways we'll be doing this is by putting together compilations like Best OF Town Cryer
below). However, all of Fanatic’s magazines include a full listing of the new rules that apply b

i game the magazine covers. More importantly, they tell you where you can find this informs

by listing the place where the original article was published. If the original source is no o
available, you'll be able to order photo-copied versions for a small fee, and/or you'll be ab
find electronic versions of the rules at our web site. So, if you want to make sure

completely up to date with the rules that apply to any of the games that Fanatic supports,!
all you have to do is visit the web site or buy the relevant magazine!

TOWN CRYER 11: Town Cryer continues its exotic theme with a i
exploration of the jungle infested lands of Lustria with new ruled
scenarios galore. This issue also features the rules for the Ostla:
Warband plus all of the wsual scenarios and gothic stuff.

NECROMUNDA MAGAZINE 2: The second thrilling instalment of?
official Necromunda magazine features three new Hired Guns w
will work for any gang that can afford him. Plus all your other
favourite regular features,

All magazines £3.50 each
BEST OF TOWN CRYER

Stolen from Paulus the Fat, we present the Best of Town Cryer in
single bumper volume, It includes g6 pages of the very best ma?l
from the first six issues of Town Cryer, which appeared in White
Dwarfs 238 — 243,

Best of Town Cryer £10.00

NEW FOR MORDHEIM - OSTLANDER WARBAND

Ostland is the nnrthernmast of the Frapire's provinees comprising of the mysterious Middle Mauntaint
the dreaded Forest of Shadows. Ostland folk are a very dour people, used to the hardships of livieg
dangerous land that is riddled with bandits and Chaos Warbands, Ostlanders are also renowned as EFH
woodsmen, hunters and trappers and are well attuned to living in the vast trackless forests of this

Rules for this Warband can be found in Town Cryer 11. They also make great characters and Champior

use in the Warhammer Empire army,

F

E;ﬂlgrr:*dg?r; Oistlander 2 Ostandar 3 Ostlander 4 Dstlander 5 Ostlander &

FMDMO23 FMDOMDZ24 FMDMO2S FMDMO26 DMOET
DSTLANDERS
£2.00 EACH
Oatlandar 7 Ostandar 8 Catlander 9
FRADMO2E FMDMOZS FRADMOI0

WEB: www.fanatic-games.com E-MAIL: fanatic@games-workshop.co.uk




NEW FOR NECROMUNDA - THREE NEW HIRED GUNS

A strange and sinister Eldar Farseer has come to the crumbling Hive Primus of Necromunda on a secrel mission
for his alien race. He is accompanied by two warriors of the Fire Dragon Aspect and for reasons known only to
themselves are hiring themselves to those gangs that can afford their services

from the desolate and forbidding Ash Wastes comes a Wyrd of awesome power. This Shaman brings the wrath
of the howling Ash wastes into the Hive and can be seen working for a number of gangs for his own selfish

reasons.

Known simply as 'Deadeye’, this sniper hired gun is the best in the business. Reputed to be 2 wanted deserter
from the Imperial Guard his aim is second to none as many a foe has discovered to his detriment. Rules for these
Hired Guns can be found in issue 2 of the Necromunda magazine, They also make great characters for use in the

4ok Eldar and Imperial guard armies.

HIRED GUNS
£2.00 EACH

Farsear
FMNCMOOS

Fire Dragon 2
FRCMO03

Fire: Dragon 1
FRHGMOO3E

A ay

Sripar
FHCKO02

WARHAMMER QUEST PITS AND TRAPS

What with all the excitement of our initial months worths of releases we managed to miss out a proper
explanation of what's in our first Fanatic supplement, namely ‘Pits and Traps’ for Warhammer Quest.
The pack was released in August, and contains floor plans that allow any party of adventurers that is
bold enough to add two new board sections to any dungeon they explore, The supplement is made up
of a rules sheet and two sheets of new Warhammer Quest floor plans, and is only available direct from
Fanatic. We still have plenty ot copies available, but they are selling fast, and when theyre gone they're
gone, 5o if you want to make sure of copy you'd better place an order soon.

ALS0 AVAILABLE: Warmaster sicge equipment and Kislavite army, Epic 40K Warm anger class Emperor Titan.
izttlefleet Gothic Tyranid Hive Fleet, Rapier cannon and Events cards for Necromunda, and Blood Bowl Amazon team,
slus new Averlander and Shadow Warrior Mordheim sets (full warband & rules). Ring for details or see our web site.

|/ OUR MAILING LIST...
Mama

AR
L - Y

Poshoode! ...
I:‘htlnl:'
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HOW TO ORDER
You can get Fanatic models from

Games Workshop Mail Order:
= (K 011591 40000 = (ISA 1-B00-394-GAME
(between Bam and 10pm)
Please refer to the Games Workshop Mail Order pages slse
where in this magazine for details of payment methods and
rates. H you have any trouble getting hold of Fanatic

postage
products, then contact us at the e-mail address or telephone

number below and we'll sort things out.

TEL ORDERS: (UK) 0115 91 40000 (USA) 1-800-394-GAME TEL ENQUIRIES: 0115 916 8127

Shaman
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Due Io M amoanl of shulf we've squeaded onfo these pages the mxnials arg shosn al 60% actus size.



Hot from the Jungle

We've gone Lizardman-tastic this issue so that all of you unblinking cold-
blooded lot can hire your Lizardmen warbands o protect your temples.

LIZARDPMAN WARBAND

SKINK PRIZST AND
saurus ToTiM

WARRICR
SKINK SHAMAN SAURUS CHAMPION CHAMPION ARM 1
(208037012 £3.00 Comglets 020807001 - £3.00 20801 002 - BOp

SKINK SREIAT
CRISTS

SKINK CHAMPION 9:':: fr:;_mﬂ
WITH BOW 1

020801406 - £2.00 U2080iE14 - £2.00

SKINK BRAVIS

S

SHINK ARCHER 1 SKINK ARCHER 2 SEIMNE WITH JAVELIN 1 SKINK WITH JAVELIN 2
MANANKEE ASIRNARA CEMROHYT 16 20800715
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SAauRUs BRrawves

Please note that this is just a small selection of the
Lizardmen mintatures that are available to use for

- vour Warband. Give the Mail Order Trolls a ring for
¥ more details.

A COMPLETE SAURUS WARRIOR SAURUS SHIELD SPRUE 2
Body 020800401 - £1 .50 102811 - 5ip
Spear D20A00E0S5 - 6ip
KroXisor
£8.00
each

KROXMFOR 1 EROXIGORA 2
020800902 / 020800207 / (20800004 | (20800803 020800906 ¢ D20B00E0T ¢ (208000 / 020800005

LUsTrRIAN HAZARDS

£4.00

pear swarm

SERPENT 1
Q20801901

T ey

SALAMANDER
20a01 7 020807 702 § 0208l 0E | 020801 704
LIZARD SWARM £5 00 pomphate (£8 incuding sknk handlers)




See the Fanatic Advertisement on Page 44 for
the Ostlander codes and mintatures.

MORDHEIM EQLIFMENT SPALUE MOADHEIM DGRE
(BHOWE AT B809. OF ACTUAL EI1ZE) For usa with your Doilondor Warbands.
29381199001 - E3.00 891102005 - £6

-
Vampires
To go with our Lords of the Might article here is a selection of Vampires you could use in
your games,

BLOOD DRAGON SHIELD 1
A20708A02 - BOp

VAMPIRE CLOAK

O20TO0R0R - £ 540
BLOOD DRAGON SHIELD 2

DR0TOBE03 - B0p

VAMPIRE BDDY
D20700801 - E1.00

ISABELLA VON CARSTEIN
RFOT01E0 - 2400

""-::’é',’l rﬁm_ﬂﬁ'" BLOOD DRAGON 3
Gl 207ORG0Z - £4.00
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Lizardman Warband

By Steve Cornette, Harr}' Colden and Glenn Harris

Skink Priest Saurus Totem Warrior

Skink Brave with Bolas! Saurus Braves

Skink Brave Skink Brave
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RAINER THE JOINER

Lost a leg?
Need a peg?
No need o beg!
Giet a wooden leg...

Contact Rainer
al e Tlung Mule inn.

OBITUARIES

Franz ‘The Fingers' Untermensch,
notorious thief found drained of
hlood.

Blood Brother Paul Bockner of
Von Tiel's ‘Mountain Men', died
from drinking bad rotgut.

Unidentificd pile of ashes found
with snapped peg-leg nearby,
thought to be Vampyre remiins.

Smelly One-Eyed Norritt, ham-
mered to death outside the
Twisted Goat Inn.

WAGONEER
Experienced guide and wagoneer
needed desperately to help mer-
chant family move from the ruins
o make a better life. Men skilled
at arms, loyal and Sigmar fearing
are most welcome.

Reward in gold available only
after the contract has been com-
pleted.

Liars, thieves and blaggards need
not apply.

Marcus Van Den Sant,
the aofd Giifder bisilding in the

mortl guarter,

‘Town Crper

Expert Services thuircd

The services of an cxpert procurer of
others valuables is required to fulfil a
contract of uhd:mln.dins proportions.
Much lifting work involved. must be
agile and light om feer. ability to tra-
werse consecrated ground @ distinct
advanmage and must have loose faith
apd 2 mercenary attitude

Contact Frich Volstein at the old
I.ll.ld.l.IH.rLI.:I: l{u:l dubh Th::ml: :li a scm-
sitive di;]:lnsit:'nu need mot apply.

Successful aP’P-I:i:;l-lp.'ls will be hand
somely rewarded, unsuccessful ones
will be taken to dinner.

mq

Mad:m Rtl‘lli'ds S.hccps ]I]mrd

 Ye finest meals around,
Spiced haggis caly 2 Grosts, frec
mug of strong mead 1o cas yer

huruin,gr

TR

Sword for Hire
Bad eyesight but deadly in a fight.
‘Squinty’ One-Eye
Alges a day.

Roughest pit-fighter in Mordhoim.
Mo job oo hard no foe two ferce-
some., Bloody results guaranteed.

¢
SCRIBE'S HONOURABLE k

MENTION

Joris Gert. Tommasoa Punko &
Donata Rapzato
_— o

.

LRt

SALAMANCA STEEL

Yer finest smithy in all Ostermark
Estalian made weapons to the
highest quality. Weapons and
armour repaircd, Custom itemis
avallabhe

Estahan Cortez, Master Smith, the
forge at the cast gate

WANTED
Firearms of the highest quality,
preferably of Hochland design.,
Trade or gold considered.
Contact Von Ticl at the
Ostlander encampment

KARL FALHEIM

WANTED

For robbery, cat burglarvy and thaft
Srom thve chierch,

1M Crowns for information leading
to his capiure,

H | , |
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Wirsttammer 40,000, Fenafic, Fan
Fi Bt koo

Fanatic Games,
Games Workshop Lid,
Willow Foad,
Mottingham,
MNGT 2WS, UK

www.fanatic-games.com
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