





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

ey

kI

L

syt

The Most

Important Rule

I a game of the size and
complexity of Warhammer,
there are bownd 15 be occasions
where a situation is not covered
by the rules, or you can’t seem
to find the right page. Even if
you kunow the rule, sometimes ft
i5 just a really close call, and
players dow't agre on the
precise entoome.,

Nobody wants to wwaste
valuable gaming time arguing,
10 be prepared to interpret a
rule or come up with a suitable
selution for yourselves (in a
manmuer befitting gentlemen, of
cotrse). If you find that you and
Your opponent cannot agree on
the application of a vuls, voll a
dice 10 sez whose interpretation
will apply for the remainder of
the game — on a reslt of 1-3
player A gets to decide, on a 4-6
Player B decides. Then you can
get on with the fighting! Once
the game 35 over; you can
happily contintie your discussion
as i the fner points of the rules.

oy

You will need two armies to play a Warhammer
battle, so the first thing to do is assemble your

forces. You can simply use all the modeis in your

collection, but most players use the system of

2. CHOOSE A PITCHED BATTLE

points values and army lists to ensure their
forces are evenly matched for a closely fought
game. This system is explained in the Choesing
Your Army chapter on page 132.

The Fighting a Warhammer Battle chapter on
page 140 presents six ‘pitched battles’. Bach of
these explains how to play a stightly different
type of battle, ranging from a straightforward

clash of battlelines to a fight in a mountain pass
or the defence of a watchtower. Players can roll a
dice to decide which pitched battle they will play
or simply choose one.

3. SET UP THE BATTLEFIELD

Next, you will need a battlefield, be it the kitchen
table, the floor or a fully modelled wargames
board. The players set up terrain for their armies
to fight over, representing haunted woods,

4. DEPLOY ARMIES

fortified watchtowers and other strange features
that make up the landscape of the Warhammer
world, How to do this is also covered in the
Fighting 2 Warhammer Battle chapter.

The two armies are deployed facing each other
across the battlefield, ready to fight. Details on
how to deploy can be found in the Fighting a
Warhammer Battle chapter on page 140.

5. FIGHT!

Each of the pitched battles includes a map
showing you where on the table each player can
place his models, and also tells you which side
will take the first turn of the game.

Fight out the battle, with players taking furns to
act with their army, using the rules that follow.
This section starts with basic rules that apply to
all models, and cover the standard sequence of
moving, shooting and fighting. These basic
rules zre all you will need for infantry models,

and will get you by for your first game or two.
They are followed by extra rules that apply only
to certain models such as monsters, heroes or
warriors armed with unusual weapons. Finally
there is a chapter that explains the effects of the
fantastical terrain of the Warhammer world.

6. DETERMINE THE WINNER

Each pitched battle explains how many turns to
play for and how to work out who has won the
game. In most cases the victor is the side that
has destroyed more of the enemy, and so it is
often obvious who has won, as the other side’s
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army is in tatters — dead or fleeing! Other battles
are decided by seizing enemy banners or
capturing a watchtower. Whatever the outcome,
only a rematch will give you the chance for
further glory or sweet revenge,
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The Citadel miniatures used to play games of Warhammer are referred to as
‘models’ in the rules that follow. Models represent a huge variety of troops, ranging
from cowardly Goblins and noble Elves, to mighty Dragons. Each model is an
individual playing piece with its own skills and capabilities. To reflect all the
differences between such warriors, each model has its own characteristics profile.

CHARACTERISTICS OF MODELS

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

MOVEMENT
ALLOWANCE (M)

Often called Move, this shows the number of
inches a model can move on the battlefield
under normal circumstances. For example, a
Man with a Move of 4 (M4} can move up to 4"
when moving at full rate. A horse moves far
faster and therefore has M8,

WEAPON SKILL (WS)

This defines how accomplished or skiiled a
warrior 15 with his weapons, or how determined
and vicions a monster 1s. The higher the score,
the more likely the model is to hit an opponent
in close combat. An ordinary Man has W53,
whilst a battle-hardened hero might have WS4,
WSS or possibly even higher!

BALLISTIC SKILL (BS)

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

STRENGTH (S)

Strength gives a measure of how strong a
. Creature is. An exceptionally puny creature
_-.might have a Strength characteristic of 1, while a
-mighty Giant has S6. Men have S3. Strength
ells you how hard a model can hit and how

asily it can hurt an opponent it has struck in
lose combat,

TOUGHNESS (T)

This i3 a measure of a creature’s ability to resist
physical damage and pain, and reflects such
factors as the resilience of a creature’s flesh, hide
or skin. The tougher a model is, the better it can
withstand an enemy’s blows. A normal Man has
T3, but a creature such as a Treeman, with
tough wooden flesh, has an incredible T4!

WOUNDS (W)

This shows how much damage a creature can
take before it dies or is so badly hurt that it
can't fight any more. Most men and man-sized
models have 2 Wounds characteristic value of
i. Large monsters and mighty heroes are often
able to withstand several wounds that would
slay a smaller creature, and so have W2, W3,
W4 or even more.

INITIATIVE (I)

This indicates how fast a creature can react.
Creatures with a low Initiative score (Ores, with
Initiative 2) are slow and cumbersome, while
creatares with a high Initiative score (Elves, with
Initiative §) are quicker and more agile. Humans
have Initiative 3. In close combat, Initiative
dictates the order in which creatures strike.

ATTACKS (A)

This shows the number of times a creature
attacks during close combat. Most warriors and
creatures have an Attacks value of 1, although
some elite troops, monsters or heroes may be able
to strike several times and have A2, A3 or more,

LEADERSHIP (Ld)

Leadership shows how courageous, determined,
and self-contrelled & model is. A creature with a
low value is very unruly or cowardly, to say the
least! Men have L.d7, which is average, whilst
easily scared Night Goblins have a Leadership
value of only 5.

The Spirit of the Game
You'll realise soom that
Warhammer is different to any
other game you have played, It
5 important to remember that
the rules are just a framework
2o create an enjoyable game.
Winning at any cost 5 less
smportant than making sure
bot: players — not fust the
victor — have a good time.
What'’s more, Warhammer calls
on a ot from you, the player.
Your job isn’t just to follow the
rules, s also to add your own
ideas and sense of fum to the
game. Much of the appeal of
Warhammer lies in the freedom
and gpen-endedness that this
allows, and it is in this spirie
that the rules have been written.
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THE CHARACTERISTICS PROFILE

I::very Warhammer m.odel has a proﬁle. th-at OTHER IMPORT ANT
lists the value of its different characteristics. INFORM A’I‘ION

The examples left show the profiles for an In addition to its characteristics profile, each

Ore, a Max, an Eif and a Skaven. model will have a troop type, such as infantry

As you can see, an Orc and a Man are similar in ~ ©F ¢avalry, which we discuss in more depth on

———

many respects. They both move at the same page 80. Ir might also have a save of some
S speed (4"), and they both have the same Weapon kind, FEPresenting any armour or magical
Orc Boy Skill and Ballistic Skill values, which means they ~ Protection it might have, and it could be
MWSES S T W ; A Lé  areveryevealy matched in combat. Both have Carrylng oae or more ShOOtIJ"lg or close combat
£33 3 41 21 7  the same Strength value, so they can defiver weapons (see page 88) or might have one or
blows with equal potency. When it comes to more special rules (see page 66). Don’t worry

X s
‘Toughness, however, the Orc wins over the Man  2bout any of this for now — for the moment it’s
~ the Or¢’s value is 4 compared to 3. Thisisnot ~ ¢Rough that you know about these aspects of

a vast difference, but it does make the Orc better ~ the model.

~ able to withstand blows and gives it the edge in

any hand-to-hand fighting, CHARACTERISTICS
OF ZERO

Both creatures have | Wound, which is the Some creatures have been given a value of ‘I’
normal value for man-sized creatures. The Ore (often shown as 2 dash: ‘') for certain
Empire Halberdier loses out, however, when it comes to Initiative. characteristics, which means that they have no
Mwses § T W 7 4 Ld  Thisis not a terrible disadvantage, but it does ability whatsoever in that skill. This usually
£33 331 317 mean that the Man will get to strike his blows applies to creatures unable to use missile
before the Orc does when they get stuck into weapons, so they have BSO or BS-, but it might
hand-to-hand fighting. Both races have the same  equally well apply to other characteristics too.
Leadership of 7, which is average. For example, some creatares or war machines
. may have no Attacks (A0 or A-).
2, The Skaven is noticeably quicker than a Man or
an Orc, with both Movement and Initiative If any creature or object has a Weapon Skill of
values higher. However, the Skaven ratmen are 0 then it is unable to defend itself in close
distinctly cowardly, with their Leadership of 5. combat, and any blows struck against it will
The EIf meanwhile is clearly superior, with therefore automatically hit.
above-average Moaovement, Weapon Skill,
Ballistic Skill, Initiative and Leadership If at any time a model’s Strength, Toughness or
characteristics. Only Strength and Toughness Wounds are reduced to 0 or less by magic or a
remain at 4 normal level for these elite warriars. special rule, it is slain and removed from play.

High Elf Spearman
ME"SBS § T W I

5% £ 773 17

Skaven Clanrat
M WSBS § T
5 33 3 3
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FORMING UNITS

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

A unit consists of 1 or more models that are
arranged in orthogonal base contact with each
other, which is 2 fancy way of saying ‘edge-to-
eclge and front corner to front corner’. See the
diagrams below ~ it’s much clearer as a picture
than in it is in words.

Here, you can
see examples of
correct and
scorrect
Jormations.

All models in 2 unit must face the same direction.

In addition, all models in the unit must be
arranged in a formation that consists of one or
more horizontal lines, called ranks and 2 number
of vertical lines, called files. This is why we often
refer to basic warriors as ‘rank and file’ troops.

As far as possible there must be the same
number of modeis in each rank. Where this is
not possible it must be the rear rank that has
fewer models. Once formed into a unit, the

models move and fight as 2 single eatity for the
rest of the battle.

REMOVING CASUALTIES

Some of the models in a unit (probably quite a
lot of them) will die as the battle progresses.
‘When casualties occur, models are removed

UNIT FACING

from the back rank of the unit. If the unit is
reduced to 2 single rank, casualties must be
removed evenly from either end of the line.

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

A model’s forward (or front’), flank and rear
arcs extend out from its corners at 45° angles,
forming four 90° quadrants, as shown here. A
unit's facings therefore are determined by the
facing of its constituent models.

Facing Front
1e’s normally zasy to tell which
direction a modsl 35 facing — fe’ll
(12°00F) be aligned squarely with
one of his base’s edges,

Sometimes, however, i’ nat so
clear. This doesn’t tend 1o be a Ty
problem s a unit, where all the
models are asmmed 1o face the nig
sanse way (and a command e
group can normally be found in i
the front rank). If you have a :
single model, such as a monster
or charactes; whose facing is not FE
obvions, make sure that your ’
opponent can tell whick way it’s
Jacing — it could prove crucial in

the battle!
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that you’ll find later on.

MEASURING DISTANCES

In Warhammer, distances are measured in
inches (") with a tape measure. You can
always check the distance before you declare
an action, such as charging or shooting,

This allows you to check whether your units are
in range of their target before they launch an
attack. After all, our warriors are all led by
experienced campaigners and we car assume that
they can accurately judge the range of

their weapons, even if we, their generals, cannot
(one does not, after all, keep a dog and then bark
himself).

Distances between models and all other objects
(which can be other models, terrain features and
$0 on...} are always measured from closest point
on one base to the closest point on the other base.

The distance between the

Empire Spearman uniz

and the Goblins i 6" We

thergfore say that the Goblins
& are within 6"

The distance between the
Empire Spearman unit

and the Wyvern is 3" Wk
therefore say that the Wyvern
i5 within 3%
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CENERAL PRINCIPLES

We’re almost ready to dive into the turn sequence that drives the bloody business of
Warhammer. However, before we begin, there are few basic ideas and game
mechanics that it’s worth discussing. These are essentially principles that are so
broad that they pop up again and again while you’re playing a game, so it makes a
lot of sense to establish them before getting caught up in the more specialised rules

Distances between units are always measured to
and from the closest models in each of the units
(see diagram below). Sometimes units wil] be
mounted on movemnent trays for ease of use.
Nevertheless, always use the model’s base, and
not the movement tray, as the reference point
when taking your measurements.

So, for example, if any part of a model’s base is
within 6" of the base of an enenvy model, the two
models are said 10 be within 6" of each other

Sometimes the rules will call upon 2 unit to
move directly towards ancther unit, or some
other feature on the battlefield. Where this is the
case, draw an imaginary line between the centre
of the unit and its destination, and move the unit
forward along this line a number of inches equal
to the distance stated.




DICE

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

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

ROLLING A D3

In rare circumstance you may be told to roll a
D3. As there’s no such thing as a three-sided
dice, use the following method to determine a
score between I and 3. Roll 2 D6 and halve the
score, rounding up. Thus lor2 = 1,3 or 4 =
Zand Sor6 = 3.

ARTILLERY DICE AND SCATTER DICE
Warhammer uses two special dice: the artillery
dice {marked 2, 4, 6, 8, 10 and Misfire) and a
scatter dice {(marked with arrows and Fit!
symbols). These dice are mostly used to
represent the effects of various war machines,
such as cannon and stone throwers.

Note that, except where clearly specified, the
artillery and scatter dice cannot be re-rolled.

We've not talked about re-rolls yet, but we will
do shortly.

DIVIDING TO CONQUER
Sometimes you'll be called upon to divide the
result of a dice roll, a characteristic or some
other value. Where this happens, any fractions
should always be rounded up. So a 2D6 roll of
7, halved, would be a result of 4 (3.5 rounded
up). Similarly, 109 of a unit of fifty one models,
rounded up, would be 6 madels.

MODIFYING DICE ROLLS

Sometimes, you may have to modify the result of
the dice roll. This is noted as D6 plus or minus
a number, such as D&+1. Roll the dice and add
or subtract the number given to or fom the
score (25 appropriate) to get the final result. For
example, D642 means roll a dice an add 2 to
the score, giving = total between 3 and 8. You
may also be told to roll a number of dice in one
go, which is written as 2D4, 3D6 and so on.
Roll the indicated number of dice and add the
scores together, so 2 2D6 roll is twa dice rolled
and added together for a score of 2-12. Another
method is to multiply the score of a dice by a
certain amount, such as Déx5 for a total of
between $ and 30.

RE-ROLL

In some situations, the rules allow you to pick
up and re-roll a dice. This is exactly what it
sounds fike — pick up the dice you wish to re-
roll, and roll it again. The second score counts,
even if it means a worse result than the first, and
ro single dice can be re-rolled more than once,
regardless of the source of the re-rofi,

If you re-rol! a single 2D6 or 3D6 roll, you
must re-rolf all of the dice and not just some of
them, unless the rule granting the re-roll
specifies otherwise.

ROLL-OFF

If the rules require players to roll-off, this simply
means that each player rolls a dice and the player
that scores the highest result wins the roll-off, If
the players roll the same result, both dice must
be re-rolled again until one player is the winner —
any modifiers that applied to the first dice roll are
also applied to any further rolls.

RANDOMISING

Sometimes you'l] be called upon to randomly
select something — often a model, but sometimes
a magic item, a spell or similar. Where this is the
case, simply assign 2 D6 result to each of the
things the random selection must be made from,
and roll the dice to make your random choics. If
you have fewer than six items to randomise
between, simply re-roll any unassigned results
unti! you roll an assigned number.

For example, a player has to randomly select one of
Jrve models. He assigns each model & number

between 1 and 5, and rolls g D6, re-rolfing vesults of
6 nntil ke gets a number between 1 and 5.

Misfire!

12’5 common practice for players
to vefer te the ariillery dive as a
‘misfive dice’ — chigfly becanse
You can guarantee that it'll roll
& misfire ar the most
inappropriate moment.
Conversely, more superstitions
plavers refer to it slavishly as an
artillery dice, simply because
they believe that saying the
word ‘misfire’ is enough o jinx
a forthcoming dice roll. Thus
has been borne the convention
that it is an ‘artillery’ dice
when you voll 11, and a ‘misfire’
dice when your apponent does.

o’




Flame eemplate

3" Small® template

5" Large’ template

© Games Workshop Lid 2008. All rights reserved, Permission is granted to photacopy for personal use only.
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TEMPLATES

Some spells and war machines are so
powerful that they don’t just target a single
model or unit, but have an ‘area effect’
which might encormnpass (and often utterly
devastate!) several different units. To better
represent these, Warhammer uses a series of
three different templates:

* A small round template (3" in diameter)
* A large round template (5" in diameter)

* A flame template (2 teardrop-shaped
template roughly 8" long)

Copies of these templates can be found opposite.
You can photocopy these if you wish, but plastic
transparent versions can be purchased separately.

The templates are used as a way of determining
whether or not models have been hit by an
attack that has an area of effect or blast radius.
When an attack uses a template, it will explain
how the template is positioned, including 2ny
kind of scatter that might occur (scatter is
discussed more completely next in this section).
"To work out which models are hit, you normally
need to hold the template over an enemy unit or
a particular point on the battlefield, and then
look underneath to see which models’ bases lie
partially or completely underneath the template.

Normally, any model that is fully or even
partially underneath the template is hit
automatically with the effect described in the
special rules for the attack. Some models, such
as characters riding chariots and monsters,
might have several different locations that can
normally be hit separately — in these cases a
template is assumed to hit all the locations on
the model. Remember that a model’s base is
counted as being part of the model itself, so all a
template has to do to cause a hit on all the
model’s locations is to touch its base.

SCATTER

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

Place the object on the battlefield, as instructed
by the rule. Roll a scatter dice to determine the
direction of scatter, and any other dice required
by the rule to determine the scatter distance. For
example, if something is said to ‘scatter 216" in
a random direction’ then you’d roll the scatter
dice for the direction and 26" for the distance.
It's normally a good idea to roll these as close ta
the scattering object as possible, to minimise the
inaccuracy that will inevitably creep in as you
attempt to match the vector.

Night Goblin Shaman

If a Hit! is rolled on the scatter dice, the object
does not move — leave it in place and resolve the
rest of the rule.

If an arrow is rolled, move the object in the
direction of the arrow and the distance (in inches)
shown on the other dice, ignoring intervening
terrain, units, etc, anless the rule states otherwise,
Once the object has scattered to its final position,
you can resolve the effects of the rule,

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

| The scatter dice showos a Hitl so
 the template does not move — the
2D6 result 15 ignored,

The scatter dice shows an arrow
50 the remplate moves the distance
shown on the 2D6.




CHARACTERISTIC TESTS

A model will sometimes be called upon to
take a characteristic test. Such a test could
be applied against any characteristic the
model has, save Leadership. A Toughness
test is a characteristic test, as is a Strength
test or an Initiative test, and so on.

Is it Natural?

You'll notice that some of the
rudes refer to & ‘natural’ dice
roll — this yefers to the actual
nmtumber the dice rolled, ignoring
any modifiers that might apply.
This phirase is quite usefil as
there are quite a fow dice
madifiers sloshing avound in the
Warhammer rules, and we
sometines want the dice scores
themselves (without the
modifiers) rather than the total
result (including the modifiers).

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

To make a characteristic test, rol! 2 D6 and
compare the score to the relevant characteristic
in the model’s profile. If the score is equal to or
less than the number in the profile, the test is
passed with no ill effect. If the score is greater
than the number in the model’s profile, the test
has been failed, and something nasty will occur,
as detailed in the rule that called for the test.

Where a madel (or a unit) has more than one
value for the same characteristic, as is the case
with cavalry, for example, a characteristic test is
always taken against the highest of the values,

AUTOMATIC PASS AND FAIL

When taking a characteristic test a natural roll of
6 is always a failure, and a natural 1 is always a
success, regardless of any other modifiers.
However, if the model has a characteristic of 0
or — it automatically fails the test.

LEADERSHIP TESTS

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

To take a Leadership test, roll 2D6. If the result
is equal to or less than the model’s Leadership
value, then the test has been passed. If the result
is greater than the model’s Leadership value, a
suitably dire consequence will occur, as detailed
in the rule that called for the test. This will
rormally involve the unit turning tail and fleeing
from the enemy. Note that a natural,
unmodified, roll of 2 (i.c. rolling a double 1) is
always considered to be a pass, regardless of any
modifiers that might apyply.

If a unit includes models with different
Leadership values, always use the one with the
highest Leadership — warriors naturally fook to
the most steadfast of their number for guidance,

LINE OF SIGHT

Line of sight determines what a model can
*see’. Many situations call for you to
determine whether or not a2 model has line
of sight. A model normally needs line of
sight whenever it wishes to attack an enemy,
whether with sword, spell or bow.

Line of sight literally represents your warriors’
view of the enemy — they must be able to see

their foe through, under or over the battlefield
terrain, and other models (friendly or enemy).

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

Sometimes, all that will be visible of a mode) is a
weapon, banner or other ornament he is
carrying. In these cases, the model is not visible.
Similarly, we ignore wings and tails, even though
they are technically part of 2 model's body:
These rules are intended to ensure that models
don’t get penalised for having impressive
banners, swords, and so on.

Naturally, you can’t ask your models what they
can see — they’re plastic and metal, so a reply
will be some considerable time in coming -
therefore yowll have to work it out on their
behalf. In many cases, this will be obvious — if
there’s a hill or building in the way, the enemy
might be blatantly out of sight. In other cases,
two units will be clearly in view of cach other as
there is nothing at 2ll in the way. On those other
occasions where it’s not obvicus whether or not
one unit can see another, the player will have to
stoop over the battlefield for a ‘model’s eye
view’. This means getting down to the level of
your warriors, taking in the battlefield from their
perspective to ‘see what they can see’.

Whilst every effort has been made to make
sure that the sequencing of rules is utterly
clear, occasionally you'll find that two or
more roles are to be resolved at the same
time — normaily ‘at the start of the
Movement phase’ or similar. When this
happens, and the wording is not explicit as
to which rule is resolved first, then the
player whose turn it is chooses the order.

SEQUENCING j




BASIC RULES AND ADVANCED RULES

Finally, it’s worth remembering that the
rules for Warhammer are broken up into
two distinet halves: hasie rules and
advanced rules.

Basic rules apply to all the models in the game,
unless specifically stated otherwise. They include
the rules for movement, shooting, close combat
and so on, as well as the rules for Panic tests.
These are alk the rules you'll need for your
average infantry model,

Advanced rules apply to specific types of mode),
whether because they have a special kind of
weapon (such as a spear), unusual skills {such as
flaming attacks or the ability to regenerate
damaged flesh), because they are different to
their fetlows (such as a standard bearer or a
mighty hero), or because they are not normal

infantry models (2 knight, a cannon or even 2
Dragon). The advanced rules that apply o 2
unit are indicated in the entry for the unit in
their relevant Warhammer Armies book.

BASIC VERSUS ADVANCED

Where rules apply to a specific model, they
always override any contradicting basic rules.
For example, the basic rules state that a model
must take Panic test under certain situations,
If, however, that model has a rule that males it
immune to Panic, then it does not test for Panic
— the advanced rule takes precedence.

Dwarf Warrior

On rare occasions, a conflict will arise between a
rule in this rulebook, and one printed in a
Warhammer Armies book. Where this occurs,
the rule printed in the Warhammer Armies book
always takes precedence.

ST T o nren e et T,
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A Warhammer battle is a chaotic thing. Units of bellowing warriors charge and
counter-charge, hacking at the foe with axe, sword and cleaver, The ground
trembles to the hooves of galloping cavalry. Archers blacken the skies with arrows,
cannons belch forth death and puissant sorcerers wield devastating masics.

N

In order to turn the maeistrom of battle into a

manageable game, players alternate moving TURN SUMMARY

and fighting with their units. So, one player

will move and fight with his forces &rst, and 1. MOVYEMENT PHASE

then the oppenent will move and fight. This Here, you move any of your units that are

process is then repeated, with the first player capable of doing so. See the Mavement

moving and fighting again, and so on untii the rules on page 13 for more details of how ;
game is done, to do this.
During his turn, a player can usually move 2. MAGIC PHASE

and fight will all of his units. For convenience In the Magic phase your Wizards can cast

and flow of game play, we divide a player’s spells, whilst your opponent attempts to

turn into four main phases: Movement, dispel them. See the Magic rules on page 28

Magic, Shooting and Close Combat, Jor move details on casting spells

"This means you move any models you want to 3. SHOOTING PHASE

first, then cast spells, then shoot and finally You now shoot with any of your units that
resolve any close combats. This process helps are capable of doing so. See the Shooting

to keep track of what is going on and makes it rades on page 38 for mere detasls on how to
easier to know when one player’s actions are resolve this.

over and the opponent can start his turn {(and

take his revenge). 4. CLOSE COMBAT PHASE

During the Close Combat phase all troops
in close combaz fight. This is an exception
10 e wormal turn sequence in that both
secdes fight, not just the side whose turn it
is. More snformation on fighting close
combats can be found in the Close Combar
redes on page 46.

;
—————

THE TURN SEQUENCE

In a complete game turn, both players
get a player turn, each divided into the
Movement, Magic, Shooting and Close
Combat phases, as shown opposite.

EXCEPTIONS

While playing your game of Warhammer, you'll
accasionally discover exceptions fo the general
turn sequence laid out above, when things are
worked out as they oceur rather than in any strict

One game turn will therefore comprise two order; or p.erhaps that both.anyers Wm have to L
player turns, each with its own Moverment, do .sometlnng at the sar'nﬂ t{me. Occasionally the 2
Magic, Shooting and Close Combat phases. actions of one playcr' will trigger the sudden =
Whenever a rule refers to a ‘turr?, whether in appearance of a particular troop type, or may

this book, 2 Warhammer Armies book or an ac.tivate some special rule or occurrence, When

expansion, it means ‘player turr?, otherwise it t}us.happens., the exceptional rule will contain all

will specifically state ‘game ture the information you need to resolve it.




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

Moving an army is an important and often
decisive part of the Warhammer game. When
opposing commanders are well matched,
movement can be as challenging and satisfying
as a good game of chess. However, unlike a
chesshoard, the tabletop is not divided into exact
squares. Instead, movement is determined using
a measuring tape or ruler.

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

Any exceptions that apply to chargers and
fleeing troops are discussed in the relevant sub-
phase. Also, a few units move in a special way
(flying creatures for example). These are
exceptions to the usual rules which, for the sake
of convenience, are discussed later in the baok.

MOVING YOUR UNITS

A unit can move straight forward any
distance up to its Movement value (M)
in inches,

In Warhammey, a basic move for any model,
and therefore any unit of models, is to move
forward a number of inches up to their
Movement characteristic.

Remember that individual maodels are not
permitted to leave their units and so a unit
effectively moves as a single entity. If, for
whatever reason, there is more than one Move
characteristic in the unit, then the entire unit is
treated 2s having the same Move value as the
slowest model.

Units are cumbersome, and find it hard to
change direction. Models (and units) must move
forward in a straight line, unless performing a

manoeuvre, which we’ll discuss in 4 moment.

Give ‘em an Inch...
For many years, gamers have
noted the ease with which their
apponents have mis-measured,
all the while trusting to their
own precision. The trutk of the
matter i3, of conrse, that we all
make measuring mistakes from
time to time — the odd
imprecision is inevitable. The
best attitude is to be as precise as
YOt can in Your own
measurements, be tolevant of any
Zenwine mistakes made by your
opponent and to measure the
distances for any crucial action
before any models are moved or
dice are rolled, QF course, if your
apponent consistently tries o take
advantage in this manner, he's
clearly not someone you want to
play again.

I" APART

‘Whilst moving, a unit is not allowed to
approach closer than 1" to another unit,
friend or foe, or impassable terrain.

This rule is purely for clarity. It’s important to
be able to tell at a glance where one unit stops
and another begins. If they're too close together,
this can be particularly difficuit — especially if
both units ook the same. Similarly, in the case
of two units from opposing sides, the 1" apart
rule makes it absolutely clear whether or not the
two units are merely close to one another (in
which case there will be an inch between them)
or in close combat (they’ll be in base contact).

Youw'll notice that this rule does not apply to the
charge moves discussed later. This is quite
sensible, as the whole point of charging is to get
a unit into base contact with an enemy.
Occasionally, 2 unit will have approached to
within 1" of a unit it did not charge as the result
of moving into contact with a unit it did charge.
This is perfectly acceptable, although players
may wish to nudge the units further apart to
maintain a suitable degree of clarity.

When moving models it is a common mistake to measure the distance from the front of the
base and then place the model so the back of its base is on the far side of the tape measure,
This ds incorvecs, as 4 adds the entire length of the model’s base {or the upit’s bases) to the
distance moved.

Always wse a
common
PIEASUTING

B point — in this
example, the

Jfront of the

First rank.




MANOEUVRES

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

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

Also, none of the models in the unit may move
more than twice their Movement rate as 2 result
of a manoeuvre (i.e. Men with Move 4 can
move up to §%).

Dartk Eif Spearman

6 wiecl) one corner of the formation fs moved forward while leaving the apposite corner
stationary to act as a pivet. The unit swings round the wheel and completes the manossvre
Jacing a different direction. Here we see a2 unit wiaking three wheels to move round a wwood. |

When a unit rrms, it can change its namber of ranks
or files (A), the divection it 45 faving (B), ar both (C).

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

Performing a wheel is often the best way of
making a modest alteration to the direction 2 unit
is facing whilst still being able to advance. When
performing a wheel, the leading edge of the
formation moves forward, pivoting round one of
the front corners. The unit swings round &ike the
spoke of a turning wheel and completes the
manoceuvre facing a different direction. You don't
need to measure the distance wheeled by a
charging uait, but during the Remaining Moves
sub-phase, wheels are measured as follows:

When 2 unit performs a wheel, every model
counts as having moved as far as the outside
model. Once the wheel is complete, you may use
any movement that the unit has remaining, A
unit that is not charging can wheel several times
during its move, and indeed can mix forward
movement and wheeling, as long as it has
enough movement to do so. Units are not

allowed to wheel backwards,

REFORM

You can completely rearrange your unit,

so that it js facing in any direction, by giving
up all other movement and shooting.

A unit of troops can change the direction in
which it is facing and rearrange its formation all
at once by means of a manoeuvre called a reform.
The leader issues the order to adopt a new
formation and the troops move to assume their
new positions,

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

A reform is a complicated manoceuvre and
ordinarily prevents the unit from moving any
further that turn, and also stops it from firing
missile weapons in the Shooting phase. However,
it’s worth noting that if the unit has a musician,
there is 2 chance it will be able to carry out.the
reform and still be able to move, and even shoot
if it has the appropriate weapons (see page 95 for

TR
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THE MOVEMENT PHASE SEQUENCE

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

Each urit will normally only be allowed to act in
one sub-phase (with the exception of Start of
Turn} unless it has special rules that permit it to
do otherwise.

THE FIRST TURN

At the very start of a battle, it is unlikely that there
will be any units in range to charge, and there
shouldn’t be any fleeing madels just yet either.

This means that unless some specific special rules
are in play, or you have 2 model such as a Chaos
Spawn that always moves in the Compulsory
Maves sub-phase, you can skip straight to
remaining moves in the first player turn.

1 START OF TURN

MOVEMENT PHASE
SUMMARY

START OF TURN

Some models have particular actions they
must take at the start of the turn,

=

3

. CHARGE

The player can now attempt to have his
uniis charge into close combat,

3. COMPULSORY MOVES

Sometimes a player has #o choics over
whether or not or how to move a unit, most
commonly when they are fleving,

4 REMAINING MOVES

As the name suggests, this is where all other
moVenient 15 vesolved — ‘normal’ moves, for
want of a better phrase,

The player first resclves any actions or rules
that must happen at the start of the turn.

Some warriors will have special actions they
have to perform at the start of the turn (Orcs
and Goblins have to test for Animosity, for
example). Such rules are not commen, and
their details will be clearly stated in the relevant

Warhammer Armies book. If you don’t have
any actions to perform during the Start of Tarn
sub-phase, it’s worth using it as a tide break (or
breathing space) between one turn and the next
where you can remove stray casualties, errant
dice and all the other bits of gaming detritus
that builds up on the battlefield as the game
goes on.




2. CHARGE

The Charge sub-phase is perhaps the most
tmportant part of the Movement phase — this is
where you’ll unleash your forces to the bloody
work of close combat. Battles can be won or lost on
the iming of 2 charge. Charge too soon, and your
troops wll tire and lose momentum before they
reach the enemy and the charge will fall short;
wait too long and the enemy will instead charge
you; but choose the nght moment and the
momentum of the charge will sweep your warriors
to glorious victory.

Chances of Charging

To maximise your chances of
niaking @ swccessfil charge, it's
werth knowing that your
average charge range will be
equal to the unit’s Move value
added to 7 (this being the
statistically most likely resuit of
rolling 2D6}. So, for example,
a unit of Skaven (Move 5) 45
quite likely to charge around
12" A shoreer distance is a
safer bet, but if attempting o
longer charge, you will need 2
bit of extra luck on your side.

When you declare a charge, one or more of the
models in your unit must be able to trace a fine
of sight to the enemy unit, and the target must
lie at least partially within the charging unit’s
front are.

CAN I CHARGE?

Not all units can charge. The most common
reason for a unit being unable to charge is
because it is already fighting in close combat,

CHARGE
SUMMARY

i Declare a charge.

ii. Resolve charge
reaction.

iii. Go back to step

wish to charge
have done so.

you like,

1,

until all units you

iv. Move all charging

units, in any order

In this sub-phase, yow'll choose one of your units
and declare the charge you want it to make. Your
opponent wilt then have the chance to have his
unit hold its ground or react to the charge, either
by standing and shooting or fleeing.

Once the charge reaction has been resolved, you
can nominate another of your units to declare a
charge, and so on, until all of your charges have
been declared and reacted to — then you get to
make your charge rolls and resolve the charges.

DECLARE CHARGE

The player picks one of his units and
announces which enemy unit it will charge.
The enemy must malke its charge reaction
before another charge can be declared.

The first thing you need to do in the charge
sub-phase is to declare any charges you wish to
malke. Except in a few unusual circumstances,
you are never forced to charge. It's almost
always your decision, so dor’t let a glib-tongued
opponent tell you otherwise! However, charging
is the only way for units to reach close combat
with the foe. If you want to attack an enemy
then you must charge him — you simply cannot
move into close combat without having declared
a charge.

To declare a charge you must indicate which of
your units is charging, and which enemy unit it
is going to charge. For example, you might wish
to declare that your Slkaven Clanrat unit is
charging the High EIf Spearmen.

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

but other circumstances, such as fleeing, or the
effect of a special rule, can also prevent a unit
from declaring a charge. These other situations
are fairly rare, and they will be clearly explained
when you encounter them.

A unit cannot declare an impossible charge — i.e.
one that it cannot possibly complete, either
because the enemy unit is outside of the
chargers’ maximum possible charge range, or
because intervening obstructions make it
impossible for the unit to make 2 charge move
that allows it to move into contact. Note that if
such obstruction is ancther unit, and there is a
chance that the intervening unit will mave out of
the chargers’ way before the charge is
compieted, the charge is ‘possible’, and therefore
can be declared (remember that you still need to
see the target to declare the charge though!).

To make such a judgement, you’ll need to know
how a charge move is completed (see page 18).

CHARGE REACTION

An enemy unit that has had a charge
declared against it must hold or perform a
charge reaction — shooting at the chargers or
retreating from the threat. Once the charge
reaction is complete, the charging player can
declare a charge with another unit, until he
has declared all the charges he wishes to.

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

Depending on the target’s armament and
general fighting ability, it might choose to steel
itself for the charge’s impact, all the better to
fight off the attackers, fire a volley of asrows or
other missiles into the oncoming chargers, or
simply decide to opt for discretionary valour and
flee from the foe. '




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

considered to Hold.

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

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

STAND AND SHOOT

If a unit elects to perform a Stand and
Shoot reaction it readies its missile weapons
and gives the charging unit a swift voley.
QObviously, a Stand and Shoot reaction can
only be declared if the unit has missile
weapons of some kind.

As the unit requires time to aim and fire its
weapons, 2 Stand and Shoeot reaction can only be
declared if the range to the enemy is greater
than the charging unit’s Move characteristic.

For example, if a unit of Ores (Move 4) declares a
charge against a unit of Empire Handgunners, the
Handgunners con only declars a Stand and Shoot if
the Ores are more than 4" away.

Ifa Stand and Shoot charge reaction is declared,
the unit makes a normal, although out of
sequence, shooting attack against the charging
unit (see the Shooting Phase on page 38 for
more details on shooting attacks). Once the
shooting attack, and any Panic test caused by it
(see page 62), have been resolved, the unit is
treated as having declared a hold reaction.

A Stand and Shoot reaction can be declared
against an enemy unit that starts its charge
outside the firing unit’s maximum range — the
shooting is resolved normally assuming the
enemy is just within maximum range of the
shooting unit’s shortest-ranged weapon. If the
charge fails, for whatever reason, we assume that
the chargers closed to within the weapons’
maximum range before being driven off.

In most cases, there’s no downside to a Stand
and Sheot over simply holding. Yowll probably
manage to pick off 2 few enemies as they charge,
so it's normally a good idea to shoot if you can.

Let me just get something
from my wagon...

Flezing isn’t just the last resort of
cowards and scoundrels.

A canny general can use a timely
Flee! to pull a hot-blooded
enemy out of their battleline and
into @ trap, there to be pounced
on and annihilated, QF course,
such measures arew’t without
risk — your flecing unit might
never rally and, worse, conld
spark panic up and down your
oton battleline,

FLEE!

Finally, a Flee! reaction is exactly what it
sounds like: the unit turns tail and runs
rather than receive the charge.

Yow’ll normally want to declare a Flee!l reaction
if you think that your unit has no chance of
surviving the ensuing fight. A Flee! reaction is
not always voluntary — units that are already
fleeing must declare a Flee! reaction, and certain
terrifying creatures may force an otherwise
steady to unit to Flee! instead of other options
(see the rules for Terror on page 78).

If a unit chooses a Flee! reaction, for whatever
reason, use the following procedure:

* Immediately turn the unit about its centre so
that it is facing directly away from the centre
of the charging enemy unit (ignore other units
or impassable terrain). This turn is ‘free’ and
does not reduce the distance the unit will flee.

= After turning, the unit flees 236" in the
direction it is facing, as described under Move
Fleeing Units in the Compulsory Moves
sub-phase (see page 25).

It should be noted that a Flee! reaction does not
guarantee escape from oncoming chargers. If the
fleeing unit rolls poorly and the chargers roll
well, the fleeing unit might yet be caught, as
we'll discuss later.

(2) They then flee
Straight forward a

distance equal to their
Fleel roll (in this case
3+3=6").

(1) The Chass Warriors Fleel
| from the Ore Boyz. They pivot
round their centre until they
| are facing directly away from
the centre of the Qe unit,




Crypt Ghoul

Unlikely Flights
Semetimes you'll find that the
Jlee rules create nnnsual
situations, for example, a unit
running headiong towards the
enemy lines, or pevhaps flecing
Jrom a small enemy unit and
hurling irself imto the arms of
mach wmore dangerons foe. This
may seem peculiar at first, buz
#5 entirely defiberate. Floeing
troops dow’t have much
situational awareness — they're
50 fixated on the thing thot
spurred them to flight that they
don't vecognise other dangers
untsl it’s too late,

REDIRECTING THE CHARGE

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

Each unit can only make one redirect per turn.

FLEEING OFF THE BATTLEFIELD

If a fleeing unit touches the edge of the
battlefield (or indeed has spilled over it), the
entire unit is removed from play and counts as
destroyed. We assume that having fled so far
from the battle, the remaining troops scatter,
regrouping only after the battle is over,

CHARGING MORE THAN ONE UNIT
A unit can normally only declare a charge at a
single enemy unit. Howevey, if there is no way at
all of completing the charge against an enemy
unit without touching another (sometimes
known as ‘clipping’) then the charging unit must
also declare a charge against the other unit(s).
Each target unit must declare and resolve its
own charge reaction {in the order chosen by
their controlling player). As normal, any units
that do not declare charge reactions are assumed

te hold.

THERE'S TOO MANY OF THEM!
A unit might well be called upon to make
several charge reactions over the course of a
Charge sub-phase, if it is charged by several
enemy units.

A unit can only Stand and Shoot once in a
Charge sub-phase — there is no time to reload.
"This is not to say that the Stand and Shoot must

be used against the first charging unit - the

chargee can opt to Hold against the first charge
and Stand and Shoot against the second charge.
It could even then elect to Flee! in reaction to a L
third charge if it wished! §o

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

For example, a unit of Night Goblins declares o
charge against a unit of High EIf Archers. The
Elves could stand and shoot at the Goblins, biut
think they might well be charged by the Woif Riders
Lurking nearby so elect simply to Hold in response to
the Night Goblin charge. As it turns out, the

Wolf Riders do then declare a charge agatnst the
Elves, who take the opportunity to Stand and Shoot
against this second charge. Finally, the Orc and
Goblin player unleashes kis true attack ~ a charge
by a unit of Black Orer. Having already ‘used up’
their Stand and Shoot, the Elves declare that they
will turn tail and Flee!

ROLL CHARGE RANGE
AND MOVE CHARGERS

With zll the charge reactions declared and
resolved, it’s time to see whether or not the
charges were successfull There are many
factors that can prevent a charge hitting home.
The unit might become disordered as it surges
forward, with warriors jostling one another in :
their haste to reach the prey. Perhaps the

charging unit is simply unwilling to close with

the enemy, and therefore hesitant in their

advance. Or it may simply be a loss of

momentum as the chargers tire more quickly

than it was believed that they would.

Work through the charges one at a time, in any i
order decided by the player whose turn it is, 0
calculating the charge distance for each and ]
resolving the resultant successful or failed
charge before moving on to the next unit (the
only exception is when several units charge a
single target — see page 23).




CALCULATING CHARGE RANGE

A unit’s charge range is equal to 2D6" plus
its Movement value. If the charge range is
equal to or greater than the distance to the
enemy unit, the charge is successful. If the
charge range is less than the distance to the
enemy, the charge is failed.

As you might expect, the charge range of a unit
is based on its Move value — a faster unit can
charge further than a slow urit, as is entirely
sensible. That said, it is only right that units can
charge further than their Move value, as we're
assuming them to be goiag all-out in order to
get to grips with the foe. To represent this, as
well as the caprices of fate, a unit's charge range
is the sum of its Move value and a 2D6 roll in
inches or 2D06+M. This can make charges
somewhat uncertain at greater distances — just as
they would be in real life,

With the unit’s charge range established,
measuze the distance between the charging unit
and its target. If the distance is greater than the
charge range, then the charging unit realises that
if has insufficient momentum to reach the

enemy and instead makes what we call a failed
charge. If the distance is less than or egnal to the
charge range, thea the charging unit has reached
the enemy and makes a successful charge.

If youw're charging several enemy units, remember
that the rolled charge distance must be sufficient
to reach both units, otherwise the charge can only
be resolved against those units within range.

FAILED CHARGE

A unit that malkes a failed charge moves
directly towards its target a2 number of
inches equal to the highest dice rolled for
the charge.

A unit that makes a failed charge has started
towards the enemy, but soen realises that it is
impossible to cover the distance. The warriors
in the unit lose impetus as the enthusiasm for
the charge peters out.

If a unit makes a failed charge it moves
directly towards the target 2 distance equal to
the highest score rolled on the 2ID6 of the
charge roll (i.e. if the dice showed 2 and $, the
failed charge move would be §"), wheeling
around impassable terrain and units, both
friends and enemies, by the shortest route.

Beastman Gor

The Chaos Warviors have declared a charge against the Gablins.
The Chaos Warriors® normal move is 4", and they manage @ roll
o 6, for a toral charge range of 10", Alus, the Gobling are 11°
away - the charge has failed. )

The Chaos Warrior unit must now move 5" (the highest result of

the two dice they rolled), wheeling to face directly torwards the
Goblins.

T
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Unexpected Problems
Sometimes you'll declare a
charge thinking that it can be
completed, but then discover
that praximity of other units,
terrain or fust whimsical and
unkind geometry (by which I
nean Gt won't fit’) prevents the
charge fram being completed. In
such civeumstances, 1 find it
best to treat the charge as
having failed, using the rules
given earlier. Alternatively, you
and your apponent might agree
that the sensible thing to do is
declare that the charge never
actually happened,

MOVE CHARGERS

Successful chargers now mave into base
contact with the enemy. They move directly
forward, but are permitted one wheel of up
to 90° as they move, and another of :
unlimited arc once in contact. As many '
models as possible from the two units must

be brought into bhase contact.

If your charge range was sufficient, it’s time
to complete the charge and move into base
contact with the enemy. A charging unit can
move an unlimited amount — it’s already been
found to be within charge range, so we don’t
worry about distance from this point on.

That said, the charge move is subject to an
important restriction: the unit must move
straight ahead, except that, during this move,
it may make a single wheel of up to 90°.

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

I's important to note that a unit can move to
within 1” of another unit when charging — not
just the one that it is charging — this is the only
time that this is normally allowed.

Aligning to the Enemy

On most occasions, moving the chargers in the

manner described above will leave the charging

unit and the target unit in base contact at a peculiar '
angle with an odd gap in between, which looks

fairly strange. Of course, what would happen in a

real battle is that the wartiors of the two units

would quickly move to attack their enemics and, in

so doing, close the gap — so this is exactly what we
do in Warhammer,

Once the charging unit contacts the enemy

unit, it must perform a second, bonus wheel if i
required to bring its front facing into flush

contact with the facing of the enemy unit that

has been charged, maximising the number of

models in base contact on both sides. We refer

to this a5 ‘closing the door’.




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

A charging unit’s position when the charge is
declared determines whether it charges into
the front, flank or rear of the enemy unit. If
the charging unit 15 in the target’s frontal zone
when the charge is declared then it charges
inte the front.

As units generally begin the game facing each
other, this is the most commaon situation that
will arise. However, if the charging unit comes
from the flank zone, it charges into the side; if
in the rear zone, it charges into the rear,
Whether a charger is in the front, flank or rear
of its intended target is determined before
charges ar declared, so make sure you check
before charge reactions are declared.

If a charging unit straddles two zones, then
the unit is considered to be in the zone where

the majority of the models in its front rank are.

If there is no clear majority, roll a dice.

These Goblin Weif Riders are
wholly within the Dwarfs’

Jarward are, so charge the front of
the enemy unit,

Int this case it is hard to tel]
where the majority of the front
rank lies, so it 35 best to roll a
dice 1o decide between o flank
and rear charge.

Front to Back
Facing is hugely important in
a close combat — if you're
attacking the enemy in the
Slank or vear; you're muck
miove likely to win the fight,
That’s why it’s absolutely
crucial that, if theve’s doubr ay
2o which facing your unit will
be charging, you discuss it
with your opponent when the
charge is declared — he might
not be sxpecting your unit #s
his rear!

In this unt, three out of the ffve
Goblins in the front rank are in
the Dwarf3’ flank, so the unit
charges into the flank.

The majority of these Wolf Riders
are in the rear arc of the Dwarfs,
so they make a rear charge.




UNUSUAL SITUATIONS If no amount of finagling can allow the unit to

Sometimes a charging unit can move into avoid the chstacle, the charge fails.
contact with its target, but cannot close the door

because something else lies in the way, normally There is one important principle that you should

R

another vnit or a piece of terrain, Where this always keep in mind when charging: under no ;
happens, the charging player should attempt to circumstances can a unit use its charge move to
complete the charge in such a manner as to move into contact with an enemy it has not i
avoid the obstruction. This can normaily be declared & charge against. !

i

achieved by increasing or decreasing the amount
the charging unit wheels as it moves, or
changing how the charging unit closes the door.
In some cases the enemy unit might have to
close the door with the chargers instead (see
diagram), as they would do in reality.

The charging nnst cannot close the doow, becanse a vock 45 in the
way, 50 the enemy unit does instead




The Gobling’ controlling player must now use the free wheel and
{ alignment moves 1o bring an equal number of modsls from both kis
units (or as near as possible) inio contact with the Darfi.

Both Gablin units have declared charges agasnst the Duwarfs, and
havoe rolled sufficiently high to complete their charges successfully.

CHARGING A FLEEING ENEMY

If, for whatever reason, a unit completes a charge
against a fleeing enemy, move the charging
unit(s) into contact with the flecing enemy as
described earlier and then the fleeing unit is run
down by the chargers. Most of the unit is hacked
apart or trampled to death, and the few survivors
head for the hills with no intention of fighting
further - remaove the entire unit as casualties.

A charging unit that destroys fleeing troops in
this way will often find itself pulled out of
position and valnerable to enemy counter-
charges. Accordingly, we allow the charging
unit to attempt a reform by passing a
Leadership test. If the test is failed, the troops
are 50 overcome with hacking at the fallen
corpses that they do not have the chance to
reform. If the test is passed, the unit
immediately makes a reform manoeuvre (see
page 14). In either case, the unit cannot move
further during this Movement phase.

MULTIPLE CHARGES ON A UNIT

1f several units have declared a charge against a
single unit, then roll the charge distance of these
units at the same time. The charge moves of the
charging units must be made as far as possible
to equalise the number of models fighting from
each charging unit. Remember, however, that
your primary goal is always to maximise the
number of models fighting ~ it is acceptable to
have more models fighting from ene unit than
from another, if to do otherwise would reduce
the overall number of models fighting.

On occasion, exceptional dice rolls from
charging units might mean that more units can
complete the charge than can fit in base contact
with the target. When this happens, the
controlling player of the charging units must
nominate which units complete the charge.
Those units that cannot complete the charge

against the target are counted as having made a
failed charge.




Flee!

Movement Etiquette

The narure of & game of
Warhammer, the varied tervain
3t 15 fonght over and the stability
of the models themselves means
that 4t is impossible to be
absolutely accurate about the
movement of troops — the odd
Sraction of an snch wil]
inevitably appear or disappear
as lines are neatencd and models
edged together. On the whole,
this need ot cause concern
during play as it i better to keep
the game flowing rather than
worrying about unavoidable
imprecision. Where a move i
especially important or an exact
mieasurement is critical, it is
good practice to agree what you
are doing with your opponent
before moving any trops.

S

3. COMPULSORY MOVES |

Generally speaking, a player can move his units
however he wishes within the confines of the
rules governing movement. However, sometimes
troops go out of control for some reason, either
because they are overcome by sheer terror,
because they are compelled by magic, or because
they are disorientated (or just not very bright to
begin with). The player has no control over the
movement of such troops and so these are
referred to as compulsory moves,

All compulsory movement is carried out after
charges have been resolved, but hefore other
movement takes place.

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

RALLY FLEEING UNITS

The player takes Leadership tests for each
fleeing unit he has. If the test is passed,
the unit stops fleeing and immediately
reforms. A unit that has less than 25% of

its starting models left can only rally on a
roll of double 1.

Battlefields are grim and deadly places, where
the threat of death (or a fate worse than death!)
forever lurks. As the game goes on, some of
your warrlors will inevitably lose heart or be
terrified out of their wits by the unremitting
carnage all around them. It is a fortunate general
who can rely on his men to press on through
thick and thin, no matter what horrors the day
brings. All too often, warriors will break from
the fight and flee the battle, electing for a chance

MOVEMENT
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of survival over martial duty. Fortunately for
you, during the Compulsory Moves sub-phase
you are allowed a chance to whip some discipline
into these cowardly curs and get them back into
the fight, where they belong,

During the Compulsory Moves sub-phase, the
player picks any one of his fleeing units and tests
to rally it (as explained below). He then
proceeds to the next fleeing unit and attempts to
rally it, and so on, in any order he wishes, until
all units that are able to make a rally attempt
have done so.

If the unit started to flee in this turn it cannot
attempt to rally — there’s too much momentum
built up aiready!

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

If'the Rally test is failed the unit continues to
flee, as described opposite.

If the Rally test is successful, the unit stops
fleeing. Order is restored as chieftains,
champions and leaders bash a few heads
together, or manage to bellow a few well-chosen
motivational words (or bare-faced threats) over
the thunder of running feet. Whilst the unit is
not yet ready to rejoin the fight, it will be able to
make some very basic manoeuvres and will be
fully fighting fit in time for your next turn. You
may like to mark freshly rallied units with a coin
or counter of some description, so you don't get
them confused with other troops.

A unit that has successfully rallied immediately
makes a reform manocsuvre, as described on
page 14, so that the controlling player can at
least get his troops pointed towards the enemy
again, rather than the wild blue yonder. A rallied
unit cannot perform further actions during the
Movement phase, and loses its opportunity to
make @ shooting attack in the Shooting phase, as
the troops are too busy reorganising themseives
after their headlong flight.

i
k3




v inar g 1 Y A A SRR W |

W N e R VT SRl Bl e i eyl
ekl

MOVE FLEEING UNITS Accordingly, cach fleeing model must pass a

- Any units that do not rally must irnmediately Dangerous Terrain test for each enemy unit or
flee 2D6" in the direction they are tacing. area of impassable terrain that it flees through.
! Kvery model that flees through an enemy unit ~ More information on Dangerous Terrain tests
e ‘ f or impassable terrain must take a Dangerous and impassable terrain can be found in the
' i Terrain test. Battlefield Terrain chapter on page 116.
If, despite the player’s best efforts, a unit There are consequences for 2 unit fleeing
continues to flee, it will continue its headlong through friends as well — having allies stream
E ; fight for safety, moving 2D6" straight ahead in past you in a panicked state is not conducive to
; the direction i is facing. Seme particniarly swift maintaining your confidence in victory, after alll
' | units flee faster, but we'll discuss those later on. Any unit that has friends flee through it must G
; take 2 Panic test, as described on page 62, as Bresounian Grail Pilgrivs
As flecing troops are assumed to have broken soon as the fleeing unit has completed its move.
‘ formation, they ignore obstacles of any kind
as they retreat, Fleeing troops move through As soon as 2 fleeing unit moves into base contact
other units (friend or foe) and impassable with the battlefield edge, it flees the battle and
terrain, as they are assumed to run around the does not return — we assume that its warriors
obstruction, or force their way through, fuelled scatter ta the four winds. Such a unit counts as
as they are by sheer desperation. If the flee move  destroyed to all intents and, more importantly,
would result in the fleeing unit ending up ‘on all rules purposes.
top’ of or within 1" of another unit or impassable
terrain, then it carries on fleeing straight OTHER COMPULSORY MOVES
forward unti! it is past the obstruction, and Aside from fleeing troops, units that are forced
will then halt. to move in the Compulsory Maves sub-phase

otherwise follow the normal movement rules,
Flecing through enemies or impassable terrain is  unless clearly stated. Any further rules that

j not without its dangers. Enemies may be quick-  apply to units that have a compulsory move will
witted enough to capture or slay several of the be described in their entry in the relevant army
flecing troops as they run past, white the sheer book, for example, they will often have to move
drops, deep water and dense undergrowth of at a set speed or in a given direction. These
impassable terrain present all kinds of hazards to  compulsory moves can be resolved in any order

]' a wurrior more concerned about what he is the controlling player wishes, providing that al}

i’ running from than what he is running into. Flee! moves have already been completed.

e
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As the Ore unit s flesing through an cuenmy wait, any

o Seeiny models that wrove throngh enemy models fnarked
here i wohite) must take a Dangerons Tervain test, Tioo

Jail aud are removed as casnalties.
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All the Right Mouves
05 casy to see remaining moves
as being a litile wnimportant
after the intensily of the
charging, but nothing coutd be
&Y firiher from the truth, 105 here
that yor're zaing o st wp yonr
next tw’s charges (tv say
notling of this turi’s mayic and
shooting attacks). Just
remeales; that the closer you
meve to the eienty, the more
fikety he is to charge you in his
Sottowing tnra.

4. REMAINING MOVES

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

MOVING YOUR UNITS

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

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

MOVING BACKWARDS

Units can not only move forward, they can also
move backwards. Moving backwards is a tricky
propasition, and warriors tend to shuffle
carefully rather than stride purpossfully when
moving backwards. To represent this, 2 unit that
moves backwards moves at half rate, i.e. it
counts the distance moved as being double
what it actually is.

MOVING SIDEWAYS

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

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

For example, a wuit of Efves (Move 5) would be
able 1o move 5" forwards or 3" (2.5" ronnded up)
backwards or to the side.

MOVEMENT
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MARCHIN

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

Marching at the double allows troops that are
away from the heart of the battle to move more
rapidly. This represents the swift movement of
reserves 1o a critical area by means of a rapid
march and helps to ensure that units do not get
stranded away from the fighting.

Marching troops move at twice their normal
Movement rate, with weapons sheathed or
shouldered. They are literally ‘going at the
double’. A unit on the march is not permiited to
reform, as this would disrupt its movement, nor
is it allowed to move backwards or to the side. It
can wheel as normal, as you might imagine «
column of troops would in order to follow a
road, for example.

It’s also worth noting that a unit that has
marched in the Movement phase cannot shoot
missile weapons during the Shooting phase, so
think carefully before you commit your missile
troops to a march.

ENEMY SIGHTED!

A unit that is on the march s not prepared for
combat, so troops are reluctant to march whilst a
potendially threatening enemy is nearby. If you
wish a unit to march when 2 non-fleeing enemy
unit is within 8", it will first have to take a
Leadership test. If the test is passed, the unit
disregards the nearby foe and marches as
ordered. If the test is failed, the unit refuses to
march and will only be able to move normally.
Note that if 2 unit attempts an Enemy Sighted!
test and fails, it is still treated as having
marched, even if its controlling player then
elects not to have the unit move at all,
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LONE MODELS
AND MOVEMENT

{Inits that consist of a single model, such as
raonsters, chariots, lone characters or sole

survivors of annihilated units, are mostly
moved the same as other units.

‘They move, wheel and march just like a larger
unit. The one exception is that a single model
can pivot on the spot as many times 2s it wishes
over the course of its move. It can do so without
peaalty and so pivoting does not prevent models
from marching, or even from shooting later in
the turn. This represents the greater freedom of
movement that an individual creature enjoys
over its fellows in a ranked-up and disciplined
unit — although a lone model that pivots on the
spot does count as moving for the purposes of

= shooting and so on.

On some oceasions, notably when charging, a
lone model has to perform = wheel (when
charging, a lone model must follow the normal
charge rules, which do not allow pivots, only
one wheel whilst moving, and another to ‘close
the door”). In this case, wheel from one of the
front corners as you would for other units.

-

MOVING OFF THE BOARD

Except in the case of fleeing troops (os
discussed earlicr) and pursuing troops (see
the Close Combat Phase on page 56) units
are not permitted to move off the board.

REINFORCEMENTS

Sometimes the rules will call for a unit to
enter the battle. Where this happens, we
refer to the unit entering play as
reinforcements.

Units that enter the battle (also referred to as
moving onto the board) as reinforcements are
placed in base contact with the board edge
(upon which board edge, and where, will
depend upon the rule that triggers the
reinforcements) facing directly towards the
battlefield and with all of its rear rank touching
the battlefield edge.

A unit that enters as reinforcements cannot
charge, as it has missed its opportunity to
declare charges, and may not march, but can
otherwise participate in the game normally. It's
worth bearing in mind that the unit counts as
having moved for the purposes of shooting.
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The Warhammer world is an intrinsically magical place, where mystical energy }
infuses the very land itself. In battle, magic is a force as real and potent as a sword
blade. The battlefield use of magic is limited only by the imagination and skill of the

Wizard that wields it. Magic can be a subtle force, infusing allies with strength and
valour, and enemies with frailty and dread. More commonly though, wizards
unshackle the raw power that is at the heart of magic’s chaotic nature, summoning
hungry firestorms or devastating bolts of eldritch power.

With the Movement phase completed, it's time
for your Wizards to unleash their powerful
sorceries. You'll find that the Magic phase taps
into some of the rules detailed fater in the book,
so if you're not yet familiar with much of

WIZARDS

Warhammer be prepared to do a litde ficking
back and forth as you read through this section.
As with everything in Warhammer, the more
you play, the more you’ll remember without
having to constantly refer to the rulebook.

Models that can cast spells are known
collectively as Wizards, although specific
armies might use other terms.

Before we get into discussing the Magic phase
proper, it’s worth taking a little time to introduce
the idea of Wizards and their spells. Only
beings that possess awesome mental might can
even hope to bend the powers of magic to their
will. Lesser persons would be consumed in an
instant, their souls torn apart by unfettered
energies or devoured by cackling Daemons.
Tven the mast accomplished of sorcerers walk a
narrow path at the edge of sanity, between
ultimate power and total annihilation. In
Warhammer, we commonly refer to a model able
to cast spells as a Wizard. Some races use
different terms, such as sorcerer, shaman or seer,
but all of these and others are considered to be
types of Wizard.

WIZARD LEVEL
Wizards have a level from 1 to 4. The higher
a Wizard’s level, the more powerful he is.

Naturally, not all Wizards are equals - mastery
of magic increases through dedicated practice.
As one might expect, a thousand-year-old High
Llf mage will likely have more magical power in
his little finger than an upstart acolyte of one of
the Imperial Colleges of Magic has in his entire
body. We need a system for sorting between
these levels of wizardly potency, and that system
is the Wizard level.

The higher a model's Wizard level, the more
accomplished a spellcaster he is. A higher-level
Wizard will know more speils than a lower-level
Wizard. Similarly, he'll be able to put more
power behind his spells and receive higher
bonuses when attempting to cast them. There
are four Wizard levels, each more powerful and
learned than the next, If yow're unsure what
level any of your Wizards are, refer to the
relevant Warhammer Armies book for details.

SPELLS

Each Wizard knows a number of spells equal
to his level, chosen randomly at the start of
each battle.

In the Magic phase your Wizards unleash their
magical power in the form of spells. Spells can
be terribly destructive or powerfully protective,
or might confer special abilities of some form.

Wizards are assumed to know dozens of
different spells, or even hundreds, from
complicated time-consuming rituals to party
tricks, charms and minor alchemies. However,
when it comes to a battle only a limited selection
of magic is of any vahie.

The number of spells a Wizard takes into battle
1s equal to his Wizard level. Some powerful
Wizards have more, but this is most definitely
the exception to the rule. You must roll for each
of your Wizards' spells before they are deployed
to the battlefield — see the Reference section,




THE LORES OF MAGIC

The Lores of Magic are lists from which
Wizards generate their spells. Different
Wizards have access to different Lores of
31agie. The eight most comnion lores are
presented in the Reference section.

is has already been hinted at, the possible
zpplicarions of magic are many and varied,
icading to a potentially vast array of spells 1o
choose from. Fortunately for our gaming
vomvenience (to say nothing of our already
ienuous sanity) very few Wizards in the
Warhammer world have the gumption to
harness the full spectrum of magic, and instead
concentrate on mastering one or more magical
disciplines, or lores.

There are many magical lores. Most represent
fragments of ‘pure’ magic as practiced by the
Ifigh Elves. Each lore has a particular character,

which is reflected by each spell within it. The
Lore of Metal, for example, is grounded in
alchemy, and its spells therefore act through the
transmutation of one substance into another.
The eight most common lores, echoing the eight
disciplines that the High Elves once taught to
men, are collated at the back of this book.
Almost all races can use one or more of these
lores, depending on the character of said race,
and its magical methods. Many races also have
access to their own, unique spell lores, such as
the fearsomely destructive Waaagh! magic of the
Orcs and Goblins. Where this is the case, the
relevant Warhammer Armies book will contain
the necessary spell &ist(s).

Choosing Your Lore

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

THE MAGIC PHASE SEQUENCE

Now we've established the basic principles of
Wizards and their spells, it’s time to dive into
the Magic phase. The Magic phase starts with
hoth sides determining how much magical
puwer can be tapped into this turn. The player

whose turn it is (the casting player) will be
secking to draw down enough power to cast his
spells, whilst his oppenent (the dispelling player)
will be gathering magical energy to dispel any
spelis being cast.

‘MAGIC SUMMARY

L ROLL FOR WINDS OF
MAGIC
The Winds of Magic are generated by rolling
2D6. The strength of the Winds of Magic
will determine how many power dice the
cassing player has, as well as how many
dlispel dice the dispelling player has.

2. CAST

One of the casting player’s Wizards now
ALIGIApIS 1o cast @ spell, using power dice. If
the casting attempt fails, that Wizard cannot
attempt another this turn.

3. DISPEL

If the spell was cast, one of the dispelling
Player’s Wixards can now attempt to counter
the spell using dispel dice. If the dispelling
Player does not have any Wizards, a dispel
can still be attempted, but the mumber of dice
is limited.

4. SPELL RESOLUTION

Assuming the spell has been cast and not
dispelled, 115 gffect is now applied

5. NEXT SPELL
Repeat steps 2 through 4 untsl the casting
plager cannot cast, or no lmger wishes to
cast, any more speils,

A Lore unto Itself

Lach of the Warbimmmer spell
lores (ewhether printed in this
baok, or in a Whrhamner
Armies book)} has its neon
Strengifis and toeakiesses. Bear
this i amind when chaosing the
lore(s) you want ta nse,
Sometimes it’s fun to pick a lare
whick is particilarly offective
agaznst a certasn group gf
armies but, as you dow’t always
Anow what you're up against it
may be hest 1o go for a lore
which is gond against ail faes.




Houw many Magicians?

1L ROLL FOR WINDS OF MAGIC

Ty I the Warhanimer world, all
maytc Js derived from the same
sonree — the fickle Winds of
Magic that spill across the
world fimm the Realin of Chaos
in the far north. The potency of
the Winds of Magic wary from
time to tine, wwaxing and

Roll 2D6 to determine the strength of the
Winds of Magic.

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

waning to an incomprehensible
pettern. Wisares must therefore
learn tg ise whalever puoer
the Winds of Mayic provide,

THE POWER POOL

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

whether in enpoering Hreir
spells, o disrupting those of
enenry sorgerers. Thus, magic 45
o a st strategy for ary
Leneral, for thongd) it can sweep

He takes a number of dice equal to the Winds of
Magic rol! and makes up a ‘paol’ of power dice
to represent this reservoir of power. When a
Wizard casts a spell, he takes a number of dice
from the power pool in order to make the
attempt. Accordingly, each time a spelf is cast, the
power pool will shrink a little, thus limiting the
number of spells the casting player can attempt
each Magic phase.

asicle entire armies when the
Winds of Mugie are strong, it is
almusz withont pewer when the
Winds of Magic are lulled,

CHANNELLING POWER DICE

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

Whiist a Wizard cannot control the amount of
power present in the Winds of Magic, he may be
able to channel what power there is and make it
go further. To represent this, the casting player
rolls a D6 for each Wizard in his army. For each
result of a 6, the Wizard has been able to siphon
a little more power from the Winds of Magic —
he generates another power dice, which is
immediately added to the power pool. Fleeing
Wizards and Wizards that are not on the
battlefield (for whatever reason) are not able to
channel. Fleeing Wizards are considered to be
too busy to attempt to channel, whilst absent
Wizards are too far away to contribute.

POWER LIMIT

There is a finite limit on the amount of
power & Wizard can control. The casting
player’s power pool can never exceed 12
dice at any point in the phase ~ any dice
generated beyond this number are lost.

This limit applies to all power dice, regardless of
the source, and includes dice gained through the
Winds of Magic, channelling, from magic items,
special ablities and so on.

THE DISPEL POOL

The dispelling player gets 2 number of dispel
dice equal to the highest D6 roll of the two
Winds of Magic dice.

With the power pool determined, the dispelling
player now determines what resaurces he has at
his disposal with which to counter his enemy’s
spells. By its very nature, disrupting magjc
energy is far more difficult than harnessing it, so
a player’s dispe! pool will almost always be
smaller than his opposite number’s power pool.
The number of dispel dice available to the
dispelling player is equal to the highest D6 rolled
for the Winds of Magic. So, for example, if the
Winds of Magic dice ars rolled and show a 2 and
a 6, the casting player will get 8 power dice (the
total) and the dispelling player wilt get 6 dispel
dice (the highest value shown). These dice are
then placed in a dispel ‘pool’ in a similar manner
to power dice. Each time a Wizard attempts a
dispel, he takes dice from the dispel pool to do so.

CHANNELLING DISPEL DICE

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

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

DISPEL LIMIT

As with the power pool, the number of dice
in the dispel pool can never exceed twelve,

regardless of how those dice are generated.

Any excess is lost.

For example: 1t's the start of the Magic phase, and
the casting player volls to generate the Winds of
Magic. He rolls his 2D6 and scores a 3 and & 5. The
casting player therefors adds a total of 8 (3+5)
power dice o his pool, whilst the dispelling player
adds 5 dispel dice to Kis pool. Furthermore, both
Players can have their Wizards attenpt to channel,
The casting player has 3 Wizards, so can roll 3 dice
in his channelling attempts. Alas, he doesn’t 1ol any
65, 50 gains no exira dice. The dispelling player has
only 1 Wizard, su rolls a single dice, but gets a 6,
wnereasing his dispel pool by 1 10 an impressive 6 dice!




2. CAST

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

Fach Wizard can only attempt to cast each spell
ance per turn. Wizards cannot try to cast spells
it they are fleeing or not on the battlefield.

To cast a spell, 2 Wizard nominates one of his
sjpelis to cast, and declares the target of the
«pell. Before choosing, it’s worth examining the
rules of the spell to determine its maximum
range ~ remember that you can normally
muasure to sce if a target is in range before you
iy to cast a spell. Spells also have targeting
Innitations, as we'll discuss now.

CHOOSING A TARGET

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

¢ The target must lie within the Wizard’s
forward arc.

© The Wizard does not need line of sight ta
his target.

® The target must fie within the spell’s range.

° Wizards cannot target speils at units engaged
in: close combat.

Some spells have a type that enforces additional
casting restrictions, or waives others. There are
five distinct types of spell: augment, direct
damage, hex, magic missile and magical vortex.
Some unique spells, or spells that are printed in
older Warhammer Armies books, do not have a
type ~ their text will contain any casting
restrictions that apply.

Direct damage spells are deadly attacks that
strike the foe without warning. Direct damage
spells can only ever be cast on enemy units.
Sometimes a direct damage spelf will use a
template to determine which models are hit.
When this happens, the template cannot be
placed in such a way that it touches friendly
units or enemy units that are in close combat —
this is not to say that the template won’t scatter
onto friends later, depending on the spell.

Magic missiles are sorcerous projectifes that the
Wizard hurls at his foe. Magic missiles can only
be cast on enemy units. Unlike other types of
spells, magic missiles do require the Wizard to
be able to see his target. Accordingly, a Wizard
can only cast a magic missile at a target that lies
within his forward arc and to which he can trace
line of sight (just as if the wizard was firing a
missile weapon). Magic missiles cannot be cast
at all if the Wizard (or his unit) is engaged in
close combat. Magic missiles always hit their
target automatically.

Augment spelis empower the caster’s allies,
protecting them with scrcerous wards and
magically enhancing their fighting prowess.
Augment spells can never be cast on enemy
units, no matter what benefit the player believes
he might get. Augment spells can even be cast
onto units in close combat to give them a much-
needed boost. Also, targets of augment spells
need not le in the the caster’s forward arc.

Hex spells are the counterpoint to augment
spells, weakening the enemy and making them
easier to slay. Hex spells can only ever be cast
on enemy units. Hexes can be cast onto units
in close combat. Targets of hex spells need not
lie in the the caster’s forward arc.

Note that bonuses and penalties from Hex, Augment
and other spells are cumulative, but normally cammot
take any charasteristics above 10 or below 1.

Magical vortexes are roiling globes of magical
energy that travel across the battlefield, wreaking
all kinds of unusual (and often deadly) effects.
A magical vortex does not have a target -
instead it uses one of the round templates, which
is placed in base contact with the caster and with
its centre within the caster’s front arc, and then
moves as described in the spell.

Unlike most other spells and other gaming
effects that use templates in Warhammer,
magical vortexes remain on the battlefield
(unless they move off it). At the end of every
subsequent Magic phase, each magical vortex
moves in the direction and distance stated in the
spell. If a magical vortex ever ends its move over
& unit, place it 1" beyond the unit in the
direction it was moving. Magical vortexes are
always remains in play spells (see page 36).

Spell Priority

In the Magie phase it’s a lot of
Sin lasiing the enemy to
simithereens, bt that's not the
anly viable tactic. A fat of spells,
hexes and angmients in
particutar; can lelp your nnits
win fights in the forthcoming
Close Combat phase, or felp
them weather the snemy
Shooting and Maygic phases.




Targeting Lone Mode[s
Whan choosing a spell's 1arge,
remember that fune medels are
nnits i aned of themselos, anel
therefare legitinmate rargets for
many spetls,

CHOOSE NUMBER
OF POWER DICE
When casting a spell, 2 Wizard can use from
one to six power dice.

Once the Wizard, spell and target have been
chosen, the player then declares how many
power dice from his pool the Wizard will use in
his attempt to cast the spell. At least one dice
must be taken from the power pool, and 2
maximum of six dice can be used on each spell.

CASTING VALUE

For a spell to be cast, the total of the dice
rolied, added to the Wizard’s level, must
equal or beat the spell’s casting value,

The chosen dice are then taken from the casting
player’s power pool and rolled. The results are
added together, and then added to the casting
Wizard's level to give a casting result. So, if a
level 4 Wizard attempts to cast a spell with
three dice, rolling 1, 3 and 6, the total casting
result would be 14 (1+3+6=10 for the power
dice roll, added to 4 for the Wizard’s level).
Keep the dice in front of you for the moment
yowll need the scores if your opponent attempts
a dispel, as we'll discuss later.

Each spell has an associated casting value, any
number from 3 upwards. Spells with a higher
casting value have greater effect, but require
more pOwWer.

If the casting result equals or exceeds the spell’s
casting value, the spell is cast (though it may be
subsequently dispelled and neutralised by the
opposing player, as we'll discuss later).

If the result is less than the casting value, the
casting attempt has failed. The spel] is not cast,

For example, a Level 2 Empire Bright Wizard is
atempiing to cast Fulminating Flame Cage from
the Lore of Fire. Fulminating Flame Cage Aas a
casting value of 11+, so the Wizard needs to score a
total of 11 or more.

With this in mind, the Wizard’s controlling Dlayer
drcides to roll three dice in the attempt to cast the
spell, and scores 2+4+4 (for a total of 10). This
in itself is not enough to cast the spell, but by the
time the Wisard’s level 15 added, 5t gives a total of
12 (the 10 rolled on the dice plus 2). The spedl is

therefare cast!

MAGIC
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BOOSTED SPELLS

Some spells allow the Wizard the option to
focus more magical force into their casting,
thus extending the effective range, amount of
damage caused or area of effect, Where this
1s an option, it is clearly stated in the speil’s
effect, as is the extra casting cost required to
achieve the additional effect.

Note that if the controlling player does not
state otherwise before rolling the dice
Wizard is assumed to be casting the
standard (and therefore less difficult to cast)
version of the spell, so be sure to et your
opponent know if you're going to attempt a
boosted version!

s dl

For example, the aforementioned Empive Brivii
Wizard conld have cast Fulminating Flame
Cage at a higher level, SHCreasing its range from
24" 15 48", but increasing its casting value Jrom
N to 144 [f he had wished to do so, his
controlling player would have had 10 declare this
tntention before the dice were volled

NOT ENOUGH POWER!

No matter how powerful 2 Wizard might be, he
cannot cast a spell where the total of the naul
dice scores is less than 3. A dice total of 1 or 2
1s always considered to be 2 failure, despite the
level of the Wizard, This is true regardless of
any bonuses, from any source. Even the
mightiest and most learned Wizard needs to
coax a certain amount of raw power out of the
Winds of Magic in order to cast a spell.

BROKEN CONCENTRATION

If 2 Wizard fails to equal a spell’s casting value,
or the total of the natural dice scores is | or2,
not only is the spell not cast, but the Wizard
breaks his concentration and is unable fo cast
spells for the rest of the Magic phase,

For example, a Level 4 Wizard GLIEMPIS ty cast iy
Flock of Daom (easting value 5-+ ). Asstning that
Ais innate magical ability (the +4 bonus for being o
Level 4 Wizard) is sufficient to ensnre that the spalf
is cast, the controlling player chooses 1o nse a single
D6 in the casting attempr. Alas, the dice scores a 2
and, even thaugh the casting total (24-4=4) is
higher than the spell’s casting value (5+), the spell
Jatls. The Wizard will not be able to cast any feither
spells that turn,




IRRESISTIBLE FORCE

If two or more 6s are rolled when casting a
spell, it has been cast with irresistible force.
The spell will be cast automartically and
canmot be dispelled, but the Wizard has to
roll on the Miseast table when the spell has
been resolved.

Magic is fickle, and writhes like a thing alive
even whilst 2 Wizard shapes it to his will. Magic
always strives to be free of constraint, and should
the Wizard mispronounce a single word, or
otherwise miscast the spell, the magic will shatter
its bindings in a burst of incredible energy.
Wizards can therefore be described as not trylng
to empower their spells, but to hold that same
energy in check Jest it prove to be their undoing.

Ifa Wizard rolls two or more unmodified 6s
when determining his casting result, the spell
has been cast with irresistible force. When
seeing if irresistible force has occurred, always
use the actual dice scores, irrespective of
bonuses from special rules or magic items. If a
Wizard is called upon to re-roll the dice for any
reason, it is the second result that stands, as is
normal for a re-roll,

All dice rolled count towards irresistible force,
regardless of whether the dice were power pool

dice, or granted as a bonus from a special rule or
magic item.

For example, a Level 1 Wizard attempis to cast the
Jormidable Life magic spel], the Dwellers Below
(casting value 18+) and rolls four dice, seoring 1, 2,
6 and 6 (for a casting total of 15+ 1 Jor the
Wizard's level). As two 65 woere volled in the casting
atiempt, the spell is cast with frresisiible force — it
doesw’t matter that the casting total is lower than the
Spell’s casting value,

On the one hand, irresistible force is a good
thing, because the unshackling of power ensures
that the uncontained raw magic pulses through
the Wizard's spell and empowers it in such a
manner that it cannot be prevented.

A spell cast with irresistible force automatically
succeeds, even if the casting total is not enough
to reach the spell’s casting value. More
importantly, perhaps, a spefl cast with irresistible
force is impossible to dispel — your opponent
cannet even attempt to prevent the magical
mayhem soon to be unleashed — go straight to
Step 4, Speli Resolution.

However, irresistible force is also a very bad
thing indeed. When irresistible force occurs, the
wildly arcing magic inevitably proves dangerous
to the Wizard and to anyone nearby. Naturally,
the Wizard will do his best to contain the
uncontrollable energy, but success is by no
means guaranteed — this is what we refer to in
rules terms as a miscast,

Chans Sorcever

MAGIC
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Minimising Your
Miscasts

As you've probably woticed, the
chance of gerting a miscast
increases rather rapidlly the
more povoer- dice you nse when
attempiing to cast a spell. This
is afy right and praopes; as the
mare poaoee the Wisard cofls
deron, the less [ikely B is to be
able to cantral it Players will
trergfare want to think cavefinlfy
before deciding hoo many
powoes dice they woish 1o allucare
to g spoll. Whilst jt can be wery
satisfying to get a spefl off nsing
irvesistible force, I afways find
the juy ta be tentpered when a
Swondedering crater is the only
thing 1 have lfi afterwards 1o
remind me of my Wizard,

MISCASTS

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

Once the effect of the spell has been resolved,
the Wizard now needs to roll 2D6 on the
Miscast table to see what happens to him.

You’'ll notice that many of the results on the
Miscast table call for damage (in the shape of
automatic hits) to be caused upon the Wizard or
nearby models. Though we've yet to talk about

O Wizard from the previons example has
presamably wronght significant destruction on the
enemy with his irvesistibly cast the Dwellers Below.
However, it’s now time to pay the piper: As the spell
was cast with irresistible force it was also miseas,
and the Wizard must voll on the Miscast table to
discover his fate. He rolls 26 on the Miscast table
and scores & 7, resulting in a Detonation! resnlt. As a
result, all models in base contact with the Wizard
suffer & Strength 10 hit and D6 dice are lost_firom
the power pool. Painful, but it could have beew much
worse for the Wizard!

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

So, for example, a magic item that caused a
Wizard to miscast automatically would force that
Wizard to roll on the Miscast table, but the spel}
would not be cast with irresistible force.

Similarly, an item that automatically generates

how damage is worked cut, you'll find ali the

information you need on page 42.

2-4

irresistible force would not require a roll on the
Miscast table.

MISCAST TABLE

2D6  Result

2D6

Result

DIMENSIONAL CASCADE. The summoned
magics wrench free of the Wizard’s control, laying
waste to anyone unfortunate enough to be nearby,
Centre the large round template over the Wizard —
every modef underneath the template (including the
hapless Wizard — he is not entitled to a Laok Out
Sir! roll in this case) suffers a Strength 10 hit.

Once the damage has been resolved, roll a Dé. On
the score of 3 or less, the Wizard is cast into the
Realm of Chaos — remove him as a casualty. On a roll
of 4-6, D6 dice are lost from the power pool instead.

CALAMITOUS DETONATION. In his battle to
contain the roiling energies, the Wizard somehow
manages to make the situation worse, feeding more
power into what promises to be a devastating
explosion. Centre the small round template over the
Wizard ~ every model underneath the template
suffers a Strength 10 hit (including the foolish
Wizard — note that he is not entitled to 2 Look Out
Sirlin this case). Additionally, D6 dice are lost from
the power pool.

8-9

10-12

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

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

POWER DRAIN. Through a combination of luck
and skill, the Wizard manages to dissipate most of the
spell’s excess energy, leaving him with 2 splitting
headache and pervading amnesia. Fis Wizard level s
permanently reduced by D3, to a minimum of 0 and
he forgets a single spell for each Wizard level fost {the
first is always the spell that was just miscast — other
spells lost are determined randomly). The Wizard
cannot attempt to cast further spells this phase.
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3. DISPEL

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

CHOOSE WIZARD

In order to attempt a dispel, the dispelling player
first nominates one of his Wizards to make the
dispe] attempt, Unlike spells, dispels do not have
a range and never require the Wizard to see
either the target or the caster — you can simply
nominate any Wizard on the battlefield.

1f the dispelling player does not have an eligible
Wizard to attempt a dispel (or simply dees not
want onc of his Wizards to make the attempt) his
army can attempt to dispel the spell instead.

CHOOSE NUMBER OF
DISPEL DICE

When dispelling, 2 Wizard can use any
number of dispel dice.

Once the Wizard has been chosen, the player
declares how many dispel dice the Wizard will
use i his dispel attempt. Unlike casting, there is
no upper hmit on the number of dice that can be
used in a dispel attempt — though you must use
at least one dice from the pool if you wish to
atierapt a dispel.

DISPEL VALUE

Tor a dispel to suceeed, the total of the dice
rolled, added to the Wizard’s level, must
cquai or beat the spell’s casting result.

‘The number of dice chosen are taken from the
player’s dispel pool and rolled. The results are
added together, and then added to the Wizard’s
level to give a dispel result, exactly as if he were
casting a spell. If the army is attempting the
dispel, no bonus is added to the total.

If the dispe] result equals or exceeds the spell’s
casting result, the dispel is successful and the
spell does not take effect. For example, if the
caster scored a casting result of 15, the
dispelling Wizard would need to score a result
of 15 or more to make a successful dispel.

If the resuit is less than the spell’s casting result,
the dispel attempt has failed. Furthermore, the
Wizard is so preoceupied by his collapsing

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

For example, a Level 3 Wizard is attemping to
dispel an enemy casting of Purple Sun of Xereus.
Fortunately, the spell was not cast with irvesistible
Jorce, but with a casting total of 23, so a dispel
aitempt can be made. The dispelling Wizard rolls
six dice, scoring 1, 3, 4, 4, 5 and 6. Added to kis
Wizard level, this yields a dispel valne of 26,
higher than the 23 required, so the dispel is
successful and the spell does not take effect.

DISPELLING WITH
IRRESISTIBLE FORCE

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

If two or more unmodified 85 are rolled when
making the dispel attempt, the dispel is granted
irresistible force and succeeds automatically,
regardless of whether or not it beats the casting
result of the spell (although it still cannot help
if the spell was cast with irresistible force in the
first place). If a player is called upon to re-roll
the dice for any reason, it is the second result
that stands, as is normal for a re-roll. Note that
a dispel that achieves irresistible force does nat
cause a miscast roll.

DWARFS AND DISPELLING

Dwarfs turned away from spelicraft long
ago. As a result of this, there are no Dwarf
! Wizards, but their race has become highly
resistant to magic.

Accordingly, when a Dwarf army attempts
to dispel, the innate magic resistance of the
Dwarfs grants the army a +2 bonus to all
dispel attempts. Note that if the Dwarfs are
fighting alongside a Wizard (either in the
same army, or as part of an allied foree) for

whatever reason, this bonus is lost w the
Wizard’s presence disrupts the Dwarfs’
i natural resistance. i

Dastardly Dispelling
Remember; you doi’t have 10
dispel everyiing your opponent
thiuws at you — in_fart, yan're
nat likely to have coaiglh dice to
do so. With that in wmind,
prisritise dispelling the spells
that are really going fv bring
Your avwny to a sereeching fall,
Unless you're in real dire
straits, you can affird to lose a
Jew rank and file models far
more than having yonr prize
combat wnit immobilised ar
weakenil. A a final thoughs, if
you shink v opponent has
something nasty up his sleeve, its
best mot 1o commit your bighest
level Wizard o caplier dispels —
you're guing to need his dispel
benus later on, and you won'’t
get it if ke fasls a dispel roll

cariier in the turn,




Duration

A elever soreerer takes nate of”
the duration of his spells —
there's wo point wasting puioer
ot a spetl tat woon’t give yon
any effect betwoeen noze and the
next Magic pliase, The onfy
exceplions to this are “remaing
in play’ spells. As thesy heug
aromnd for several turns,
investing a fitele puwer iuto
them early iy the game frees up
yunr later Magic phases. Of
(OIS, YOy apponent can dispel
remains in play spells in later
turns, but 1w dy so he’s going to
hatve to nse dice ont of his power
ur elispul pools.

g
) A Vanipize Land — master
) ) of necromantic magic.

4. SPELL RESOLUTION

Follow the instructions in the spell’s text.

If the enemy has failed his dispel attempt (or not
even attempted onel), the spell is cast
successfully and its effect is now resolved. Each
spell in Warhammer provides all the information
you need. Many spells inflict hits or wounds on
your enemies — you can find out how to resolve
these on page 40 of the Shooting Phase.

Remember that if your spell was cast with
irresistible force, you'll need to go back and
resolve the result of the miscast as scon as
yow've finished resolving your spell effect.

SPELLS AND PANIC

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

SPELL DURATION

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

REMAINS IN PLAY SPELLS

Spells marked ‘remains in play’ stay in effect
indefinitely when cast. They only come to an end
when the target is slain, or else the caster is slain,
chooses to end the spelt (which he can do at any
time) or leaves the battlefield. The Wizard can
continue to cast other speils (but not the same
remains in play spell in subsequent turns) as he
requires only a little concentration to keep a
remains in play spell going,

If they are not dispelled immediately when they
are cast, remains in play speils can be dispelled at
any point during a subsequent Magic phase, using
dispel dice as normal, or dice from the power pool
as if they were dispel dice if it is your tura.

Remains in play spells do not retain the energy
of their casting, and so 2 Wizard does rot need
to beat the original casting dice roll if attempting
a dispel in subsequent turns, but rather the
minimum casting value listed in the spell’s
descriptien (so there is no need to make note of
each spell’s casting roll). For this reason,
remains in play spells cast with irresistible force
can be dispelled as normal in subsequent turns
A Wizard who fails to dispel a remains in play
spell during his own or the enemy Magic phase,
cannot attempt further dispel or casting attempts
for the remainder of the phase.

SPELLS LASTING MORE THAN

ONE TURN

Some spells do not specificaily remain in play,
but have effects that last one or more turns,
Onee in play, such spells cannot be dispelled,
and remain in effect even if the caster is slain or
leaves the battlefield, unless the spell description
specifies otherwise.




B ND SPELLS
| BOU

Some magic items, often rings and amulets,
and certain troop types, have the ability to use
a form of magic called a 'bound spell’. Bound
spells can be used even if the bearer has
broken his coneentration or is not a Wizard at
al. Possessing n bound spell does not make a
character 2 Wizard — he just has an item that

i can cast a spell.

CASTING BOUND SPELLS
A bound spell is cast just like an ordinary spell
using dice from the power pool (the model
may do so even if it Is not a Wizard). The
required casting value is equal to the bound
spell’s power level. Note that bound spells
never benefit from any casting modifiers that
the user might have (for Wizard level, magic
items, and so forth). On the other hand,
failing to cast a bound spell does not break a
wizard’s concentration, as using an item that
contains & hound spell normally would not
require anything more complex than uttering a
single word of activation.

1o example, & High EIf Noble has the Ruby Ring
of Ruiv, a magic item that contains the lowest lovel
of Virchall as a bound spell of power level 3,
Thercfare, when the Noble altempis to cast the spell,
the casting roll must be equal to or greater than 3. If
the Ruby Ring of Ruin was instead borne bya

Level 2 High EIf Mage, he too wonld need the
casting roll to be egual o or greater than 3 — he
cannol ise his +2 fevel howns o boost the scove.

As in the example above, bound spells are
often tied into 2 spell from a magic lore.
Where this is the case and there is a choice of
casting levels, the bound spell is always the
casier “unboosted’ version with the lower
casting level.

5. NEXT SPELL

DISPELLING BOUND SPELLS

Bound spells are dispelled exactly as other
spells — the dispeiling Wizard must equal or
beat the casting result for 2 successful dispel.

IRRESISTIBLE FORCE

A bound spell can be cast with irresistible
force, just as a normal spell, by rolling two
natural 6s in the casting roll. The bound spell
is then cast automatically, and cannot be
dispelled (but, of course, causes a miscast).

Miscasts
What happens when a bound spell is miscast
depends on the nature of the bound spell.

® If the bound spell is contained within a
magic item of some kind, the item crumbles

to dust and cannot be used again during the
game. Do not roll on the Miscast table.

® If the bound spell is an ‘innate’ ability —
such as those used by a Warrior Priest, for
example, then the model simply cannot cast
further bound spells during this phase, Do
not roll on the Miscast table.

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

Wizards can cast spells in any order, and a player
is free to switch between Wizards at any time
provided that he does not do so until the casting
of the current spell has been resolved.

Remember that, unless specified otherwise, each
Wizard can cast each spell only once per turn.
When the casting player has finished all his casting
attempts, either because he has run out of power
dice or has no remaining or useful spells to cast (or
if 2l his Wizards have had their concentration
broken by failing to cast a spell) the Magic phase
ends, and the Shooting phase begins.

MAGIC
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During the Shooting phase, your army lets fly with the missile weapons at its

disposal, be they bows, cannons or fantastical war machines. Most armies will have
a unit or two of archers, crosshowmen or mighty war machines, and use these
missile units to thin the enemy ranks before the bloody press of melee begins in
later turns, Other armies will field masses and masses of missile units, intending (o
seize victory in the Shooting phase by obliterating the enemy at long range.

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

PHASE SEQUENCE

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

described.

Then proceed to the next unit that is shooting
and continue as above until you have shot with
everything able to do so.

SHOOTING SUMMARY |

1. NOMINATE UNIT
TO SHOOT

2.CHOOSE A TARGET

- Check the shooter can see the target
- Check the target is in range of the weapon

J.ROLL TO HIT
- Shooting modifiers

4 ROLL TO WOUND
3. TAKE SAVING THROWS

6. REMOVE CASUALTIES

1. NOMINATE UNIT TO SHOOT

Pruring the Shooting phase, a model srmed
with a missile weapon can use it to make a
single shooting attack. Madels that have
marched, reformed or rallied this turn
cannot shoot, nor can those that have made
a failed charge, are fleeing or are fighting in
close combat.

WHO CAN SHOOT?

1o launch a successful shooting attack requires a
degree of preparation’as most weapons take a
long time to load or aim. As a result, a model
that wishes to make a shooting attack must have
had a relatively uneventful Movement phase.
The most common reasons a model cannot
shoot are:

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

——

SHOOTING

———— |

® They reformed, rallied or made a failed
charge in the preceding Movement phase ~
they’re too busy getting back into formation.

* They're fighting in close combat (and
therefore for their lives).

* They're fleeing ~ such models are far more
interested in saving their skins than firing
their weapons.

* The model is under the influence of a specific
spell or special rule that prevents it from
making a shooting attack.

This is, of course, not 2 comprehensive st
Other situations will doubtless arise, due to spell
effects, army specia! rules and other factors, Fear
not! These will be explained by the relevant rule
as and when they occur,
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. CHOOSE A TARGET

7 A model can shoot at an unengaged enemy

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

Now vou've chosen the unit that will make the
shootin g attack, you need to choose a target for
it to shoot at. All models in the same unit must
shoot at the same target, so choose carefully,

CHECK THAT THE SHOOTER

CAN SEE THE TARGET

As you might expect, to shoot at an enemy your
warriors need to be able to see it. We use two
stridghtforward rules to determine whether or
not an enemy can be seen. Firstly, the target
enemy unit must lie at least partially within the
shooting model's forward arc, just as it would if
your shooting mode] wished to declare a charge
{if you need to refresh your memory about
forward arcs, see page 5). Secondly, the shooting
model must be able to trace a line of sight to the
targret (information or line of sight can be found
on page 10).

Fire in two ranks

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

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

— i ———

CHECK THE TARGET
IS IN RANGE OF THE WEAPON

All missile weapons have 2 maximum range that
indicates the furthest distance they can shoot. A

detailed summary of shooting weapons and their
ranges can be found on page 88.

A model can normally only shoot at a target if it
lies within the maximum range of the weapon it
is shooting with. The one exception to this is
when 2 unit Stands and Shoots — here we
assume that the charging enemy has entered the
weapons’ range before the unit shoots.

WE CANT ALL FIRE!

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

In such circumstances, we assume that
disciplined troops such as Elves simply do not
fire at ail and conserve their ammunition. On
the other hand, it’s easy to imagine that more
boisterous warriors, such as Goblins, loose their
arrows in an impressive looking (but hopeless
and impossibly inaceurate) volley.

In either case, for gaming purposes, these
modeis do not shoot.

SHOOTING INTO COMBAT

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

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

Target Friority

s wwith any other aitack, take
care lo make sure your shooting
hits kome where you need it the
#itost. There’s 1o denying that a
distinet feeling of wev can be
Jownd from eliminating a small
wist, but sometinies your slings
and arrows are far were
sustably emploved wohittling
dowon that massive infantry
block that'’s working its way
towards yoir lines. Make no
mistake, shooling is wnltkely to
wit the ganie for you, but svery
castealty it causes will help you
when close combal siarts.
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Remembering the
roll To Hir

T Hit scores are easy to

the BS of the shooter from 7,
This will give you the numiber
_ You need. Eg a madvl with a
Y BS of 2 wonded weed a roll '3
S o more to bit {7-2=35),

1 Therell be occasions when a
dice will end up not lying flat —
normally because 31 got canghu

Yo up against @ unst. Such ‘cocked
sy dice” are a touch inconventent,

"o and certainly they seem to

: ;) bedevil important rolls more

7 often than trivial ones. 1 find

£ the best way of dealing with o

T cacked dice is to re-voll it if the

) vesult isw't cear: Other plavers
oo prefer tu resroll any dive that
i torally flat (thus aveiding

"y ANy subjectivity) or sliminate

st Hhe problem altogether by

Ty hakiug suve they ondy voll dive
L on a tatally flat sirface.

rementber if yor simply subtrare

i @ wedge of terrain or propped

3. ROLL TO HIT

Roll a D6 for each shot fired. The model’s
Ballistic Skill determines what score they
must equal or beat to hit their target after
any modifiers have been applied.

Not all shots have the same chance of hitting.
Some warriors are simply better at aiming than
others, as reflected in a higher Ballistic Skill
(BS). The higher the individual’s BS, the
greater his chance of hitting.

Tb determine whether you hit, you must make a
roll to hit, L.e. you roll 2 D6 for each model that
is shooting. Note that the number of Attacks a
mode] has will not affect the number of shots —
each model can shoot only once.

Count how many models in your unit are
shooting and roll that number of dice. Tt is
easiest to rofl all the dice at once, although you
der't have to. If there are a lot of models
shooting, you might need to roll several batches
of dice. The following table shows the minimum
score you will need to hit.

Ballistic Skifl

1 456 7
To Hit score 6

210-

(=]

g 10

2.3

23
54
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Each dice that rolls a number equal to or greater
than the value required has scored a hit. Each
dice that rolls less is a miss.

For example, you fire with five Empire Archers.
Men have BS 3, 50 you need a score of at least 4
to st You roll five dice and score 1, 2, 2, 4 and 6,
whick equals two hits and three miisses.

Troops with a high BS have a To Hit score of 1,
0 or even a negative number (as shown above).
Of course, you cannot roll less than 1 on a D6
so in Warhammer a To Hit roll of 1 on a D6
always fails, regardless of the dice modifiers 2nd

Ballistic Skill of the model.

TN
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SHOOTING MODIFIERS
Raw skill is not the only factor to determine the
difficulty of a shot. Many battleficld conditions
can alter the accuracy of missile fire, and we
represent these with a series of shoating
madifiers. Shooting modifiers are applied to the
dice roils before they are compared to the score
needed to hit, making the shot more difficul,
and therefore less lilkely to succeed.

Continuing the earlier example, if the five Fompire
archers had a -1 modifier applied 1o their showting
attack, all of the dice would count as rolling one puiis
lower than they actually did. As a resuls, those dice
would need to score a point higher, and instead of
needing 45 to ht, they world novw need 55,
Accordingly, only one archer wosld have hit

7+ To Hut

If shooting modifiers result in a required
score of 7 or more, it is still possible to hit the
target. As it is impossible to roll a 7 or better
on a D6, you will first need to roll a 6. Then,
for each shot scoring a 6, you need to roll a
further score as shown on the chart below.

So, for example, in order to score an 8, you
must first roll a 6 followed by a 5 or better. If

you require a score of 10 or more then it is
impossible to hit the intended target — the
shots are lost.

7 6 follewed bya 4, S or 6
8 6 followed bya 5 or 6

9 6 followed by a 6

10+ Impossible!

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

Moving and Shooting -1
Firing at Long Range -1
Standing and Shooting -1

Target Behind Soft Cover -1
Terget Behind Hard Cover -2

MOVING AND SHOOTING
Models that moved for any reason during the
preceding Movement or Magic phase will have
less time to aim, making their shots less accurate
and suffering a shooting modifier of -1.
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FIRING AT LONG RANGE

Missiles lose power and accuracy long before
thev reach their maximum range, so any shots
mk;n at an enemy that is further away than half
the weapon's maximum range suffer a -1
shooting modifier.

o example, @ short buso has a maximum range of
10", Furgets woithin 8" are in short range, Targets
it wre more than 8" and within 16" are in long
sunge awd so the firers suffor a -1 sheoting modifier

STANDING AND SHOOTING

IHaving a bellowing enemy bear down on you
whilst you're trying to aim is most distracting,
Nodels that are making a stand and shoot
reaction suffer a -1 to shooting modifier.

COVER

I the majority of the models in the target unit
for, when firing against a single model, more
than half of the tirget model) is obscured from
the shooting model’s view by other models
(lriend or enemy) or by terrain then an
additional To Hit medifier is applied. This will
b classed s cither soft or hard cover - see
right. 1t is common for some models in the
liring unit to have something in the way, and for
others to have a clear shot. Where this happens,
simply resobve the two sets of shots (and thus
the two sets of To Hit modifiers) separately.

Target Behind Soft Cover

Soft cover offers a little protection against
missile fire, but its main advantage is to hide the
target from view. If the majority of a unit is
obscured by hedges, fences, wagons or other
‘soft’ terrain, it is said to be in soft cover. Soft
cover inflicts a -1 shooting modifier,

Target Behind Hard Cover

Hard cover represents cover of a more durable
kind, like that offered by stone walls, boulders,
buildings and suchlike. We also count intervening
units as hard cover (if they obscure the line of
sight to the majority of the target, of course) as
their presence will play havoc with the shooters’
accuracy. I the majority of a unit is obscured by
such ‘hard’ terrain, it is said to be Hard cover.
Hard cover inflicts a -2 shooting modifier. Note
that the "To Hit penalties for hard and soft cover
do not stack ~ in a situation where a target would
benefit from both soft and hard cover, simply
apply a -2 shooting modifier for cover.

i Automatic Hits

l Some unusual attacks (most commonly those

! made by magic missile spells — see page 31)
hit automaticaily. Where this is the case, it is

| exactly how 1t sounds — do not roll for the

| number of hits stated within the wording.

| attack, it instead automatically causes the ’

Fast Dice Rolling

When a unit of models fires, alf
of its weapons are fived together,
so you should ideally roll all of
ats T Flit dice at the same time,
Sometimes there will be
different weapons firing, firers
with a different BS or firers
subject to different shooling
modifiers. In this case, you'll
Jind it easiest to use different
colonred dice, so that these shots
can be picked out. This most
commonly crops up where some
{But not all) of a shooting unit
has the target ot long range — I
simply vall sohite dive for the
short range shots, and red dice
Jor those shus subject to the Img
range mudifier. I always find
red dice to be luckier ('m not
sure why} so I save them for
trickier rolls if there’s a choice.

{f Hhis sas the ‘model's eye v’ then: The Swordsmen (1) are completely visible — thers s nothing in the way, and no cover modifiers apply. The Giant (2)
15 mgre thaw half hidden by the building, so shots against it would suffer from a -2 penalty for hard cover: Stmilarly, the Knights (3} would bengfit from the -2
penalty for hard cover — which is the Stwordsmen in this case, The Flagellants (4), with a front rank 8 models wide, are clearly wiore than half visible, and s
o 1of bengfit from cover Alihongds the majority of the Bright Wizard (5) is visible, he 1s in base contact with a Jence ane so benefits from the special rufes
conferred by obstacles (see page 122), counting as in saft cower (-1 T Hit),
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Memorising the
Wound chart
The T Wonnd chart can seemn a
little baflling at first — it’s got a
lurnddred vesults to choose from,
after all. There s, howeves; a
methed to its madiess,

If your Strengrh is the same as
the target’s Tongluress, yon
afeways necd a 4+ to wonnd,
I8t one point highes; you weed
a 3+, [fyour Strength is
higher stith, you need a 2+ (15
always fail, afier all).
Conrversely, if yonr Strengthh is a
puint lower than the target’s
Tonghness, you need @ 5+ 1o
cause a wonnd, and if it’s lowoer
still yoic're going o need @ 6 —
tine to break oui the red dice.

4. ROLL TO WOUND

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

Hitting your target is not always enough to put
it out of action — sometimes the shot results in
little more than a graze or trivial flesk wound.

Io determine whether a hit causes a telling
wound, compare the weapon’s Strength (not the
Strength of the firer) with the target’s Toughness
characteristic. Each weapon has a Strength
value, given in that weapon’s description on

page 88 — some examples are shown below.

Weapon Strength
Bow 3
Crosshow 4

Pick up all the dice that have hit, and roll them
again. Then, consult the To Wound chart, cross-
referencing the weapon’s Strength (S) with the
target’s Toughness (T). The number indicated is
the minimum score on a 16 needed to convert
the hit into a wound. Any dice that equal or beat
the score shown on the chart have successfully
scored 2 wound)

For example: An Ewmipire Archer shoots his bow as
an Ore. The soldier has a Strength 3 bow and the
Orc is Toughmess 4. The Archer therefore needs o
seore a 5 or more to inflict a wound, If the soldier
had fired a Strength 4 crossbow instead, he wonld
have needed a 4 or more to inflict a wonnd.

Resolving Unusual Attacks

There are several circumstances in
Warhammer that call upon you to inflict
hits upon an enemy — spells being an
obvious example (the Fireball spell causes
D6 Strength 4 hits on an enemy unit), 4s
well as things like the Impact Hits made
by a charging chariot {covered in the
Special Rules chapter). Such hits are
resolved using steps 4, 5 and 6 of the rules
for shooting attacks.

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

—

TO WOUND CHART

1 2 3 4 5

1 4+ 5+ 6+ 6+ 6+

2 3+ 4+ s+ 6+ 6+

J— [P - - N [

TARGET’S TOUGHNESS

6 7 8 9 10

6+ 6+ 6+ 6+
6+ 6+ 6+ 6+ 6+

6+ 6+ 6+ 6+ 6+

E 3 2+ 3+ 4+ 5+ g+
% — s abe me eme g < s ovams s o 4
9 4 24+ 2+ 34+ 44+ ¢ 5+
E.a.; prPP- — . v A—
2 5 2+ 2+ 24+ 3+ 4+
g 6 2+ 2+ 2+ 2+ 34
E 7 2+ 2+ 2+ 2+ 2+
8 2+ 2+ 24+ 24+ 2+
[P S
9 2+ 2+ 24+ 2+ 24

SHQOTING

Mo

T T O mMow




5. SAVING THROWS

" [ach wound suffered may be cancelled if the

controlling player males a saving throw.

3 There are two types of saving throw: armour
saves and ward saves, Armour saves suffer
modifiers based on the Strength of the
weapon, but ward saves are never modified.

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

Note that 2 model can never have a save (of any
iind) butter than 1+ for any reason, and that,
even then, a roil of 1 is always a failure.

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

ARMOUR SAVES

Few warriors venture onto the battlefield without
some measure of protection, be it only a padded
leather jerkin or battered shield, Of course, the
more clite or better funded a warrior is, the
quality of his armour is likely to be better, so
some troops wear chain-, scale- or plate mail,
dramatically increasing their chances of survival.
The level of this physical protection is
represeated by the armour save ~ the more
armour a model is wearing, the higher his
armour save becomes.

The value of 2 model’s armour save is
determined by the equipment it carries, as
detailed in its entry in the relevant Warhammer
Armies book. Light armour provides a 6+
armour save, meaning that a 6 must be rolled to
save a wound, whilst heavy armour bestows a
5+ armour save. Some special types of armour,
such as Chaos armour or the Gromsil armour of
the Dwarfs, grant a formidable 4+ armour save.

et — ——

SHIELDS
A model’s armour save is boosted still further if
it carries a shield. Shields are highly effective in
battle, as they can be used to fend off both
shooting and close combat attacks.

If 2 model carries a shield, the score it needs to
save s reduced by 1 (though this can't take the
save to beyond 14).

For example: A Black Orc wears heawy armonr and
thus has an armour save of 5+. If the Black Orc
also carries a shield, his armonr save increases to 4.

The table below shows the most common
combinations, and their associated armour
saving throws. Note that there are other armour
saving throw modifiers to encounter in
Warhammer — notably for riding a cavalry
mount of some kind, as discussed on page §2.

Armonr worn Saving Threw
None None
Light armour 6+

Light armour and shield 5+

Heavy armour 5+

Heavy armour and shield 4+

ARMOUR SAVE MODIFIERS

Some weapons or creatures are so powerful that
they can punch right through armour. Such
attacks inflict a modifier on the saving throw,
Just as shooting modifiers affect the To Hit roll.

An attack of Strength 4 inflicts a save modifier
of -1, with the modifier growing 2 point higher
for each additional point of Strength. Note that
this means a model could be hit by an attack
whose armour save modifier makes the armour
save impossible to pass — in which case, the save
1s automatically failed.

| Strength 4, 51 6,7[819410!
Armour _ { L.314 l 516 [~7
| save modifier I .

For example, a crosshow bolt (Strength 4) hits o
WArTior wearing lght armour and carrying a shisld
Normally, the warvior would need to roll 5 or 6 1o
make his armour save and avoid taking the woonnd
butt, becarse of the crosshoww’s hitting powoer; a -1
miodifier is applied to the dice roll. Therefors, the

warrior mnst now rolf a 6 1o save.

Dice Overboard

! find it best 10 funore the
resuils of dice that harve
escaped the playing area fir the
vast aund wrusty areas of carpets
below, and always re-rofl the
restidts (Fropefully nu the
baztlefisld this time). Quite
apari from the problews of
convincing your fae that, no,
hanestly, the score was a 6,
errant dice often find their
way into the most nnlikely of
nusks and cramiies, and can
prove exiremely diffienlt to
track down withont the aid of
a toreh as well as cupions
amounls of time and patienys —
botl of wohich arve better
enmployed In the spivited
continnance of the yame.
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WARD SAVES

Of course, the Warhammer world is a place of
magic, of spellcrafted armour and magical
protection, where creatures can have 2n arcane
resifience at odds with a sometimes frail
appearance, For such circumnstances we have the
ward save. A ward save represents some form of
magical protection, be it a spell, enchanted
armour or perhaps even the innate nature of a
Daemon or other magical creature. Ward saves
are not necessarily represented by a model's
equipment — unbound by physical laws,
Daemons and their ik have no need to burden
themselves with weighty armour, for example.

The value of a ward save will always be shown
in a model’s entry in the relevant Warhammer
Armies bock. Daemans, for example, have a
ward save of 5+, meaning that a score of § ar
more is required to prevent a wound. The key
difference between ward saves and armour saves
is that ward saves are never modified by the
Strength of the attack. Just as with armour
saves, a roll of a 1 is always failure, however
good the save.

SHOOTING

Note that different ward saves cannet be
combined to increase a model’s chance of
saving. If a model has wore than one ward save,
simply use the best.

More than one save

Sometimes a model has both an armour save and
a ward save. Where this is the case, the mode]
takes its armour save as normal.

H the armour save is failed (or modified to the
point at which the model cannot pass it) then the
model takes its ward save.

‘Instant Kifls' ]
Some special attacks don’t inflict wounds, 7
but require models to be remaved as !
casualties (after failing a Ld or T test, for :
example). Where this is the case, not only
are no saves of any kind allowed (unless
specified otherwise), but the number of
wounds on the victim’s profile is completely
irrelevant — just remove the model from
play, and hope for better luck next time!

6.
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MOVE CASUALTIES

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

For every model that fails its save the target unit
sufters an unsaved wound (any saves that were
not possible because the modifier was too high
also count as having been failed). Most models
have only a single Wound on their profile, in
which case a single model is removed for each
unsaved wound caused. Individual warriors are
nol necessarily dead, they may just be too badly
wounded to fight on. For our purposes, the
result is the same, so we treat zll casualties as if
they were killed and remove them from play.

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

MODELS WITH MORE THAN

ONE WOUND

Seme purticolarly huge or hardy troops, such as
Ogres, have more than one Wound on their
prafife, Should such a unit suffer wounds, you
must remove as many whole models as

possible. You are not allowed to spread the
wounds throughout the unit to avoid suffering
casualties, fumpting though it may be to do so.

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

For example: A unit of Ogres suffers 5 wounds from
arrow five. Ogres ave huge creatures and each
wiodlel has 3 Wounds. So, 5 wounds equals one
madel dead (3 woinds) with 2 wounds left over.
The woonnds lefi over are wot enough to vemove
another model, so the player must make a nete that
2 wounds have been suffercd by the unit, Tf the anit
takes ansther swonnd fron some other atiack later in
the game, then anatier Ogre model is resoved.

HITS INFLICTING MULTIPLE
WOUNDS

Some war machines, spells or magic weapons are
so destructive that if a model suffers an unsaved
wound from them, the victim doesn’t lose only 1
Wound, but 2 Wounds, or a number of Wounds
equal to the roll of a D3, D6, etc, as noted in the
weapon’s rudes. In such cases, roll to hit and to
wound as normal and then take any armour saves
and ward saves that apply. Finally, for each such
wound that is not saved, rol! the appropriate dice
to determine how many wounds are caused.

A model cannot suffer more wounds than it has
on its profile. Should the model do so, it dies
instantly and any excess wounds are wasted.
You'll notice a single hit causing maay wounds
works differently to multiple hits that each cause
a single wound. This is quite deliberate — it’s
easy to imagine a volley of arrows falling
amongst the members of a unit and killing
several, but a cannonball that hits a single EIf
should always only kill a single Elf, regardless of
how mighty the blow.

MULTI-WOUND MODELS AND
MULTI-WOUND WEAPONS

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

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

SHOOTING AND PANIC

If a unit suffers too many casualties during the
Shooting phase, there is a chance that it will
panic and flee. fFull rules lor Panic tests can be
found starting on page 62,

Wound Markers
Its always worih placing a
markey next 1o o woundsd |
model in order o remind you of

st hows much damage it has

taken, Whils: you'll not

normally have many multi-

Wound models on the battleficld,

ir's the kind of detail that gets

Jorgotten awhen the baitle heats

up, and can prove crucial later

in the game. I normally use a ;
COI OF CONTIETY L0 YEPFESENnt
wonnds, as these can't be easily
confitsed woith anything else.

A lor of peaple nse dice, but T
kave o tendency tv pick them up
aniel voll thenr by mistake,
erusing the recond of wounds
witl ong foll swoop. . .

o —
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You've outmanocuvred your foe, weakened him through spelleraft and shooting -
now it’s time to finish the job! The Close Combat phase is easily the most decisive
part of Warhammer. It’s here that swirling melees are resolved, as your warriors
hack, slice and pummel their way through the enemy ranks. Make no mistake, a
successful Close Combat phase can change forever the fortunes of your army. If
you've prepared well in the Movement, Magic and Shooting phases, victory is likely

e

=, Oops, forgot...
" There'’s a lot to think about when

SN YN camnanding an army —

vt the mest alert of us
j aicasionally have lapses and

7 firget to declare a charge, cast 2
) spell or shoot with a unit.

o A0 frct, P've bren fnowon to
complenly forpet entive phases in
v Sume gaues, 1f your opponent
lucks fike lier's forgotren to do
T soncthing fairly erucial, such as

st declaving a charge with a
;3 Kiltor wiit, fiving a war mackine

o stmilas; it’s constdered good
} forni 1o politely remind him —
ciiny YON W o il through your
ke j wwnt skill enned wot Hiraugh your
; } apponcut’s lapses, after all...

o Ol thhe ather hand, if you reafice
,} that you forger to dy sumething in
& ) a previons phase of the gante, you

W shonld go on with the game and
TN ARY (0 remember i wewt i,
= Backetracking several phases o
" Y gome is very impractical,

T i ant fmpassible!

to be your reward.

Unlike other phases of the game, the combat
phase offers both sides a chance to inflict
damage on the foe, although you, as the player
whose turn it is, will be the one choosing the
order of the combats.

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

Most combats involve a single unit fighting a
single opposing unit, so that’s what we’ll
discuss first. Sometimes however, yowll end up
with a multiple close combat where there is
more than one unit fighting on one or both
sides. Multiple close combats have some
additional rules, which yow’ll find discussed
towards the end of the chapter (page 59). As all
the rules for a normal close combat also apply
to 2 multiple close combat, you’ll probably find
it easier (and clearer) if you just work your way
through the section.

CLOSE COMBAT PHASE SEQUENCE
The player whose turn it is nominates a close
combat involving one or more of his units and
fights a round of close combat using the rules
described. Then proceed to the next close
combat and continue until 21l units have fought.
Resolve each combat completely, including any
flee and pursue moves, before moving on to the
next combat.
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L. FIGHT A ROUND OF CLOSE COMBAT |

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

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

WHO CAN STRIKE?

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

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

Normally, a warrior can only strike blows against
an enemy model in base contact. The most
comumon exception is if he is making a
supporting attack,

e e T
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HOW MANY ATTACKS? |

Models in base contact with one or more
enemies strile a number of blows equal to
their Attacks characteristic.

For most troops this will normally be 1,
although bonuses for additional hand weapons
(see page 91), spells or specia) rules can raisc or
lower the total. More powerful creatures,
characters and monsters will often have 2,5, 4
or even more Attacks.

DIVIDING ATTACKS

Sometimes a particular model will find
itself in base contact with two different
kinds of enemy, perhaps warriors from hvo
different units, or even a rank-and-file
warrior and a character.

Ifa model 35 touching enemies with different
characteristic profiles, it can choose which onc to
attack when its turn to strike comes (before any
dice are rolled),

For example, if faced with an enemy character and
an enemy warrior, you might decide to attack the
warrior because he is easier to Bill, or you could take
a mare heroic patk instead and attempt 1o slay the
enemy character.

Similarly, if 2 model has more than 1 Attack, it
can divide its attacks as the player wishes. Only
the most skilled, experienced or formidable
warriors have more than a single Attack on their
profile, and it seems sensible that such fighters
would have the wits to strike at more than one
foe should the opportunity present itself,

There’s no right or wrong in such a decision - b
Just make sure you declare your intentions to the
opponent before any dice are rolled.

SUPPORTING ATTACKS ;
Warriors in the second rank do not sit idly

by whilst their comrades batde away, but

muster forward to strike blows of their own. ]
We refer to the attacks made by these j
models as supporting attaciss.

A model can make a supporting attack if it is
directly behind a friendly model that is itself
fighting an enemy in base contact, as shown in
the first diagram on the right,




Supperiing attacks cannot he made to the side
or rear. Nor can they he made by madels tha
are i hase contiel with enemies they must

(igrht the more immediate foc!

OF course, @warrior making 2 supporting
atlack is rathey more constricted by the press of
budies than one who 1s face to face with his foe.
‘T represent this, ke can only ever make a
single Atack, regardless of the number of
Atacks on his profile, or any bonus Attacks he
might otherwise be entitled to because of special
rules or other wnasual effects.

Supportng attzcks are made against models in
lsse cemtact with the front rank model that is
leing fought ‘through’. If the front rank model
i 1 hase contact with twe or more enemies
with different profiles, the attacking player can
chunse which mode] to direct the supporting
atacls gainst {before dice are rolled).

THE HORDE

Any unit that is at least ten models wide is
counted as being a horde. Warriors in a
horde ean make supporting attacks from the
third ranl, not just from the second!

This represcats the crush of bodies driving vet
more warriors into striking distance, as well as
the hack smks surging forwards to assail the
wnengiged cnemy warriors. If the unit drops
helow the minimum frontage it ceases to be a
fhorde snd loses the ability to make these extra
supporting attacks.

INCOMPLETE RANKS
Strunge gaps where models are missing from
a runk do not prevent warriors from fighting.

I unit is Hghting to its flank, the models in
the incomplete rank are moved into contact with
the enemy, there to fight and be fought
normally. [1 the unit is fighting to its rear

(or fighting o both flanks) some enemy models
might not end up in huse contact because of the
medels in the incomplete rear rank. In this
specilic situation, the models can fight across
the gap, even i ot physically in base-to-base
ventact, I eeality, the chargers would not have
stopped one step away from the enemy and
would have moved in to continue the fight —
treat these models as heing in base contier with
the enemy,

Aludels tmeerbed bue cean nake SHppHI The antielels in betse comteact ave
atlacks s they are diveetfy bebind o wiodded
attieding noraally {uuided red),
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Drawn Initiative STRIKING ORDER SPLIT PROFILES I

7y Making attacks simulianeonsly Blows are struck in Initiative order. If 2 AND STRIKING ORDER R
docsnt necessarily mean bos model is kiled before its turn to strike, it Where a model has Attacks at two or more i
3 f;::i:f;:d .;t;:{nf:ﬁmz}z;:,y{ does not fight. If Initiative values are drawn,  Initiative values, such as a knight or other 1
“} rade .'".m”/'m”m‘_f; 1;[,'51 /W'f; blows are struck simultaneously. cavalry models (see page 82), resolve each £
o affen gets @ little confising with set of Attacks in the relevant order.
D o many dice rattling around jw 11 the desperate hack and slash of close combat, »
oy e g the advantage lics with those warriors swiftest of  If the model is slain before it can finish striking s
' H A far tidier <ay of resaluing mind and reaction. Slow opponents will often be il of its blows (because one set of Attacks is at a o
v drazon Buitiative, is for ane dispatched by a faster foe before ever striking a lower Initiative than the enemy) then obwiously ¥
_:{:':} player (it dsesi't matter which) — blow, In essence: he who strikes first, strikes to these are lost, just as a model with a single W
7 toreselve blios with his wedels the most devasta ting effect. profile would lose all of its Attacks if it were a
> Siest, Wien I./m has been stain before striking blows,
=7 comipleted, his opponent resolves
blasws wade by his models as if A model’s Initiative characteristic determines o _ ) . C
ey W0 casmalilis had boer consad by who attacks first in close combat. Work your Similarly, on rare occasions, a model w:l‘l} a splir 1l
_L} His apponent’s sl of volts, You'lf way through the Initiative values of the models, profite might be unable to strike some of its 1
,} ,?':‘.':L ff,'ﬁf,',‘,fff’,:,’f",,{,ﬁf::f’,' . starting with the highest and en ding with the blo_ws because all eligible enemies have been i
: el /'u.f.r.can/.%r.w.'ug' !/f:m‘ ."/I;' towest. Models make attacks when their s%am. .Take heart from the fact that such . i
alternative wethods. Initiative value is reached, assuming of course 51ru_atxoz1§ are normaily caused by your warriors “
“ that they haven’t already been killed by a model ~ having killed a great deal of the foe. ' 5
:x with a higher Initiative and that there is still W
i an enemy in- I?asfe contact. Where models have ROLL TO HIT ’ ;
5 t}.m same Initiative, their attacks are made Roll a D6 for each attack. Compare the “
£y simultaneously. Weapon Skill of the attacker and the defender ‘
_ j to determine the score required to hit. ;
T} For example, & umit of Dark Elf Spearmen are K
_ } charged by a unit of Orc Boyz. The Dark Elves To determine whether or not hits are scored, roll W
have an Initiative of 5, while the Ores only have 2 D6 for each Attack a modei gets to make, The ‘
:3 Iuitiative 2. The Elves will go first becanse of their  dice roll needed to score a hit on your enemy ¢
higher Dnitiative. depends on the relative Weapon Skills of the .
j attacker and the target. Compare the Weapon F‘
LA - T Skitl of the model striking blows with that of the f
oy TO HIT CHART target model and consult the To Hit chart 4
TARGET'S WEAPON SKILL (shown to the left) to find out the minimum
) 1 2 3 4| S : 6 7 8 9 |10 score needed to hit. 1
: i l ; i
*:} o4+ 44 . R E S SH |5 S+ s If you look at the chart, you will see that equally Sl]
) 2 34 4t 4+ 4+ ] S+, s+ | seroeg ] se P matched models hit an eneny on a 4+, but if d
: the attacker’s Weapon Skill is greater than that i
' of his target, he will hit on a dice roll of 3+. In
5 3 3.+ 3% AR sl Rl A AN s the rare cases when an targets's Weapon Skil} is A
:} :‘2 4 3+ 34 34| 4t doar | oas | 4+ D4+ | s+ osa more than double that of the attacker, a 5§+ is p
— |5 ; required for a successful hit. W
M} m 5 3+ 3+ 3+ ! 3+ | 44 | 44 LA+ D 4E 4t | 4t , _ ¥
j 29 -, ; If you roll too low, the Att?ck has missed, and if g
S 26 34+ 3+ 3+ 34+ } 3k LA+ |4 a4t | ogs you egual or b'eat the rcguxred score, the Attack ly
5 ,} & has hit. Sometimes modifiers apply to these rolls, b
j S 7 3+ 3+ 3+ I+ 3+ | 34 | 44+ L 4+ | o4+ | 44 but a natural dice score of 6 always hits and a i
4 E — — natural dice score of 1 always misses. o
T8 sk 3+ 3+ 3+ 34 340 3+ | 4+ | 4+ | 4+ %
) - e Continuing our carlier example, the Davk i : 8
. 9 3+ 3+ 3+ 3+ 3+ 34+ 3+ 3+ | 4+ [ 4+ Spearmen are Weapon SEill 4, whilst the Ore Bayz
) e — are Weapon Skilf 3. Looking ar the T Hit chary, we
10 3+ 3+ 3+ 3+ 34+ 3+ 3+ 34+ I+ 4+ can thevgfore see that the Dark Elves will reguire 35
"i . R hily whilst the Ores woill need 4s.




ROLL TO WOUND

Roll u DO for cach attack that hir. Compare
the Strength of the wiencker and the
Toughness of the defender to find the score
required to wound,

Not all hits are going to harm your enemy —
some bounee ofT tough hide, while ofhers cause
only superhicial damage. As with sheoting, once
vou have hit your foc, you must rofl again to see
whether or not cach hitinflicts o wound. Pick up
all the dice that scored hits snd roll them again.

Consult the 1o Wound chart, cross-referencing
e attacker’s Strength with the defender’s
Tongrhness. Both values appear on the profiles of
the ereatures that are fighting, The chart
indicates the minimum score required on a D6
to ciuse o wound. In most cases, you use the
Strength on the attacker’s profile regardless of
what weapon they sre using. However, some
close vonibat weapons give the attacker a
Shrength bonus, ax we'll discuss in the Weapons
chapter on pige 88,

Remember (o roll dice separately for models
with dilferent Strength values.

Crdiniing e buitle on the previous page, the Dark
Fitves are Streagth 3 and Toughness 3, whilst the
Ores are Strength 3 and Toughness 4. Looking at the
o Warene! charri, woe can see that the Ores will need
A5 to wonnidd, soltilst the Eluves will need 5s.

TAKE SAVING THROWS

The cnemy now rolls a D6 for each wound
suffered. If the score is equal or greater
thun the model’s saving throw, the wound
is discounted,

As helore in the Shooting phase, the enemy
player ean try to save’ models that have been
wounded, Fle rolls 2 4 for each wound
suffered by his troops. 17 he rolls equal to or
grenter than the madels save (after any modifiers
have been applied) the wound has been deflected
by its armour. Sce page 43 of the Shooting Phase
il you need a reminder about the different types
ol save and how they work. Remember that
wotnds caused by Serength 4 or higher inflict a
saving throw modificr on armour saves.

Strength 5 6 7 % 9o
Armour -5 -2 L3 -5 n ST

save mendilier

P IS

9L

REMOVE CASUALTIES

Cusualties are removed from the rear rank,
just like models killed by shooting attucks.
Models that have stepped ap 1o replace the
fallen can fight, provided thut their Initiative
step has not passed.

‘With saving throws made or failed, you now
need to remove the slain. Close combat casualties
are removed in the same way as shooting ones.
Although we can imagine casualties falling
amongst the fighting rank, warriors in the ranks
behind will step forward to fill any gaps that
appear. Casualties will therefore be removed
straight from 2 unit’s rear rank. This means that
if 2 unit is big enough, taking a handful of
casualties will not reduce the number of Attacks
the unit can meke back.

It can happen that 2 model causes more
casualties than it has enemies in base contact.
The excess casualties are removed as normal
from the unit as a whole, representing the
attackers fighting over the fallen foes.

It is a good 1dea not to immediately remove
models that are shin from the table, but instead
temporarily place them next to their unit — you
will need to know how many casualties have been
caused when working out who won the combat.

Fast Dice Rolling in
Close Combat
s oith shonting attacks of the
s Ballisiie SEH and 1epe,
o enn vofl W L1t ddive tngether
if they v of the same nitiative
and Wiapan SEill. Nuomratly, §f°
there’s @ bigher Wepon Stifl
present, yoiu'll want to represent
il w r/{‘[il"}'l'll.’ sof f!!.l’/n"l’l‘.
Fhis s not anly beconse the
miaddel{x] woith the better
Wepunt SEH 20il] prrealusbly b
e filely b it the foe, but
etlses decupse they W prodably
have o buher Stiength, move
duvntsteting seapnr wr special
sales Ut atheroise help canse
dumage. Freon i wone of these
Hhingy re iowe b o purtivder
corntt, 1 like 1o onfl dive
seperetely fior inspariant wientels.
That way | van be sure thai ny
characiers, monsicrs cind su on
have lived up to their frursmne
reputation and, woll s mur, so
can my opponent!

r
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TARGET'S TOUGHNESS
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— 1 t + | -t { + -
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2. CALCULATE COMBAT RESULT

Ouce all the models engaged in the combat
have fought, this concludes what we call a
‘combat round’ or ‘round of close combat’.

Now you must determine which side has wor.
Inflicting casualties plays a huge part in seizing

victory, but other factors, such as the sheer mass

of a unit, the momentum of a charge and
fighting downhill, can also prove to be telling.

The winner of a combat is decided by the

number of casualttes, plus certain other bonuses.

To calculate which side has won the combat, we
first need to work out each side’s combat result
scare. We determine combat result score by
adding up the following bonuses:

WOUNDS INFLICTED

+1 combat result for each wound inflicted.

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

Each side’s basic combat result is equal to the
wounds caused in the combat. If’s important to
tally up the number of wounds, rather than the
number of casualties — most characters and
mounsters have more than one wound and it can
take several rounds of combat to siay them.

.‘ Nonetheless, our warriors take heart from the

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

Attacks that kill & model outright (made with a

scored all the slain model’s remaining wounds.

=

CLOSE COMBAT

Killing Blow, say — see page 72) count as having

T e e e o —— .

CHARGE!

+1 combat result if the unit charged.

The momentum of a charge can give your unit

a much-needed boost when breaking the spirit

of your enemy. If your unit charged this turn, it
receives + 1 combat result.

EXTRA RANKS

+1 combat result for each extra ranlk with
at least five models, to a2 maximum of +3.

The extra ranks of a unit’s formation are not
solely there to provide replacements to the
fighting rank — they push the front rank
forward and this momentum can swing i fight

all by itself.

If your unit’s formation is at least five models
wide, you can claim a bonus of +1 combat
result for each extra rank of five or more
madels behind the fighting rank, at the end of
the fight, up to a maximum of +3. Note that
this bonus can be claimed for an incomplete
rear rank, as long as there are five models in it.

Disruption
A unit does not receive combat result points
for extra ranks as long as it is disrupted.

A unit is disrupted if an enemy s attacking
itin the flank or rear, and that enemy unit
has two or more ranks of at least five
models. Smaller units are assumed to have
insufficient mass to cause disruption.

Sometimes, an enemy unit will begin the
round of close combat with enough ranks to
cause disruption, but takes encugh

casualties so that it no longer has two or
more ranks of five or more models. In this
case, it can no longer disrupt the unit it is
fighting and the extra ranks are counted
as normal.

STANDARD

+1 combat result for a standard bearer.

Most troops fight all the harder beneath the

colours or symbols of their city, nation, tribe or

god. If your unit includes # standard bearer, it
receives 41 Combat Result.
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FLANK ATTACK
+1 combat result if your unit is fighting
the enemy vnit’s flani.

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

REAR ATTACK
+2 combat result if your unit is fighting
the enemy unit’s rear.

Fighting the enemy in the rear has all the
advantages of a flank attack, only more so. If
vour unit is fighting the enemy in the rear, it
receives +2 Combat Resulr.

THE HIGH GROUND
+1 Combat Result if the unit charged
downhill.

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

WHO'S THE WINNER?

The unit with the highest combat result
score wins the fight.

After adding together all the combat result
bonuses, you'll be able to determine the
winney, i.e. the side that scored the most.

The other side has lost and might even run
from the fight, as we’ll discuss in the next step.
1f both sides have the same score, the result is
a draw and the combat will continue in the
next turn.

The higher the difference between the winner’s
combat result score and the loser’s, the bigger
and more decisive the victory. An 8 against

7 victory, for example, is only a slight win

UNCOMMON BONUSES

In addition to the combat result bonuses
explained above, there are two other types of
bonus that it’s worth mentioning, but that
won't crop up se often in your games. Each is
tied to a special rule that we’ll be discussing
in more detail later in the book, but for
completeness they are presented here:

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

Troops fight harder under the personal
banner of their lord. Therefore, if your unit
includes a battle standard, it receives +1
combat result, enmulative with any bonus for
a 'normal’ standard. See page 107 for more
about battle standards.

Overkill

+1 combat result per excess wound eaused
in a challenge, to a maximuem of +5.

When a unit sees their enemy's best fighter
cut to ribbons, the carnage most definitely
influences their will to fight. If a character
fighting in a challenge kills his opponent and
scores more wounds than his enemy has
remaining, then each excess wound scores
+1 combat result, up to a maximum of + 35,

Challenges are a special type of close combat
performed only by characters, and are
covered in more detail on page 102.

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

WIPEOUT!

Of course, if one side has been completely
wiped out in the fight, the other side is
automatically the winner. [n such cases the unit
automatically restrains pursuit and reforms

(as discussed or page §7). Alternatively, if the
unit charged this turn it can choose to overrun
(see page 58).

Lor example, @ unit of High Flf
vchers is fighting a uait of
Goblins.

The Goblins iaflict 3 wonnds on
the High Elves, and the High
Elves inflict 4 woounds on the
Goblins. However, the Goblins
have four complete rands in
their wnit, each rank beyoud the

Svst adding - 1 to their seore,

and have charged the ligh
Elves, adding another -+ 1.
This gives them 343+1 = 7
points against the High Eles®
scove of 4,

The ligh Filves hawe therefore
fost the combat, even though
they hawe cansed more casualties
— tite vast wumbors of Gobling
havve sverwhelmed them. The
High Elves will now have to
take a Break test to avoid
Seeing from combar,




3. LOSER TAKES BREAK TEST

The losing unit in o combat must pass o
Leadership test or flee! This Break test is
modified by the amount by which the unit
lost the combat.

In the brutal hack and slash of close combat,
it is rare for warriors to fight to the last man,
Drefeating the enemy is much easier if you can
break the resolve of your opponent.

The side that Joses a round of close combat
rust take a test to determine whether it
confinues to stand and fight, ar breaks from
the combat and runs away. This is called a
Break test. Troops that are better led, braver,
and more professional are more likely to stand
firm, while wild, temperamental troops are far
more likely to run for it.

TAKING A BREAK TEST

A Break test is a type of Leadership test.
However, before rolling the dice, the
difference between the winner’s combat result
score and the loser’s is applied as a penalty to
the defeated unit’s Leadership. If the total is
less than or equal to the ioser’s modified
Leadership, the unit stands its ground and

Despite being disrupted by a flank
attack, this Goblin wnir is soaelfast,
becanse it has more ranks of five ar
mare models than the enciny wit,

This Goblin unit is nar steadfast, becanse
it does ot have more ranks five or more
medels than the enemy wnir,

scttles in for another round of fighting ~ this
close combat has finished for the turn. If the
total is greater than the unit’s modified
Leadership vatue then the unit has broken and
will flee. Note that this modified Leadership
is used only for the Break test and any
subsequent attempt to make a combat reform
— see the next page.

From our earlier example, the High Elves must
take a Break test with a -3 penalty to their
Leadership, becanse the difference beteveen the
scores was 3. High Elves have a good Leadership
value (8) but with the extra -3 penalty their
Leadership is reduced ta 5 for this test, therefore
the player will have to roll 5 or less 1o stand and
Sight. The player rolis 2D6 and scores 7 — this is
greater than the wnit’s modified Leadership, so the
Elves have broken and will flee.

STEADFAST

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

When at war, there’s definitely something to
be said for having vast numbers at your
disposal. Not only will your warriors b
worried far less by the odd fallen comrade
(there’s plenty more where they came from)
but they'll also take heart from being more
numerous than the enemy. To represent this in
our games, we have something called the
Steadfast rule.

Simply put, a unit is considered to be steadfast
if it has more ranks than its enemy. As with
calculating extra ranks for the purposes of
combat resolution, the ranks have to be five or
more models wide for the unit to be treated as
being steadfast. The last rank doesn’t have to
be complete, but must have at least five
models. Similarly, the enemy’s ranks also have
to be five or more models wide to counter
your unit from being steadfast.

Steadfast units can always take Break tests on

their unmodified Leadership (or the General’s
unmodified Leadership if the testing unit is in
range of his Inspiring Presence special rule —

sce page 107). It doesn’t matter whether they
have been beaten by 1 point or by 100 points
they still use their normal Leadership value.
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stead fast starus G being disrupted. A flank
charge might he able to diseupt a unii, but i
can’t prevent the warriors in that unit realising
they outimber the loe.

For example, o it of Fmpive {afberdiers is
attacked in the vear by a wnlt of davmenic
Blooedfetters. Unsnrprivinegdy, the Halberdiers take
quite o beating and end up losing the combat by 7,
Hovoeves; the Blowdletter unit has only 12 models,
arvangeed inta iicn vimplete ranks and a thivd rank of
2 Dacions, whifst the Halberdiers stifl have 30
madels fefl, gioing them five ranks of 6 models. As
ihe  alberlicrs have more ranks than the
Blovlletters, ihey are Steadfast and will 1est on their
s ifived .eadershp of 7.

INSANE COURAGE
I a unir rolls double 1 for its Break test, it
passes it, regurdless of any other modifiers.

Ovccasionally, in the niddle of a battle, even the
humblest regiment becomes filled with steely
courage and discipline, deciding to stand their
ground, no matter the odds! Such unpredictable
ovcurrences ure represented in the game by the
bnsane Cournge rule. This simply means that if
3 undt rolts o double 1 for its Break test, it will
st its ground, regardless of how badly it has
lost the fighe,

For example, 0 nnit of Night Goblns is charged i
the flend by o nnit of Ghans Knights, The combat is
resafved and e Claos Kuights win the fight by 10
fints. e Night Coblins® Leadersiip of 5 means
that they swauled wevd 1o roll -5 or less (assuming, of
consse, thet they are ot Steadfait), which is
abvivnsly impssible. There sill is 2 point in rolling
the dive for the Night Gobling thouh, because there is-
a rensale clutnee of volfing o natiead, mniedified,
cdubfe 1, ineaning that the Night Gablins wordd
brave the ouslenght and heraicatly ( i find ishive)
Sane tielr gronmd,

SaRFAYADI O A AL VALY

Assuming that i unit doesn't Nee the fight, its
leader can attempt to bring more warriors w
bear against the foe. This is [ar easter [or the
winning side, as they have sufficient momvatum,
but a disciplined unit can manage this even if on
the losing end of a combat.

REFORMING FROM VICTORY

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

A combat reform is essentially a standard reform
{page 14) save for the fact that it can be made
even though the unit is in close combat. The
most commeon usage of a combat reform is to
allow the unit to turn to face its enemy (if
attacked in the flank or rear), although it can
also be used to bring more models into the fight
by increasing the unit’s frontage. There is one
special restriction on a combat reform, however
— it cannot be used to get a model (friend or foe)
out of base contact with the enemy if it was in
contact before the reform was made. The model
can be in base contact with a different enemy at
the end of the reform if you wish.

REFORMING AMID DEFEAT
If your unit loses the combat, but does not
flee, it can still attempt a combat reform.

In this case, your unit must pass a Leadership
test to muster the necessary discipline to alter its
formation. Note that this Leadership test is
subject to any modifiers from having lost the
fight, just like a Break test. If your unic is
steadfast (or has the Unbreakable special rule —
see page 78) the test is taken on the unit’s
unmodified Leadership. If the test is failed, your
unit cannot make a combat reform. If the test is
passed, the combat reform can be carried out as
deseribed above.

UNUSUAL SITUATIONS

If both sides wish to make (or attempt to make)
a combat reform, take any Leadership tests
required in order to make the reforms, then roll
off to determine which side makes all of his
reforms first (the winner of the roll-oiT decides).

H o unicis engaged to more than one facing (say
to the Front and one flank), it cannot make
combat reforms,




Should We Stay or
Should We Go?

Your decision ta hold or puesie
soill alimost atways come dason
to o the battle fares when the
comtbat s won. Pursuing a
beaten fue is always tempiing, as
it has o good chance of taking an
anenmy wiit ont of play far woord,
s handing you a significans
advantag for the rest of the
geame. On M other hand, o
parsiing nenit s likely to find
itself prdled out of position, aud
ity frossibly surronnded by
CRCES Just Fehiny to fade
revenge for faffen comrades

There are wsther factors o
constder as well. There's Ll
Jrainl prrsuing an cuenry that
has such paor Leadvrship that
ir's wulikely to rally fn the net
furm, is there? That sasid, if
there's un threat to onr
Jfursners, thent soliy not run the
anenty dion anyioay and thus
make sure? 10s up 1o you to
el Hie vavions factors in the
balance, kurwing that,
SoNatever yar decide, the dice
gl fust betray your anysony,
bocanse that's what diee do. Az
least fo e,

4. FLEE AND PURSUE

If a unit fails its Break test it must flee and
might be destroved as it runs.

However great the slaughter that cccurred in
the clash of swords, the subsequent flee and
pursuit may well be bloodier still. When a uait
flees from close combat, it does so with wild
abandon. Warriors run from the enemy with
all possible haste, casting aside anything that
wight encumber them and giving thought to
nothing other than survival. For the pursuing
unit, such warriors are easy prey, to be hacked
down, captured as slaves or driven from the
field of battle. A regiment that flees from
combat, therefore, is almost certainly doomed.
Only by outpacing the enemy do they have any
chance of survival.

RESTRAIN OR PURSUE?

The victorious unit can choose to pursue
or restrain pursuit.

If the losing unit failed its Break test, it must
flee, but the winning unit now has 2 cheice of
actions. It can pursue the foe, seeking to
solidify the victory by scattering or slaying the
survivors of the fight, Alternatively, the
victorious unit can attempt to stand fast, using
the precious seconds earnt by its victory to
reorder itself and prepare for other fights to
come. Restralning from pursuit in this manner
requires a degree of organisation and discipline
that does not come easily in the heat of battle.

Accordingly, if you wish your unit to restrain
pursuit, it must first take a Leadership test to
see whether or not its leaders have been able to
keep it in order. If the test is passed, the unit
conforms to your wishes and holds position,
and can choose to reform once the defeated
encmy has fled. If the test is failed, then no
amount of bellowing or bullying will be
sufficient to keep the unit in order -- they elect
to pursue the enenmy anyway.

R a—
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ROLL TO FLEE

A unit flees 2D6.

With the intentions of the victorious unit
declared, it's time to see just how badly the
losing unit wants to escape and calculate the
distance that it flees.

Itis difficult to say precisely how far flecing
troops will run because they are no longer
fighting as a body but milling around in a
frightened mob. Indeed, unless the fleeing
troops are all of one mind, confusion is likely
slow their escape, making it all the more likély
they are caught by their pursuers. To represent
the fleeing unit swiftness of foot and reaction,

the controlling player rolls 26, the result is the
Flee roll.

ROLL TO PURSUE

A unit pursues 2D6.

Can the fleeing troops escape their pursuers?
To find out, the pursuing unit needs to make its
Fursuit roll. Like fleeing, pursuit is a hectic and
uncentrolled affair, so we roll 2D6 to determine
if the pursuers were quick-witted and quick-
footed enough to catch their prey.

CAUGHT!
If a pursuing unit rolls equal to or higher

than the fleeing unit, the fleeing unit is
destroyed.

If the victorious unit’s pursuit roll is equal to or
greater than the Flee roll scored by the flecing
enemy unit, the fleeing unit is completely
destroyed where they stand. Al the troops are
cut down a5 they turn to run, or are scattered
beyond hope of regrouping — remove the entire
unit as casualties. In reality not all the flecing
troops will have beea slain, but any who've
survived will be so broken in spirit that there’s
no chance of them fighting again this day.
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MOVe rLELIUNG UINDL

Fleeing unils 1urn around 1o fuce away from
; K 3 .
the victor and then move direetly forwared o

number of inches cqual to their 1ee roll,

I the Decing anit molls bigher than the pursuers,
or has not been ;llll"-llt“l i ali, then it has
escapedd, With o bit of luck, the warriors will
comwe B ther senses nnee the immediate danger
lias puessecd, and omgghi yet play a useful part later

oo the bastle.

Tor realve the 1ew move, turn the unit around
abwnt s centre so hat 1t s facing directly away
from the eneinny unie (ignoring the enemy unit).

Pl st then Hees straight forward a distance
ceual to the resolt of the Flee rolf, This is
ctherwise renled exactly the same as a flee move
w the Mevernent phase (see page 25 for
detnisg, Yindll remember that fleeing troops are
asstumed 1o run around, force their way through
or therwise avoid other units and impassable
tereant in their desperate flight.

RESTRAINING UNITS
REFORM

% unit that does not pursue can perform a
reform manoeuvre.

[P your unif elected to restrain and passed the
test h de so, or wiped out the enemy and did
notiverrun, it cim now perform a reform
anenre, as deseribed on page 14 of the
Mevement phasc.

MOVE PURSUERS

‘The pursuing unit pivots to face the centre of
the fleeing unic and moves directly forward
cqual to its pursuir roll. It will stop 1" away
from any friendly units or impassable terrain,
and will churge an enemy in the way.

With the linal position of the fleeing unit now
determined, it's time to move the pursuers. Turn
the pursuing unit aboul its centre so that it is
facing dircerly rowards the unit they are
pursting - the pursuers then move straight
lorward 1 number of inches equal to the amount
rolled on the dice.

Note that pursuers make this move even if the
Aecing unit was caught, as deseribed carlior —
the "purstie moeve in his ease represents (them

surging forward 10 cut down any stragaiers,
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The Gublins rof} theie e distunee
amd tie Chuns Vitrriars rolf theis
purvsit. The Cubling frave roflod

e Gl wnit picors aromnd
it centre wntit i i fitring
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PURSUIT INTO AN OBSTRUCTION
Unlike flecing troaps, pursuers mainrain
some manner of order and formation.
Therefore, if the pursuit move would take
the pursuers into contaet with (or through)
a friendly unit or area of impassable terrain,
they automatically halt 1" away.

PURSUIT INTO A NEW ENEMY
Tf 2 pursuit move would take the pursner
into contact with an enemy unit, then the
pursuers must charge the enemy unit.

Carry out the charge as you wouid in the
Movement phase, following all the normal
restrictions. However, you do not need to roll
for the charge range — we already know from the
pursuit roll that these unwitting chargers have
momentum to reach the foe, whether they
wished to or not. The charging unit must wheel
and close the door in such a Wway as to maximise
contact, as they would with 2 normal charge.

Naturally, the charged unit is taken by surprise
by this impromptu assault — it is not aliowed to
take any charge reactions and must Hold.

If this enemy unit was already engaged in close
combat, and that fight has not been resolved for
this turn, then the pursuing unit will get to fight
another round of close combat! If 2 pursuing
unit is lucky enough to win a second fight in the
same turn, it cannot overrun and automatically
restrains pursuit (and can reform!),

If the unit that has been charged as a result of
Pursuit was not engaged in combat from the
beginning of this combat phase, or if it was
engaged but that fight has already been resolved
1 this combat phase, the combar is not resolved

straight away, but in the combat phase of the
following turn.

In the following turr’s combat phase, the
pursuers wiil stifl count as charging.

This might result in both sides having charging
units in the same fight, in which case the
charging units on both sides will get the norma}
honuses conferred by charging (e.g. causing
impact hits, henefiting from a Jance’s Strength
honus, cte., wnd other bonuses described later in
this Rules section). Alss, hoth sides will get the
=1 combat resolution bonrus, which will

eleetively cancel cach other nut,

R,
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Pursuit into Flecing Focs.

Faven il the charged unit wax afready Negin,
still cnnat ke any charge reactione, HY PR
PUESUCES e contact witl 11 s you would 1,
unit completing a charve auninst o Necing s,
(see page 23). The fleeing unii is then
lmmediately destroyed and the Pursuing yig
allowed one finai reform,

OVERRUN!

If the victorious unit charged into combgg
and the enemy was wiped out, i cun move
2136 inches straight forward.

If a unit charges into combat and, Iy the e ¢
that round of close combat, all its enemies have
been wiped out as the result of the combat
(rather than the pursuit) the unit can choose (o
make a pursvit move, even with nobody left
alive to pursue. This is an overrun move ang
represents the unit surging forwards, hungry to
find more enemies to fight.

An overrun is essentially a special pursuit move.
When making an overrun, the victorious unit
moves 216" directly forwards, as if they were
pursuing a fleeing enemy to their front, All
other rules governing pursuit moves, such as
intervening units and terrain, apply to overruns,

SWIFTSTRIDE

Some troop types, such as cavalry, can {lee
and pursue more swiftly, as we’ll diseuss i
the Troop Tipes chapter on prages 80.87.

PURSUIT OFF THE BATTLEFIELD

A pursning unit that moves into contact with
the battlefield edge moves off the battlefield,
They're so caught up in their pursuit of the

foe that their momentum carries them clenn
off the battlefield!

Uniike troops fleeing the battlefield, however,
such pursuers are good and keen 1o conie huck
to the fray. Accordingly, we allow them 16 .
enter the board in their next Movenent phase,
using the rules for reinforcements (see page 273,
The unit is placed back as close 1 Passible 1o
the same point from which it Iufi the batelelichd,
in the same formation. Remenhoy that it needs
to face directly towards the |y

atilelicld and have
all of its rear rank aching

b Tantielield edge,
It's often a good idea 1o leave o madel from sucly
Lunitin arder to mark the Position Fromy which

1CHelt the battlelield {astandard bearer iy tdeal).




MULTIPLE CLOSE C¢
I; is p(—)-:i.s‘ih[c (indeed, rather fikely) that
more than 1wo units can become involved in

the sume close combat.

A mubtipde combat is o fight that involves more
than one unit on cither (or even bothi) sides.
Somne examples ol muliiple combats are shown in
the disarams helow. Unless otherwise stated, all
1l rules For g one-on-one close combat also
apply 1o comlat with multiple units on each
side Bewr in niind, however, that multiple
camluts often crenle situations not eatirely
covered by the rules, Tve included a commentary
for the o8l conunen oceurrences here, but
reenemiber: if in doubt discuss the matter with
sour opponeni hefore any dice are rolled.

MULTIPLE COMBAT
RESULTS

Combat reselution works slightly differently in 2
muiltiple close combat. All the casualties inflicted
by hath sides (including overkill bonuses) count
townrds the result as normai, but most other
snndiliers have limitations,

Standards

I multiple close combat, you receive -+ 1
combat result i your side has one or more
standards present in the fight.

Extra Ranks

Similarly, your side receives a combat result
hanus hased on the best rank bonus in the fight,
nol e total rank honus,

Fi excmple, i a unit of Goblins (with 2 extra
suuks] ol fron i same army, a wnit of Trolls
(with I extia rank) are invelved in the same
maltiple cninbas, 1hen the Extra Ranks combat resuls
bontis carned is +2 = the Trolls' rank is ignored.

Flank and Rear

Boruses for flank and rear attucks can only be
carned pnee per unit attacked in the flank or
rear — having muléiple units attacking the same
unit dous not grant additional bunuses.

COMBATS

T C——— i o s —— e,

Charging

In a multiple close combat, you receive +1
combat result if your side has one or more units
that charged this turn,

The High Ground

The combat result for charging downhil! can
only be counted once, by the side with the
highest charging unit (Le. the one that started
the turn highest up).

If twon wits of Deoarfs are
etlaicking e single wni of Cres :
fu the s, or fwik, flanks,

trest thaev connled onfy recesve
LT conbet resall,

elberkitig the rvenr ane the
4 ather is tfecking the flenk,
iy sountd receive o
vantbitted combat resnlt bes
of 3 (41 fi the fland aned
+2 Jar the rear).

4 by einied
3 those Oves woere afl port of the same muliiple combar, the the 1 i fs wonshd seare -+ 2
ol vesuft (1 for each ke piterk),

CLOSE COMBAT




Staying Sane Through
Multiple Combat
Resolution

s you might expect, the more
nnits that et fnvolved i a
windiiple combait, the greater the
chasice for confision as you begin
{0 fof 1up the vavious conbal
veslt bomses invnled,
Favtnnately, becanse woomtds ary
cannted across the whale figfh,
it’s newer as bael as it seems
(afivr afl, wou've lovking fir the
highest rant bonws, one standard
and so vit). That said, e
afwoys fonned it usefil to work
wiil rombal resiiis one unit at a
tinme, plactig dice or sinall notes
as yort yo to keep track of the
score, You can then casily add
aavh wnit’s combar result bonuses
to the muntber of wounnds scored
in et your fiial combat
resofistion score,

Trolt

MULTIPLE COMBATS
AND BREAK TESTS

All units on the defeated side must take a
break test.

When the winning side has been determined in
a multiple combat, you need ta take a separate
Break test for every unit on the losing side,
using the difference in the two combat result
scores as normal.

STEADFAST

Any unit on the losing side can use its
unmodified Leadership for Break tests so long
as its number of ranks is higher than that of any
of the enemy units in the close combat —
compare the unit’s ranks to the enemy unit with
the most ranks in the combat. If even one enemy
unit has an equal or higher number of ranks,
then the unit must test using its modified Ld.

Note that this applies on a unit by unit basis —
having one unit with a higher number of ranks
does not make all of your units steadfast. Units
that have more ranks than any of the enemy
units are steadfast; units that do not, are not.

MULTIPLE COMBATS
AND PURSUIT

It can happen that one or more victorious
units have defeated several enemies that
were engaging them from different sides.

‘Where this happens, bear the following in mind:

PURSUIT

Units on the winning side are each only
permitted to pursue a single enemy unit that they
are in base contact with (declare this before any
Flee rolls are made}. In addition, they cannot
choose to pursue if one or more of the units they
are in base contact with pass their Break tests.
This is quite rezlistic — your warriors are hardly
likely to go haring off after a broken enemy if
there are still fresh and eager foes to face, If there
is more than one pursuing unit, the controlling
player can choose the order in which they move.

FLEE!

Fleeing units must roll greater than the scores
rolled by all of their pursuers in order to get
away. If even one of their pursuers equals or
beats the flecing unit’s score, then the fleeing
unit is cut down, and the models are removed
as casualties.

DIRECTION OF FLIGHT
Where there is a choice of foes to flec
warrjors will always be more determi
avoid the most numerous enemy, The
controlling player decides the order i
units flee.

Each fleeing unit pivots about its cen
(ignoring enemy units) so that it is fa
directly away from the enemy with th
ranks of five or more models (select «
randomly if there is a tie). It then flec
forward in this direction as described

You may find that this involves the flc
turning so that it overlaps one or mor
units in the fight. If this happens, dor
Simply estimate the unit’s new positic
you can by holding it above the rest o
in the fight — il only be there for 2 ¢
before making its flee move, after alll

Phe Gobling 1
Jave divectly o
Srom the cuen
with the larg
smamber of van
e, s every
in the unit ha,

throngh an en
uiedlel, they ea
o take a D
Tervain ten.

e
Tivo of the Gor
have failved the
and are renion
as easiallics,
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DIRECTION OF PURSUIT

Once all flee moves have been resolved
any pursue moves one at a tirne. fn an «
chosen by the controlling player, each p
pivots about its centre so that it is facin,
towards the fleeing unit of its choice, ar
pursues, as described earlier Note that
sometimes lead to a pursuing unit ‘catel
with a fleeing unit that has rolled high «
to escape. In this case, the pursuing uni
stop 1" away (sce diagram opposite).
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SHRINKING UNITS
AND MULTIPLE FIGHTS

Oceasionally, a situation can arise when one or
more units are no longer in base contact with
the enemy, but at least part of the enemy unit is
still ative, This normally oceurs when an enemy
has been charged in the rear — as casualties
come from the rear rank first, this would in
theory leave the attackers stranded from their
foe. Clearly this is Wrong, just as warriors on a
e real battlefield would push on to continue the
fight, and would not stop fighting if the enemy
was standing 2 few paces away, so must
thy warriors on the miniature battlefeld.

Whenever a unit becomes stranded in this
manner, the attacking unit is immediately
nudged (by as small an amount as possible) to
bring it back into contact with the foe. This
move cannot be used to alter the facing the

The Empive player decieles tn mosee Bis sinaller
it of Speavinen fivst. The Spearmen piowt 0
volled hivh enonglt ta cscape, and make their & ’ Sace the floeing Goblin ane start their pursnit
wmwve of 6" Beeanse of their position, this
St wove soonded bring thew back inty contact <oitly
f:g the Gobling, su they hawe to stop 17 aweny.

By,

SEE
s Dhe favger Spearan anit then makes its

i TS

attacker is in base contact with, nor is it an
opportunity to change the attacker’s formation
or charge a unit not engaged in the fight. If the
attacker cannot be moved in this manner, then
the defending unit is moved instead.

NO MORE FOES

In multiple combats it can sometimes happen
that at the end of a round of close combat some
units are no longer ¢engaged with any enemy unit
(normally because the uait they were engaged
with has been completely destroyed). Such units
are out of combat for all purposes and can move
normally from then on. Any combat result
points that unit would have added to the fight
for wounds inflicted are still counted for the
fight’s overall combat resolution, but other
bonuses, such as standards, charges and so on.
are not. Note that such a unit cannot cancel out
steadfast in an enemy:

CLOSE COMBAT
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The battlefield is a disconcerting place, to say the least, full of confusion, death and
unsettling circumstances. Under such conditions, it’s not entirely surprising that
troops might not perform in the manner that you wish them too. Faced with allies
and comrades being slain at the hands of the foe, you may find that your warriors
scatter and leave the battlefield, rather than fight on. In Warhammer we govern
these situations, and the likelihood of them occurring, with the rules for panie.

Panic (and more importantly, resisting panic) is
an important factor in Warhammer. Battles can
sometimes be won and lost because an army
panics and flees, even though it may not have
been beaten in combat.

Troops who are nearby when their friends are
destroyed or run away can easily lose their nerve
and flee, causing other nearby troops to lose
heart until the whole army routs in blind panic.

PANIC TESTS

In earlier sections I've hinted at the times 2 unit
will be called on to take a Panic test, but now
we're going to discuss it in detaii.

A Panic test is simply a Leadership test, as
described on page 10. If the test is passed,
everything is fine, but if the test is failed the unit
will immediately flee as deseribed opposite.

Note that a unit only needs to take one Panic
test in each phase (IMovement, Magic, Shooting
and Close Combat) even if there are multiple
reasons to take Panic tests. Some Panic tests are
taken immediately, and in larger games you'll
find it helpful to mark units that have already
tzken Panic tests, in order that you don’t end up
misfakenly taking another as the phase goes on.

If two or more units from the same army have to
take Panic tests at the same time, the controlling
player chooses the order in which tests are made.

It’s worth noting however that there are three
circumstances under which ever the most
cowardly of units are not forced to take
Panic tests.

° A umt does not take Panic tests if it is in close
combat — the immediate fray blots out all
other events going on around them.

° A unit does not take a Panic test if that unit is
already fleeing — fear has already lent wings to
these warriors, the prospect of further
jeopardy does not accelerate their flight.

* Finally, remember that a unit does not take a
Panic test if it has already passed one earlier in
the phase — its nerve has been tested already!

Assuming a unit is not subject to the
circumstances described above, the most
common circumstances under which it muse
take a Panic test are:

HEAVY CASUALTIES

A unit must take a Panic test immediately if
it loses 25% or more of the models with
which it started the phase.

This test will most commonly be taken as a
result of shooting attacks or damage caused by
enemy spells, but can also be triggered by other
factors that cause casualties, such as miscasts,
misfires, Dangerous Terrain tests or other
special rules. Rather than having a series of very
specific triggers for a Panic test, we use this as a
‘catch-all’ to cover units that suffer high
casualties for any reason.

For example, a unst of 21 models is shat at by an
enensy unit and suffers four casualtios — uot enongh
Jor a Panic test. I the saime phase, another eneiry
unit fores againse them, cansing iwo more casualiies.
Siax out of rwenty-one is above 25%, so the unit st
take a Panic test,




A Heavy Casualties Panic test must also he
taleen (immediately!) by a charging unit if e
enemies Stand and Shoot and inflict 25% or
more casualtics, Where this happens, it can
sometimes result in the ¢harging unit panicking
while 1t is still technically out of range of the
enemy unit’s misstle weapons, which can look a
little odd. Under these circumstances, we
assume the charging unit to have been shot at as
soon as it entered range, panicked and then fled
oul of range again — rather than make ali of
these individual moves, we let the abstraction
save us time and complication.

NEARBY FRIEND ANNIHILATED

tF 2 unit is destroyed for any reason, all
friendly units within 6" must immediately
test for panic,

"F'his covers sitnations such as when a unit is
wiped out by missile fire, magic, close combat,
puesuit or indeed any other occurrence.
Olwviously, it's best to leave the annihilated unit
in place until the tests are taken in order to give
4 point ko measure from.

NEARBY FRIEND BREAKS

If a unit breuks from close combat, all
friendly units within 6" must immediately
test for panie.

Measure from the unit’s position before it makes
any flee move.

FLED THROUGH
A unit must immediately test for panic if
fleeing friends move through it.

For simplicity, resolve the movement of the
fleeing friends before taking and resolving the
Panic test.

This is the most destructive form of panic, as
one unit can panic and flee through another
unit, which in turn might panic and flee through
a further unit, and so on until your battleline is
reduced to tatters,

DIRECTION OF FLIGHT

If a unit fails a Panic test:

* Brought about by heavy casualties. Pivot
the unit on the spot (ignoring other units) so
that it is facing directly away from the unit
that caused the most casualties in that phase —
it then flees as described on page 25.

* Brought about by any other reason. Pivot
the unit on the spot (ignoring other units) so
that it is facing directly away from the closest
enemy unit, and then flees as described on
page 25.

Providing that the panicked unit doeso’t carry
itself off the board with its first flee move, yow'll
have a chance to rally it in later turns, as we
discussed eatlier on page 24.

& i S

The Chaos Warrior unir

has been destroyed in
elose combar. Al
Jriendly nnits withiv 6"
ntist inneedinlely test
Jor Panic — the
destroyed wiit is beft in

4 place niil the tests are
made to ensuie an
acchrale Beasnreniend,

. —_—
THE
FOUNDATION IS
COMPLETE!

The Panic rules mark
the end of the basic
Warhammer rules. You
should now know how
the game turn works,
and how to move,
shoot and fight, as well
as cast spells. It’s
perfectly possible to
play games only with
the rules we've just
discussed, and if you're
new to Warhammer it

| may be worth doing so
to get them fived in
your mind.
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A Compendium

of Special Rules

The reasan iy talking about
apeiial vules su carly is thar
maty of the other rudes 19 be
VTN later are fivd intg the
Spevial rules given hare. Rather
thas hawe the speeial rudes
scaitered avoind e book, and
kave yor bomnce back aned

Jorwoard ke a maddened Synig

Happer; Poc acenmninted the
wmajority here for casy reference.

A Wa

rhammer battle is packed with fantastic creatures and skilled warriopg whoa
abilities are so incredible and varied that the basic rules cannot possibly cover (e

all. For such circumstances we have special rules - uncommon rules to govery

uncommon circumstances.

When a creature has an ability that breaks or
bends one of the main game rules, it is often
represunted by a special rule, A special rule can
boost a model’s chances of causing damage, such
as by granting poisoned weapons, or enhance its
Strength, Alternatively, a special rule can

WHAT SPECIAL RULES DOES IT HAVE?

It may seem obvious, but unless statec} otherwise,
a model does not have a special rule. Most specia)
rules are given to a model by the relevant entry in
its Warhammer Armies book. In addition, a
model’s attacks can gain special rules because of
the equipment it is using. Similarly a model
might get special rules as the result of 2 speil that
has been cast upon it or perhaps even as the result
of it being in a particular type of terrain, Where
this is the case, the rule that governs the
equipment, spell or terrain feature in question will
make this clear, Unless otherwise noted, the
effects of multiple special rules are cumulative,

Most of the more comrmonly used special rules
in Warhammer are listed here, but this is by no
means an exhaustive list. Many troop types have
their own unique abilities Jajd out in their
Warhammer Armies book. Remember, that if
there is a conflict between the roles presented
here and in 2 Warhammer Armies book, the
latter takes precedence.

For ease of consuitation, I've arranged all the
special rules in alphabetical order. There's also a
specific index at the back of the bool to help
you locate the particular special rule you're after.

improve a model’s survivability, by granting ;
better armour save or the ability to regrow
damaged flesh. It is through the use of the
special rules that Dragons breathe fire, Assasn. ..
strike with lightning speed and Giants cause
bowel-loosening terror in thejr enermnics.

——

ALWAYS STRIKES FIRST

Some warviors are fast beyond belsef and can striks
With supernatural speed, Whether this ability is
innate or the result of enchantment matiers little 1o
the foe, who is often slain before he has o chance 1o
acknowledge the attack,

Models with this special rule (or wha are
attacking with 2 weapon that grants this special
rule) atways strike first in ciose combat regardless
of Initiative,

In addition, if the models Initiative is equal o or
higher than his enemy’s, he can re-roil fajled
misses when striking in close combat ~ he moves
50 fast that he can land his blows with incredibje
precision. If the model with this ruje is fighting
an enemy with the same ability, the Attackes are
made simultaneously, and neither mode] benefits
from the re-rolls normally granted by this ruje.

ALWAYS STRIKES LAST

Some warriors aye ncredibly ponderous by nature,
or else encumbered by massive weapons that slow
them down,

A model with this special rule (or who is
attacking with a weapon that grants this special
rule) always strikes last in close combat,
regardless of Initiative.

If the model with this ruje is fighting an enemy
with the same ability, the Attacks are made

simultaneously. If a model has both this rule and
Always Strikes First, the two cancel out and
ncither applies so use the model's Initiative,




RMOUR PIERCING BREATH WEAPON

Some attacks can penetrale armony with an ease thar - CLOSE COMBAT ATTACK ‘

Ilies thei meagre strength 1f the model with this special rule is in close
combat, it can use the Breath Weapon to make
an additional close combat attack at its own .
Initiative (in either player’s turn). A model that
makes a breath weapon attack in this way
inflicts 2D6 automatic hits on a single enemy
unit in base contact — if there is more than one
enermny unit in base contact with the model, the
controlling player chooses which enemy unit
suffers the hits. As with breath weapon attacks
made in the Shooting phase, the Strength and
any special effects of the creature’s Breath
Weapon will be covered in its rules. Wounds
caused by a Breath Weapon in close combat
count towards combat resolution.

Wounds caused in close combat by a model with
 this special rule (or who is attacking with a
weapon that has this special rule) inflict a
further -1 armour save modifier, in addition to
those for Strength,

For example, a Strength 4 wodel with the Armour
Pieveing special rade wonld inflict a -2 armonr save
aodifier wofeen striking in close combar, rather than
the nsuial -1,

If 2 mode] has a weapon with the Armour
Piercing rule, only attacks made or shots fired
with the weapon are Armour Plercing.

BREATH WEAPONS

Some creatures herve the ability to belch clouds of
Slawe o noxions choking fumes at their foes. Dragons
are the wwst famons of suck beasts, but they are by no

means afone,

A model with a Breath Weapon can use it to
make @ special attack once per game. A model
with 1wo or more different Breath Weapons can
use cach one once. The form that this special
allack takes depends on whether or not the
creature 1s in close combat.

In the event that a model has more than one
Breath Weapon attack, it is permitted to use
only one in a single turn.

BREATH WEAPON

SHOOTING ATTACK

Provided the model is not in close combat, it can
use its Breath Weapon during its Shooting
phase. A Breath Weapon shooting attack can be
made even if the model marched or reformed
during the same turn.

To perform the attack, place the flame template
so that it lies entirely within the model’s forward
arc, with the narrow end touching the creature’s
mouth, and so that it is not touching any friendly
Units or enemy units that are in close combat.

The teardvop-shaped templote is placed with the
All models that lie even partially under the | i end at the Dragou’s montly and the woide end
template are automatically hit, as covered on ever the targer wnil. T this example 12 models are
page 9. The Strength and any special effects of : tndder the template and so are hit antomatically.
the creature’s Breath Weapon will be covered in
its rules.




Models with this special rule have +1 Attack
during a turn in which they charge into combat.

DEVASTATING CHARGE

Some creatures chavge home with such fury that the
very ground shakes beneath their feel,

ETHEREAL

There are creatnres whose plysical baddies have long
since rottee away, [ indeed they ever existed, Snch

beings are immune to novmal weapons — only magic
can harm them.

Ethereal creatures treat 2ll terrain as open terrain
for the purposes of movement. They may not
finish their movement inside impassable terrain ~
though they can pass through obstructions of this
kind, they cannot linger. They are also never
slowed by any special rule, spell or item that
would otherwise reduce their movement or stop
them from moving completely.

The close combat attacks of Ethereal creatures
are magical. Conversely, Ethereal creatures can
only be wounded by spells, magical attacks and
magic weapons or effects. This is not to say that
Ethereal creatures cannot be beaten in close
corbat by mundane troops, because combat
results are not wholly dependent upon casualtics.

Ethereal creatures block line of sight normally
and cannot see through anything that would
block the line of sight of normal units.

Characters that are not themselves Etherezl are
not permitted to join units that are {even if they
become temporarily Ethereal for some reason).

FAST CAVALRY

Fast cavalry (sometimes called light cavairy) are riders of
exceptional prowess, tyained in lightning—fast manoewvres and flank
attacks. They are more lightly armed and armoured than other
cavalry, but make up for this with their flexibility. In battle, they
act as scouls and outriders for the army, and harry the flanks of
enenyy formations.

VANGUARD
Fast Cavalry are inevitably at the forefront of any advance

Fast Cavalry automatically have the Vanguard deployment
special rule (see page 79).

FREE REFORM

Unless it charges, a Fast Cavalry uait is allowed to reform as
many times as it wishes during its move, even if it marches,
provided that no model ends up moving a number of inches
higher than double its Movement value,

CHARACTERS

Ifa Fast Cavalry unit is joined by a character without the Fast
Cavalry rule, the unit [oses the rule unti} the character leaves.

FEIGNED FLIGHT

Fast Cavalry are extremely good 2t escaping from the foe and
regrouping. A unit of Fast Cavalry that chooses to flee as a
charge reaction and subsequently rallies at the beginning of
their next turn may reform as normal, but is then also free to
move during the remaining moves part of the Movement
phase. The unit is also free to shoot as normal (but always
counts as having moved). Note that if the flee move of the
Fast Cavalry does not take them beyond the charge reach of
their enemies, the unit is caught and destroyed as normal,

FIRE ON THE MARCH

Fast Cavalry armed with missile weapons are expert at
shooting from horseback (or wolfback!) and can therefore
shoot during a turn in which they marched or reformed
(providing their weapon deesn’t have the Move or Fire
special rule). However, the normal -1 To Hit penalty for
moving and shooting still applies.

The Fast Carvalry rule is sometimes given to troup 1ypes other

than cavalry — note that it does not change the modul's ey rppe
to cavalry.




EXTRA ATTACK

Through fury, exira s or being avmed o the
reith, this oarrior can stride wnore blows.

A model with this special rule (or who is
attacking with a weapon that bestows this special
rule) increases his Attacles value by 1.

FEAR

Soue creatures are so lavge or disturbing that they
provake an irrational fear in the foe.

At the sturt of each Close Combat round, a unit
that is in base contact with one or more enemy
models that cause Fear must take a Leadership
test, before any blows are struck.

H the test is passed, all is well — the unit has
mastered its fear, at least for now. If the test is
failed, the unit’s fear goes uncontrolled znd the
warriors cower defensively from the horror
hefore them — all models in the unit have their
Weapon Skill reduced to 1 for the remainder of
that round of close combat.

Models that cause Fear are themselves immune
to Fear, and are not affected by any of this rule’s
eifects (even if their unit fails its test, for
example}, This includes characters riding Fear-
causing mounts, who count as causing Fear
themselves (see page 82).

FIGHT IN EXTRA RANKS

These tronps can fight in extra ranks, perhaps becanse
they have been trained to de so, or because their sheer
fervcity means they willingly trample their comrades
i order tu reach the foe.

If 2 unit has this special rule then supporting attacks
can be made by an extra rank than normal on a turn
wn which the unit did not charge. Accordingly, 2 unit
with this special rule can normally make supporting
attacks with two ranks. Remember that supporting
attacks cannot be made to the side or rear, but only
to the front.

A horde with this rule will make supyorting attacks
with three ranks!

FLAMING ATTACKS

Fire is a fearsome thing on the batilefiold, but some
creatuves ave more vulnerable to it than others.

Whilst Flaming Attacks do not give bonuses
against most troops (we assume the weapon
blow to be far deadlier that the flames that
wreathe it), they can be Fear-inducing in wild
creatures, as well as prove fatal against some of
the Warhammer world’s more peculiar monsters.

Enemies with Flaming Attacks cause Fear in
war beasts, cavalry and chariots (we talk about
troop types starting on page 80). Flaming
Attacks also have special properties against
creatures that have the Flammable and
Regeneration special rules, as explained later on.

Fire can be a valuable weapon for driving out
the defenders of a fortification. Every model
with Flaming Attacks rerolls failed To Wound
rolls when shooting at or assaulting a building,
to represent the added peril for the occupants of
being inside the burning strueture.

Unless otherwise stated, a model with this
special rule has both Flaming shooting and close
combat attacks (though any spells cast by the
model are unaffected, as are any attacks made
with magic weapons they might be wielding).

FLAMMABLE

Some creatures are neturally vulnerable to
Jfire. Once flame has been set amongst such
a beast’s flesh, it will run rampant,
causing tervible harm.

If a model with the Flammable rule
suffers one or more unsaved wounds
from a Flaming Attack, each unsaved
wound is doubled. So, for example, if
an attack would normally cause 1
wound, the Flammable creature would
take 2 wounds. If the number of
wounds are randomly determined by
a dice rol}, double the result of the
«dice, rather than rolling two dice
and adding the scores together.

1 Bring Fire!
Fening Attacks dow’t come o
cfféct very aften, but when they
db, they really pay off Thongh
Flommable creatures are not
particularly common they’re
normatly preity fearsome
beasties, against whom iy
extya advantage is wefconie,
Stmilarly, Flaming Aitacks are
worth their weight in gold when
attacking a butlding — a bunch
of extra hits can swing any
combat and, in a building
(where combnit results are based
on caswaltios afone) this is

dotibly true.




FRENZY

Certain wwarriors can toord themsebves up inty o
Tigting fiensy, a wohirtewid of destruction in <which

alf concern for personal safery is overridden in Javonr
af winedless violence.

To represent their fighting fury and lack of self-
preservation instinets, Frenzied troops have the
Extra Attack and Immune 1o Psychology special
rules (see opposite and page 69).

BERSERK RAGE

If, during the Charge sub-phase, a unit that
includes one or more Frenzied models could
declare a charge, then it must do so unless a

s o
v ey — 1} N

overrun charge in the same turn), then thy
Frenzied unit will reform as normal ag iy |,
other choive of action.

In addition, Frenzied models cannot parey .
page 88). '
LOSING FRENZY
Unlike other special rules, Frenzy can be 1,
the game goes on. Models retain their Frep.
for the entire game unless beaten in combat,
which point the enemy have succeeded in
knocking them into 4 Jess fanatical state and |
Frenzy (together with all associated rules) is fos

Savage Ore Chentpion

Leadership test is passed. If the Leadership test
is failed, the Frenzied unit must declare a charge
against the nearest viable enemy,

A unit that includes one or more Frenzied
models cannot choose to restrain pursuit if it
beats a foe in close combat, It will either pursue
(if the enemy has fled) or overrun (if the enemy
was wiped out in combat).

Note that if the enemy is wiped out in combat
but the Frenzied unit did not charge that turn
(or if the combat was the result of 2 pursuit or

FLY

Sowme creatures of the Warhammer world have wings and can 1,

$0aiINg quickly from one sids of the battlefield 1o the other. Such
creatures are ofien potent forces on the bastle teld, able as they are 1o
easily ontmanoewore clumsies; ground-bound trogps.

top of another unit or in impassable terrain. Depending on the
flying model's height and/or position, it will sometimes be able
to draw a line of sight over Intervening units to a more distant
target and make a flying charge over the intervening unit,

A unit that makes a flying charge does so using the glide
move of 10" as its Movement characteristic.

FLYING MARCH

A unit that is flying can march as normal, doubling its flying
move to 20" representing a particularly long swoop or glide,

Whether they fly or move on the ground, ail flyers have the
Swiftstride special rule (see page 76), In addition, because of
their [oose fighting style, flying units consisting of more than
one model have the Skirmishers special rule (see page 77).

MOVING FLYERS

In Warhammer, flight is represented by a swoop or ghde of up
to 10". The flyer starts off on the ground, takes off, flies to
where it wishes to £0, and then lands. Flyers, therefore, begin
and end their movement on the ground. This is chiefly
because it’s impractica] to suspend models over the battlefield,
so we use the ‘glide’ for the sake of simplicity.

FLEE AND PURSUE
Flyers always move on the ground when attempting to flee gor

pursue — there simply is na time for them to take off properly.

Note that they still benefit from their Swiftstride rule a5 they
flee and pursue,

FLYING CAVALRY

Some units, such as the noble Bretonnian Pegasus Knights,
have the Flying Cavalry special ruje — 5 particularly effective
type of flying unit. In rules terms, flying cavalry are treated as
Fast Cavalry with the Fly special rule, See page 68 for more
details on Fust Cavalry,

Units made up entirely of models that can fly can move or

charge normally on the ground, using their Movement value,

or instead choose o Hy. A unit that flies can move over other

units and terrain as it does $0, treating the entire move as
taking place over open ground. It may nor finish the move on

R T
SPECIAL RULES




RED
E,;ﬁ?is rife in the Warhantmer world, ?v/ml'e'
any races have nnrtired grudges and aninmosities
against others for thonsands of years, (H.fd
sverschelming hatred is a potent force in batile.

A model striking a hated foe in close combat
re-rolis all misses during the first round of
combar — this represents the unit venting its
pent up hatred upon the foe. After this initial
blood-mad hacking, the impetus is considered to
bie spent ~ the rest of the combat is fought
normaly. Sometimes a model will only Hate a
specific foe {rather than everyone). Where this is
the case, the type of foe will be expressed in the
special rule, for example Hazred (Dwarfs).

HOVER

Some ereatures do not fly, but rather hover on a
cushion of air or wagical energy.

Madels with the Hover special rule follow all
the rules for Flyers, but cannot march.

IMMUNE TO
PSYCHOLOGY

There are thase warriors who are especially brave,
or are se jaded by the dangers of the world that they
heed personal peril somewhat reluctantly...

If the majority of the models in 2 unit have the
Immune to Psychology rule, the unit
automatically passes all Panic, Fear and Terror
tests jt has to take. It should be noted that they
have to take Break tests (and other Leadership
tests) normally ~ being stoic does not
necessarily make a warrior entirely heedless of
mortal danger.

1F the majority of the models in a unit have the
Immune to Psychology rule, the unit cannot
choose Flee! as a charge reaction. Pride, or 2
siuggish acceptance of the situation, prevents
them from doing so.

IGNORES COVER

Some shooting attacks are ncredibly precise, whether
becanse they are magically guided, blanker the area
with roiling flame or are merely atmed with
fpossible skill

If a model’s shooting attacks have the Ignores
Cover special rule, they ignore To Hit penaltics
imposed by soft cover, hard cover and obstacles
(other To Hit penalties apply as normal).

IMPACT HITS

The impact of a charge can itself sometimes canse
severe casualties amongst the foe,

Some models, notably chariots, have so much
impetus that they cause considerable damage
when they crash into the enemy, To represent
this, these models cause Impact Fits.

The number of Impact Hits caused varies from
creature to creature, or troop type to troop

type, but is shown in brackets after the special
rule. Such as Impact Hits (D6+1) or Tmpact
Hits (D3).

For example, a High Eif Tiranoc Chariot has the
Troop Bpe: Chariot, and therefore causes D6 Impact
Hits, as seen in the Troop Types chapter on page 86,

If a creature is granted two sets of Impact Hits,
normally because its troop type and special rules
both bestow Impact Hits, use the highest set,
rather than a total.

RESOLVING IMPACT HITS

Impact Hits are only made on the turn the
model charges into close combat. If the model
with Impact Hits is itself charged, or is fighting
1n a second or subsequent round of combat, then
this rule gives no benefit. Note that if the model
does not complete the charge for any reason (for
example, because it is destroyed) then no Impact
Hits will take place.

Impact Hits are resolved at the very beginning
of the close combat, before challenges are issued
and attacks of any other kind are made. They hit
a unit in base contact (if in base contact with
more than one enemy unit, split the hits as
evenly as possibly, randomising any ‘spare’ hits)
if the model with Impact Hits is not in base
contact with the enemy, this rule has no effect.

Irpact Hits hit automatically, and roll to wound
using the Strength of the model making the
Impact Hits. The hits are distributed exactly as
if they were shooting attacks (see page 42 for
more information on shooting attacks, and page
96 for characters and shooting attacks).

Finally, as Impact Hits are close combat attacks
(albeit of an unusval type) any unsaved wounds
they inflict count towards combat resolution,
Just as any more conventional close combat
attacks would.

Brace for Impact
Turpact Hits con seem preity
Jearsome wwhen you’re on the
recerving end, but take heart!
I you can sweather this initial,
well, impact, then the combat
should start g go your way,
Adost modls woith the Impact
Hits special rule raly on
breaking the enzary on the
charge. I subseqnent rounds,
they're likely to strugyle nnless
atlier wnils meve in to support —
you've gof that fong fo take them
otit of action,

{
Dark EIf Corsair:




T i T T

Chop!

Make thase 65 work for you!
Units with Killing Biow are
dest amployed agans elite,
heavily armonred iroaps — the
more elste and heausly
armsured the better, a5 thoss
satural rofls of 6 are no
Tespeciers of Tiughness valuey oy
arinenr saves. Conversely, jf
aw &g you're Reing ap
ALAINSE viteifes toitly Kitliny
Bloso, it'’s woorvh briuging aluny
a dstle fddvr to feep them
sy wolrifst vy shord fronp

Sight elsecolpre,

MALLING DLOW

TLoes are told of warrives who can slay threir
oppanents with but a single stribe of @ blade that seehs
@i armour's merest gap, Whether such an astach £y
wrought by skill or ensorcelment maszers not — the
target &5 just as dead,

If 2 model with the Killing Blow special rule
rolls a 6 to wound in close combat, he
2utomatically slays his opponent — regardless of
the number of wounds on the victim’s profile.
Armour saves and Tegeneration saves cannot be
taken against a Killing Blow. A ward save can be
attempted — if passed, the ward save prevents all
damage from the Killing Blow.

Killing Blow is only effective against infantry,
cavalry and war beasts — all other creatures are
considered either too large to be felled bya
single blow (monsters, monstrous infantry
feavalry/beasts, chariots and so on) or too
numerous for a well-placed strike to slay them
all (Swarms).

Note that if a Killing Blow attack wounds
aatomatically, then the Killing Blow special rule
does not come into play.

Unless otherwise specified, Killing Blow applies
only to close combat attacks,

HEROIC KILLING BLOW

Heroic Killing Blow is a skill possessed by truly
mighty warriors. It functons exactly like 2
normal Killing Blow, EXcept it works on any
creature, regardless of size and troop type,
except for swarms, A model with Herojc Killing
Blow can take the head off Dragon with a
single swing — its scaly hide matters naught!

LARGE TARGET

Sonre nighly crvalnres tyoer Vver Hlie battlef;
able 1o see and be seon 0wer te heady of thasy
diminutive warriors,

Large Targets are models that are especiall ),
such as Dragons, Giants and Greater Ty,
Such foes cannot easily take cover behin,)
obstacles that would shelter lesser troops. I,
Targets canaot claim cover modifiers for
obstacles (see page 122 for more details),

s,

Y

However, if your General or Battle Standard
Bearer is a Large Target (or is mounted on
one), then the range of their respective
Inspiring Presence and Hold Your Ground!
abilities is increased from 12" o 18" to
represent the ease with which your troops can
see them. See page 107 for more details on
Generals, Battle Standard Bearers and thejr
special abilities,

LOREMASTER (™)

There are some wizards whose ,énowlrzdgc of their
chosen discipline is all-encompassing,

A Wizard with the Loremaster special rule
knows all the spells from his chosen lore — he
does not need to roli randomly. The lore i
question is normally given in brackets as purt of
the Loremaster special rule. For example, a
model with Loremaster (Fire) would know ail
the spelis from the Lore of Fire,

MAGIC RESISTANCE (1-3)

Through natural guirk or Polent artefact, some
warriors have an innate resistance 1o magical artack.

A model with Magic Resistance has a bonus to
its ward saves when saving against damage
caused by spells. This bonus is based on the
number shown in brackets after the Magic
Resistance special rule. Magic Resistance (2)
would give 2 +2 bonus (turning a 5+ ward
save into a 3+ ward save, for example), Magic
resistance can even give a ward save 1o models
that do not have one at all. A mode] with
Magic Resistance (3) and no ward save
normally would therefore have a4+ ward save
against damage from spells. If a character with
Magic Resistance joins a tnit, el models in

the unit benefit from the Magic Resistance, 1f
a model has two sets of Magic Resistance, the
two do not combine, it uses the highest,




VONSTER AND
%?NDLERS

Core armiies drive colossal beasis 1o battle,
Seastmaslers urying al the monster’s heels as they

woadd i Dnte tie Joe.

The handlers aren't really a combat unit per se, so
we ignore them for most gaming purposes, treating
the monster isell as the extent of the uait. When
the monster suffers an unsaved wound, roll a Dé.
On a roll of -4 the monster suffers the wound as
normal, but on a rofl of 5-6 a handler model is
removed instead. Once all the handlers have been
removed, the monster must take a Monster
Reaction test just like a ridden monster that loses
its rider

In close combat, the handlers can direct their
attacks against any enemy in base contact with their
monster. The handlers are otherwise assumed to
b their hands too full controliing the monster to
carry out any actions like sheoting, or casting
spells, ere. In additon the handlers cannot be
chirged, attacked or otherwise affected separately
from thur monster ~ if they are found to be
blocking movement or line of sight, the cortrolling
player simply alters their position, just as you
would for any other battlefield marker or counter.

I the monster s removed, so are its handlers.

MOVE OR FIRE

Sonre weapons sacrifice a speedy reload for hitting
pusoer; making them smpossible to fire on the move.

A weapon with the Move or Fire special rule
cannot be fired in the Shooting phase if the model
moved earlier in the turn. This even applies if the
model in question was forced to move as the
result of 2 spell or other such compulsery action.

MULTIPLE SHOTS

Soine weapons are designed to fire a fusiliade of shots,

sacrificing accuracy for sheer volume.

A weapon with this special rule enables its wielder
to fire several shots at a time, rather than a single
shot. "The number of shots the weapon can fire
will normaily be given as part of its description.
Such weapons can either fire once without penalty,
or as many times as indicated in their rules with a
=1 To Hit penalty (this is in addition to any other
medifiers for range, cover and so on). All models
it the unit must fire either single or Multiple
Shots -~ the player cannot choose to fire single
shots with some and Multiple Shots with others.

MULTIPLE WOUNDS

The most powerful attacks strike hame with crushing
Jorce, and cause massive damage to their victim,

Quantity or Quality?
There’s an age-old debate
about when it’s best to fire
Multiple Shots, and when it
not. Persanally, I atways fire
Muiriple Shots when grven
the choice — my warriors
have alveady paid a points
premium for the ability, and
more shots means the
possibility of more kills.

Each unsaved wound inflicted by an attack with
the Multiple Wounds special rule is multiplied
into more than one wound, The exact number of
wounds caused will vary from model to model
and weapon to weapon, but will normally be
shown in brackets as part of the special rule.
For example, Multiple Wounds (2) would mean
that each unsaved wound would multiply ¢ 2
wounds, whilst Multiple Wounds (D6) would
mean that each unsaved wound would multiply
to D6 wounds.

‘Where the number of Multiple Wounds is
generated by a dice roll, roll a dice separately for
each unsaved wound and use the total of all the dice
roiled for the final number of wounds inflicted.

POISONED ATTACKS

There are mawy warriors who use deadly toxins to
ouercome thesr foes, turning an otherwise minor
mjnry 0 @ mortal wound.

A maodel with the Poisoned Attacks special rule
wounds his target automatically if his natural
dice rell to hitis a 6. Armour saves are modified
by the Strength of the attack as normal. Note
that if a Poisoned shooting attack needs to roll a
7 or more to hit, or hits automatically, then the
Poisoned attacks rule does not come into play.

Unless otherwise stated, a model with this
special rule has both Poisoned shooting and
close combat attacks. Any spells cast

by the model are unaffected, as are any attacks
made with magic weapons they might be
wielding, whether they be shooting or close
combat attacks.

QUICK TO FIRE

Not all weapons are cambersoms — some can be
brought to bear in less than a heartheat, and let fly
shortly after.

Quick to Fire weapons do not suffer the usual

-1 To Hit penalty for moving and shooting ~ we

assume that the wielders can aim and fire them

swiftly enough to remain accurate. Furthermore, ,/»\‘
Quick to Fire weapons can always be used 1o 3

Stand and Shoot against 2 charging enemy, even
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if that enemy would normally be too close for

such a charge reaction to be declared. Skink Warvior:

v
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RANDOM ATTACKS

Not all creatures fight with disciplive, bt flail about
i an yncontvolled manner; with unpredictable
C(J}].quﬂﬂ?ﬂﬁﬂ.

Models with the Random Attacks special rule do
nat have a normal number for their Attacks
characteristic, but rather a dice roll, such as D3,
D6 or D6+ 1. Each time a model with this special
rufe comes to strike blows, roll the indicated dice,
adding any modifiers shown, to determine the
number of attacks that the model will make, then
roll to hit as normat. If a unit contains more than
one model with Random Attacks, roll separately
for each model, uniess specified otherwise.

RANDOM MOVEMENT

Some creatures do not advance in an even manner,
rushing forward at one moment, only to falter
clumsily in the next.

Models with the Random Movement special
rule do not have a IViovement characteristic, but
rather a dice roll, such as D6, 2D6 or 3D6. This
15 the distance they move, charge, pursue,
overrun and flee — they cannot march.

Models with Random Movement ¢annot declare
charges, and are always moved in the
Compulsory Moves sub-phase. When the model
moves, first pivot it about its centre to face the
direction in which you wish it to travel. Then, roll
the dice shown in the model’s profile. Finally,
move the model directdy forwards a number of
inches equal to the total rolled by the dice. No
ather pivots can be made.

There’s a chance that the model's peculiar
movement will cause it to come into contact
with an enemy, so measure the distance in 2
straight line before the model is moved. If the
move is found to take the unit into contact
with an enemy, then it counts as charging, and
this is resolved using the normal rules for
charges and using the distance rolled as its
charge range. Charge reactions cannot be
declared against enemies with the Random

SPECIAL RULES

Movement special rule -~ the enemy find it
impossible to recognise the danger until it is far
too late!

If the random move brings the unit to within 1"
of a friendly unit or impassable terrain, it stops
immediately and cannot move further during
that Movement phase.

If two or more models in a unit have the
Random Movement special rule, pivot the unit
about 1ts centre, then roll the dice only once to
determire how far the unit moves. I models in
the unit have a different Random Movement
value, use the slowest for the entire unit.

REGENERATION

Trolls and other particularly hardy creatures can
regenerate damage at an incredible rate.

A model with the Regeneration special rule iy
permitted a special regenerate saving throw after
it has failed any armour save it may have, instead
of taking a ward save (if it has one). If a model
has both a ward save and Regeneration, you
must choose which save is used.

To take a regeneration save, rall a D6. Ona 1.3,
the wound affects the model normally, even its
incredible constitution has not prevented this
injury. On a 4-6, the damaged flesh regrows,
leaving not even so much as a scar to indicate the
imjury was ever there — the wound is discounted,
exactly as if it had been saved by other means.

Whilst the type of regeneration described above
is the most common form, some creatures do
have a lesser or greater chance to regenerate.
Where this is the case, the score required to
regenerate will be shown in brackets after the
special rule, e.g. Regeneration (§+) would
indicate that the model had the Regeneration
rule, but that it only worked on a 5+, whilst
Regeneration (2+) would mean that the
creature would pass its regeneration save on a 2
or more!

Wounds caused by Flaming Attacks

(as described earlier in this section) cannot
be regenerated, and if a unit is wounded

by & Flaming Attack it leses the Regeneration
rule for the remainder of the phase (it can be
used later in the turn, though — it just takes a
short time for the Regeneration to overcome
the flames).
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REQUIRES TWO HANDS

Many weapons aze cumbersome to wield, veguiring a
firm two-handed grip in oyder to wse effectively.

1f a weapen requires two hands to use, it is not
possible for a model to use a shield or an
additional hand weapon alongside it in close
combat (although a shicld can still be used
against wounds caused by shooting or magic).
We assume that the warrior in question slings
the spare wargear on his back, or simply draps
it, until the fight is done.

SCALY SKIN

Many creatures have gnarled, tongh or scaly skin

that offers the same protection as wrought armour:

The hide of some creatures, the reptilian
Lizardmen in particular, forms a kind of natural
armour that grants the model an armour save.
The degree of the scaly skin save varies from
maode! to model, and will be stated in the
relevant Warhammer Armies book.

Scaly Skin can be combined with normal armour
for even greater protection. To determine a
model’s combined armour save, take the value of
its scaly skin save and modify it one point better
for light armour, one point better for a shield,
two points better for heavy armour, and so on.

Far example, a model with a scaly skin save of 5+
woirld have a total armour save sf 4+ if he also
carried a shield, and 3+ if ke boithy carvied a shield
and wore Hyht armonr.

SEA CREATURE

T the deep oceans of the Warhammer world invh all
manner of foul and wondrous denizens, from the
killer Kraken to sinuons Sea Serpents and black-
scaled Leviathans. Such creatures can move through
the water as easily as a man walks the land, but are
somewhar ponderous when out of their element.

Sea Creatures can move within any area of water
on the battlefield, including rivers and even deep
water that players may have deemed impassable
to other models, as if it were open ground {see
page 116 for more on terrain types). However,
when out of the water they cannot march. Sea
Creatures are still subject to any special effects
that specific terrain may have (e.g. we don't
exempt Sea Creatures from the dangers of
marshes). Being 2 denizen of the deep seas does
not necessartly equate to protection from a
choking gquagmire.

SLOW TO FIRE

Some missile weapons are so cumbersome that they
cannol aim swiftly enough to shoot a charging foe.

‘Weapons with the Slow to Fire special rule
cannot be used to Stand and Shoot.

SNIPER

Mosz shooting attacks are not atmed at specific foes,
but fired indiscriminately into a knot of troops. Those
shots aimed more carefully are gréatly feared, for no
chieftain or general is safe_from their vengeance.

A model with the Sniper special rule can make a
special Sniper shot instead of shooting normally.
A Sniper’s shot suffers an additional -1 To Hit
penalty, in addition to any other modifiers, but
can be aimed with great precision.

A model making a Sniper shot can shoot at a
different target from the one chosen by his unit.
A hit from a Sniper shot is not distributed in the
same manner as other shooting attacks. The
Sniper can shoot at any model he can see,
including characters or champions within a unit
and s0 on — the controlling player simply
declares which mede! will be the Sniper’s target
-~ “Look out 5ir!” cannot be taken.

A Sniper shot can even target a character riding
on the back of a ridden monster or chariot if he
wishes, or indeed a specific model where the
target is usually rolled for randomly (such as a
character who has joined a war machine).

b imrt
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P el a.ur.br W,

The Stomp special vule js a
Kreal egnaliser — a gond round
o stenping can gorner yonr
nnster gaa(/_ Jeae extra
comdal esult pojnis, hapofndly
catngly to avercome Hy CHeHY s
sede b, Just bear i mimd
that the Stomp cones et af
the cel of combert. J1 can be Pesy
ba farget Br the hear of the
momient, and it means alf
CRANIS I Detse' comiert are Loing
I bavve a evack af ki vanr
MANSIE dlion bofiwe fe van
devt a-tranipliv’

ANV

Stme creatures are 1 wmasstve that their sheer butk is

@ threat all of fts owom,

A model with this special rule can make » Stomp

in addition to its other close combat attacks. A
Stom has the Always Strikes Last spectal rule,
and inflicts 1 automatic hit, at the model’s

Strength, on one enemy infantry, war beasts or

swarm unit in base contact with the model. This
represents the creature crushing the foe beneath

its ponderous feet, or knocking their broken
bodies aside with one sweep of its mighty tail
(probably while it’s roaring in a mast
intimidating fashion).

Thunderstom

Farticalarly massive monsters haye an altogether
more devastating stomp.

A Thunderstomp makes II¢ hits on the target
unit, rather than the single hic for 5 normal

Stomp. It is otherwise treated exactly like a
normal Stomp.

STRIDER

Some well-trained or natwrally skifled warviors can
traverse unhindered througl the densest terram.

Warriors with the Strider special rule are rare —
normaily, a model will have a subset of Strider,
such as Forest Strider, River Strider or Marsh
Strider and the rule only applies in terrain of the
specified type. Warriors with the Strider rule do
not have to take Dangerous Terrain fests.

In older army books, this rule is presented as
something along the lines of ‘ignores movement
penalties for <terrain type>’, “Treat such rules
as being the relevant version of Strider. For
example, ‘ignores movement penalties for
forests’ equates to the Forest Strider rule.

STUBBORN

Whether because they hold themsetves 10 be elite, o
because thay ave 106 slow-oisted to flee, some troops
Jight on almost regardiess of casnalties.

Stubborn units are always steadfast, whether or
not they have more ranks than their enemy (see
Page 54 for details). If 2 character joins a
Stubbarn unit, he gains the Stubborn special
rule as long as he is part of that unit. Ifa
Stubborn character joins a unit, that unit is
Stubborn whilst he remains amongst its ranks.

SPECIAL RULES

STUPIDITY

Some creatires are s dull of wind that svens; W the

batticliold can smmotines feave them rather (/;'_r;.-,,t-,e(j

and confused,

Models that are subject to Stupidity are algg
Immune to Psychology they just don’t get

frightened that easily; and by the time they d,
it's normaily too ate.

Provided that they are not engaged in cloge
combat, a unit that containg one or more modciy
with the Stupidity special rule must try to
overcome its Stupidity at the start of it tern by
taking a Leadership test. Tf the test is passed, al]
is well — the creatures have risen above their
dull-witted nature and will act normally, If the
test is failed, the warriors succumb to their
stupidity and amble forward, perhaps drooling a
little, eating grass or cackling in silly voices, as
explained below,

ME "EAD 'URTS

A unit that fails its Stupidity test Immediately
stumbles D6" directly forwards — this move is
otherwise treated in exactly the same manner as
a failed charge. The Stupid unit cannot take any
further action that turn, so cannot declare
charges or make a shooting attack. Wizards that
have failed a Stupidity test cannot attempt to
cast ar channel power dice or dispel dice unti] 4
Stupidity test is passed (there’s a lot of hand
waving and chanting, but for some reason the
magic just doesa’t seem to work).

SWIFTSTRIDE

Just a5 not all warriors are no equal in their might
and resolve, 50 too are some Seeter of foot (or Aoaf).

When charging, units entirely made of models
with the Swiftstride special rule roll 3D,
discard the lowest result, and add the result tg
their Move value.

For example, a unit of Harpies charge and roll 3 Do,
with vesults 2, 4 and 5. Thus they charge 4 (their
Movement) + 4 + 5 = j3v

When fleeing and pursuing, units entirely made
of models with the Swiftstride special rule rol]
316 and discard the lowest result.

For example, Dart Riders flee aud 1ot 3D,
with vesulls 1, 3 and 5. They ean therefare floe:
F+5=48"




L Shirmishers ave fight infantry froops seat aficad of the main
Baitleline tn a dispersed formation. Such trovps are normaily no
match for a ranked-up wuft, but can be used to harry and harass

the foe.
SKIRMISH FORMATION

- Skirmishers are deployed in a ‘loose’ formation, where the
models are not placed in base contact, but are positioned
roughly 1/2" apact. The madels in the unit must stll face the
same dircction and the unit will still have a front, two flanks
and a rear — essentially the only difference is that the models
are slightly spaced out.

This dispersed formation aliows Skirmishers to move and
shoot with greater freedom than other troap types.

SKIRMISHERS AND CHARGING

If skirmishers declare a charge (or a charge reaction that does
not involve fleeing) they immediately tighten their loose
formation into a ‘normal’ formation deforz the charge distance is
rolled. This happens “for free’ at the momeat the unit declares
the charge or is called upon to make a charge reaction. The unit
immediately forms up in base contact around the centremost
model in the front rank — if the front rank has an even number
of models, and therefore two centremost models, the
Skirmishers’ controlling player can choose which of the two
models the unit will form up around.

The number of ranks, files and the formation’s facing do rot
alter as the Skirmishers tighten up — all that happens is that
models that were previcusly spaced out are now in base contact
with one another. This has the effect of rendering the
Skirmishers’ loose formation into a regular shape so that other
wiiits can fight them in the normal way.

If the Skirmishers are not in base contact with an enemy in the
Remaining Moves sub-phase, the controlling player must
mave them apart so that they readopt their loose Formation.

FREE REFORM

A unit of Skirmishers moves, wheels, marches and charges
Just like ather treops. However, due to the incredible
flexibility of its formation, unless it charges, a slarmishing unit
is allowed to reform as many times as it wishes during its
move, provided that no model ends up moving 2 number of
inches higher than double its Move value.

FIRE ON THE MARCH

As with Fast Cavalry, Skirmishers are normally trained to aim
and shoot more swiftly than other warriors. They can even
shoot if they marched or reformed earlier in the twm
(providing their weapon doesn’t have the Move or Fire special
rule). However, the normal -1 To Hit penalty for moving and
shooting still applies,

LIGHT TROOPS

Skirmishers’ natural inclination to a sparse formation makes
them much less likely to suffer hits from missile fire —- all shots
aimed at a unit of Skirmishers suffer an additioral -1 ‘To Hit
penalty. Skirmishers simply lack the necessary mass (o push
forward onto the enemy and are easily overwhelmed by troops
used to fighting in grinding melee. Skirmishers always count
as having zerc ranks, and therefore cannot claim a rank
bonus, be steadfast, or disorder an enemy with 2 flank or rear
attack — they make supporting attacks as normal, however,

CHARACTERS

A character model that joins a unit of Skirmishers gains the
Skirmisher special rule as long as he stays with the unit.

A character on a mount cannot join a unit of Skirmishers,

SPECIAL RULES
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Sready as a Rock

Unbroakable troups are yreal for

/m/r/."ng @ vitlnerable seetipn of
Jour battleline — they're
espectally good for pinning o
FAPAYING cwenry uinit in pleree
audd QrUIng on fime iy sor i
Caer-clarge, or perheps o
el olel-fashioned ambush, Jor
this 1o work theg), Jat T going
i need te ke s tha RCLa
Unbreakable unit is iy enouy

fo adssark plenty of casnalties — i

il ix destrayed befire the trap i
Srang, i sacrifice witl hooe
been for nawghi.

TERROR

There ave creatires s large and horrifying, o
sapernatiral harrors so nuholy and errible, that
their mere appearance an the battlgfield can cance the

bravest and wost steadfast of veterans to turn taj]
etnied floe.

Models that cause Terror also cause Fear, as
discussed earlier in the chapter. In addition, a
model that causes Terror is s0, well, terrifying,
that other rules also apply. It should be noted at
this point that Fear-causing models, being quite
scary themselves, treat Terror-causing monsters
as causing Fear, rather than Terror — this s an
exception to the rule that makes Fear-causing
Creatures immune to Fear Terror-causing
models are themselves immune to both Fear and
derror. This includes characters riding Terror-
causing mounts, which count as causing Terror
themselves (see page 105).

RUN FOR YOUR LIVES!
When a unit js charged by a Terror-causing
creature, there is a chance that the warriors wii]
abandon their position, fleeing before the
creature rather than fighting it, If a Terrop
causing creature declares a charge, the target
unit must immediately take 2 panic test to quell
their Terror. If the test is passed, al
the unit can declare charge reactions normally.
If the test is failed, the unit must make a Fleel
charge reaction. Units composed entirely of
Fear- or Terror-causing models are immune to
Terror and so do not take this test. Note that, if
the target unit is not allowed to take any charge
reaction (if, for example, the Terror-causing unit
charged as a result of a pursuit or a random
move), then the target does not take this test,

| is well and

UNBREAKABLE

Some creatures aye witerly fearless, and will never
&iE up a battle, no matter how hopeless the situation,
Theds is accasionally due 1o bravery, but more
commonly because ihe troops in question are mindess,

insane or magically controlled

A unit composed entirely of Unbreakable
models is Immure to Psychology and passes
Break tests automatically, no matter the odds
Characters that are not themselves Unbreakable
are not permitted (o join units that are {even ifa
character was to become temporarily
Unbreakable for some e
or suchlike),

ason, because of 2 spell

UNSTABLE

Moy warriors i the Warhammer woqp,
alive u the true sense, bt are me

el const; .
buiened 10 the will af'a wizard,

oy nf

The magic that empowers Unstable creaqyy, .
prone to ebbing and flowing with the tide
battle. The more heavily beset the Unstabl,
creatures are, the more fikely th
binds them will fade away.

5
arthe magi

Unstable units that jose a combat suffer (s,
extra Wound for every poiat by
the combat, with no saves of an
against these wounds,

which they I,
y kind permin.-,

If an Unstable unit also contains Unstable
characters, or is an Unstable character riding a..
Unstable monster, the controlling piayer first
allocates wounds to the unit/monster, then
divides any remaining wounds (if any) as equally
as possible amongst the characters.

Characters that are not themselves Unstable are
not permitted to join units that are (even if they
become temporarily unstable for some reason).

VOLLEY FIRE

Bowos and other weapons can lovse th
a fugh
the foe can contribute 1o the attack by
their friends,

ety projectiles in
~arcing volley. Even warriors who eani sor

Joltowsng suit 10

A unit with this special rule can choose to Voiley
Fire instead of making a normal shooting attack.
If it does so, half the models in the third
subsequent ranks, rounding up, are allowed to
shoot (in addition to the usual fising models in
the front and second ranks). N
ranks can use the line of sight
the first rank modol directly to
purposes of Wlley [Fire,

and any

odels in e
and Frone are of
their front for the

A unit cannot Volley Fire

it moved earlier in
the turn, or as a Stand

and Shoot reaction.




]jcp]oymcnt spucial rules affect how a unit is st
up at the start of the game, and cover advanee
.couts, units that arrive through magical means,
.:md so on. it should be noted that deployment
special ruies may not be permitted in some
scenarios. Where this is the case the unit can
still be used, but it must instead deploy in the
same manncr as the rest of the army:

Some scenarios may add deployment special
rales ifit (its with the narrative of the battle — if
this is the vase, the scenario will explain,

AMBUSHERS

There are thase 1rops who specialise in cutflanking
the foe, appeering from an unexpected quarter to
qorcad maximnnr dasnage.

A unitwith the Ambushers rule does not deploy
at the start of the battle. Tnstead, from Tarn 2
onwards, the controtling player rolls a dice at the
start of the turn for each unit of his Ambushers
that have yet to arrive. On a 1 or 2, the
Ambushers have been delayed — but you’ll be
able 1o roll for them again next turn. Ona 3 or
more, the unit of Ambushers arrives, and will
enter the howrd during the Remaining Moves
sub-phase. If the Ambushers do not turn up for
the entire game, they are assumed to have got
lost, sund are treated as having fled the battle for
the purposes of determining the victor,

Arriving Ambushers enter the battlefield from
any point on any battlefield edge, and move on
using the rules for reinforcements (see page 27).

SCOUTS
Sewttls are advance tronps who sneak onto the

battleficld in order o seize vital locations before the
o arnties ilash.

Seouts are set up after all other non-Scout units
from both armics have heen deployed. They can
be set up cither in their contrelling player's
deployment zone, or anywhere on the battlefield
more than 127 away from the enemy. If deployed
in this second way, Scouls cannot declare a
charge in the first turn if their side goes first.

It both players’ armics contain Scouts, players
should roll off. The players then alternate
deploying their scouting units one at a time,
starting with the player who won the roll-off,

DEPLOYMENT SPECIAL RULES

VANGUARD

An army’s vanguard troops advance to engage the foe
befove their comrades. Somstimes this is a pomt of
honour; sometimes becase they are sager to Jight the
Joe and occasionally becanse they are expendable, and
their general wishes to tire the enemy ont.

After both sides have deployed all their other
forces (including Scouts), but before either side
has taken a turn, units with the Vanguard special
rule can immediately make a 12" move
regardless of their Movement value (they car’t
march, and are affected by terrain as normal).
This cannot be used to move the Vanguard
troops to within 12" of the enemy.

If both players’ armies contain Vanguard troops,
players should rall off. The players then
alternate moving their Vanguard units one at a

time, starting with the player who won the
roll-off.

Units that have made a Vanguard move cannot
declare a charge in the first turn if their army
goes first.

Forlorn hope
Mairy players use their Sconts
dand Vanguard troops as *Forforn
Hopes: expendably units, tasted
wills taking ont a ericial eneury
war macktive or chararter befire
being slain themselves, White,

in theory, ey nnit can firm o
Forlors Hope, the spevial
deployment rutes fir Sronis and
Vanpnasdds make them itleally
stiteed, T6s & thakhless tush, but
oie that ceon steing the courie of
the banity,
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So far, the rules we've discussed cover the most important and most prevalent of

troop types - infantry, We've started there because infantry are the ‘standard’

lroop

type in Warhammer. Of course, a Warhammer batdeficld is home to all manner of
weird and wonderful creatures, from charging knights to towering Giants, mighy

¢annons to multitudinous swarms. These more unusual troop types have particy|

Ry

rules attached to them, or use elements of the main rules in a different way to
infantry, so let’s take a moment to look at them now.

In most cases it be fairly obvious which troop
type category 2 model falls into, but as troop
type is essentially an extension of the
characteristic profile, youll find that information
in the relevant Warhammer Armies book. If
your Warhammer armies bogk doesn’t contain
troop type information (as will be the case with
some of the older volumes) then check the back
of this book — you’ll find a complete at-a-glance
bestiary that (amongst other things) lists every
unit’s troop type. Most units in Warhammer
conform fo one of the following types. Some
particularly unusual units are literally in a class
of their own — we call these ‘unique’ units. Such
troop types have special rules that govera them
and only them, clearly stated in their entry,

INFANTRY

CHARACTERS

In addition 1o their troop type, some models
might also be noted as being characters, We'y..
1ot going to worry about characters here,
however — characters are such a powerful and
important part of Warhammer that they have ;,
chapter all to themselves fater in the book
{page 96 onwards),

MODELS AND BASE SIZES

A model should always be mounted on the base
it is supplied with. That said, some models arer’t
supplied with a base. In these cases you should
feel free to mount the model on a base of
Appropriate size, or simply pretend that the
model is on a suitably sized base.

Infantry includes all units of foot troops, be they
Men, Elves, Goblin, Orcs, Zombies or any of
the other anthropomorphic races that inhabit the
Warhammer world. Infantry will normally be the
core of your Warhammer army, the troops upon
which you rely to get the job done.,

The basic rules of Warhammer are designed
around infantry, so no further rules apply.

Empire 4 3 33
Halberdier




rolls, Ogres and Minotaurs - creatures
Iyt are man-shaped and fight on foot, but are

o or three times the size of normal
'nfm'ntz‘)uﬂﬁn. We could perhaps have honestdy
-alled this category ‘Big Infantry’, but it does
'.Im:k a certain gravitas, For the most part,
monstrous infaniry werk exactly the same as
normally mfantry (i.e. follow the standard rules)
but have a couple of extra facets to represent just

hew massive they are.

Example monsirons fifantry profile:
MWSES S TW I AlLd
Minotaur 6 4+ 35 43 3 3 7

STOMP!
Manstrous Tnkintry have the Stomp special rule
(sce page 76).

—_— j—

MONSTROUS RANKS

As maonstrous infantry are so much larger than
normal troops, they require fewer warriors to fiil
out a rank. Where most troop types need five
models for the rank to count towards rank
bonus, steadfast and so on, a unit composed
purely of monstrous infantry needs only three
models. Essentially, wherever the rules say

‘a rank of five or more models’ treat it as reading
‘a rank of three or more models’. Foliowing the
same logic, a unit of monstrous infantry only
needs a frontage of six madels to count as a
horde, rather than the normal ten.

MONSTROUS SUPPORT

A monstrous infantry model can make as marny
supporting attacks as are on its profile, up to a
maximum of three, rather than the usual one
supporting attack,




After infansry, cavalry are
probably e most conmen frogp
type i Varhammer;

Whilst infantry are masters o
e mnlti-tiern close cambor
wrind, cavalry exeef ar
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The term cavalry refers 1o roughly man-sized
riders mounted on war beasts commonly
warlorses, or similar creatures, Good examples
of cavalry are things such as Bretonnian
Questing Knights, Ore Boar Boyz or Dark EJf
Cold One Knights. Cavalry specialise in
performing devastating charges, using the
momentum of mount and rider to smash the
enemy formation apart whilst skewering the
unlucky foes with fance, spear or sword.

SPLIT PROFILE

Although a cavalry model has two sets of
characteristics, one for the rider and one for the
maount, it is treated in all respects as a single
model ~ the rider cannat dismount. When
moving, the cavalry model zlways uses the
Movement characteristic of the mount, and
never that of the rider

Lxample cavalry profile:

~ MWSBSS T W I A 4
Chaos Knight 4 5 3 4 4 1 35 2 8
Chaos Steed 8 3 o 4 31 3 1 3

The rider and mount use their own Wezpon
Skill, Strength, Tnitiative and Attacks
characteristics when they attack. Each can attack

any opponent that the cavalry mode] is in base
contact with.

— -
———

The mount’s Wounds and Toughness
used. We assume that the enemy afw,

gl nevey
Ay srikes
at the rider, so his Wounds and Toughnes. are
used instead — if the rider i slain, we tregg
mount as having fled the battle o been sk
alongside its master,

he

L]

Similarly, it is the rider’s Weapon Skill that ..
used for the purposes of the enemy rolling 1 |y
— the mount’s Weapon Skill is used on ly whe
the mount strikes blows. We assumw the rider 1y
be in complete control of his mount, so the
mount's Lcadership 18 never used, unless a :
special rule states otherwise.

1f the rider has a missile weapon, he always use.
his own Ballistic Skill, rather than that of his
mount (as most mounts have 2 Ballistic Skill of
0 anyway, this should be fairly obvious).

CHARGING, FLEEING AND PURSUING
Cavalry have the Swiftstride rule (see page 76).

CAVALRY AND

SUPPORTING ATTACKS

When a cavalry model makes supporting
attacks, only the rider can strike WE assumy
that the mount lacks both the discipline und the
reach to fight through those ahead of i,

CAVALRY AND SPECIAL RULES
Unless otherwise noted, special rules that apply
to the mount do not normally also apply to the
rider, and vice versa, There are, however, a

few exceptions:

* If the rider or the mount causes Fear or
Terror, then the entire combined mode] js
assumed to cause Fear/Terror.

* Ifeither the rider or the mount is subject 1o
Stupidity, then the whole model is affected by
the result of the test.

* If either the rider or the mount are Immune o
Psychology or immune to Fear, Terror or Panic,
then so is the whole model,

* Ifeither the rider or the mount have Frenzy, |
then the whole model is subject to the Berserk
Rage, but only the element with the Frenzy rule
gains an Extra Attack. |
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AVALRY ARMOUR SAVES
v cavelry model s called upon to take an
: Faave, it is the rider’s armour save that is

inou
L!aLd lowever, the rider does receive a

odicum of additional protection from his

" ighty mount, A cavalry model’s armour save is
teeatedd as being one point better than normal, so
4 model with heavy armour and shield, who
would normally have o 44 armour save if he
were infantry, has o 34 armour save for being
cavalre Jurthermere, i the mount has barding
{i.c. :ll"l]]()Ll]' ol s own), the rider’s armour save
is increased by two points, rather than one,
which would give the model described above 2
massive 28 armour save.

Barding and Movement

“Troops riding mounts with barding are better
protected, as explained above, but the mount is
stowed by the extra weight of the barding.
Accordingly, w cavalry model with barding has
ity Move charcteristie reduced by 1", So, for
example, o knight riding a horse can normally
move 8", but i the horse is wearing barding, he
will only move 7"

CAVALRY AND TERRAIN

Cavalry have to take Dangerous Terrain tests if
they move swiftly over anything other than open
ground or hills — sez page 116 for more details.

Cavalry and Buildings

As we'll discover later, buildings can often be
occupied by units as the game goes on.
However, as you might expect, cavalry cannot
garrison buildings — most riding beasts are wo
large to fit through ordinary doors, and the
riders won’t abandon their mounts,

Nevertheless, we do allow cavalry models to
assault buildings (as covered in the Battlefield
Terrain chapter on page 124), We assume that
the riders tether their mounts a short way from
the fight before charging home on foot —
accordingly, the mounts cannot fight, only the
riders (and clearly the riders will not receive any
armour save bonus from their mount during the
fight!). Obviously, should the assault
successfully drive the defender out of the
building, the cavalry models cannot garrison the
structure in their place.

MONSTROUS CAVALRY

fust as horsc-sized beasts can be pressed into
service as mounts, so can their monstrous
cousins. Such monstrous cavalry are incredibly
rare, s mest such creatures are so strong-witled
that great paticnce (or violence) is needed to
break them to the point at which they can safely
be used as « mount, This combination of mass
and stubborn muscle makes regiments of
monstrous cavalry a much-feared force upon the
battlefietds of the Warhammer World.

dxample monstrous cavalry profile:

MWSBS S T'W I A lLd
Bloodlctter 5 5 0 6 4 2 4 2 7
Juggernawt 7 5 0 5 4 1 2 2 7

All the cavalry rules apply to monstrous cavalry,
with one exception — monstrous cavalry always
use the highest Wounds characteristic the model
has, rather than automatically using the rider’s —
indeed, this will normally mean that the model
uses the mount’s Wounds characteristic.

STOMP

Monstrous cavalry have the Stomp special rule
(see page 76).

MONSTROUS RANKS

A rank of monstrous cavalry needs only three
models to count for rank bonus, steadfast and so
on, and enly need 2 six model frontage to count
as a horde, as described under monstrous
infantry (see page 81).

Blaoelersisher
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Swarms are seething masses of small creatures,
such as rats, snakes or Insects, summoned to the
battlefield by magical means and set loose upon
the enemy. Individually, the critters in a swarm
are little threat, but their sheer weight of
numbers more than compensates for their size,
Swarms are made of 2 number of bases. Each
base inchudes many creatures, but counts as a
single madel with a profile like the one below:

Example profile of a swarm’s base-
MWSBS S T w
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Rat Swarm

SKIRMISHERS

Swarms fight in a loose and shifting formation,
achieving through animal instinet what cther
troops achieve through rigorous training,

Swarms have the Skirmishers special rule.

—— e

UNBREAKABLE

Swarms are utterly unthinkin
devoid of self-awareness — il
Unbreakable special rule.

H—r——

& and compt |

\
ey have the

SQUISH!

Whilst swarms are Particularly nasty foey
fight goes their way, jt's easy for the cnemy
inflict plenty of damage on the sw:
they*ve built up momentum. Most creatuye
swarm don't tend to die o weupon strikes, [y,
are crushed underfoot once the fight poey
against them. Swarms have the Unstable spe
rule (see page 78 for details).

Arm onee

da
i

Notz that swarms who are subject 10 special comi,,

result rules (suck as Undead and Daemon Swarms)

do not have the Unbreakable or Squish! vues, byt
tse their army’s own special rules instead

WAR BEASTS

Some armies employ hunting animals, such as
hounds or wolves. Whilst not particularly
intelligent, such creatures can be formidable foes
in close combat, and cover ground at an
incredible rate.

Example war beasts profile:
MWSBS S T w J

7 4 03 371 3717

—————————

————
CHARGING, FLEEING AND PURSUING
War beasts have the Swiftstride special ruje
page 76).

{see

CHARACTER MOUNT
Some characters can ride war beasts, in which

case the model uses the rules for cavalry (sce
page 82).



ve are many mighty and wondrous creatures
tie Warhammer world that, whilst not large
‘ugh 10 classify as being {ull—-blowu earth-
king monsters, are stil] formidable foes.

Ve refer to such creatures as monstrous beasts.

1.,;:.\‘:1))1[1:"1’ monstrons beast profile:
MWSBS S T
5 064 4

w I

Great Fagle 2

STOMP

Nonstrous beasts have the Stomp special rule
(see page 76).

CHARGING, FLEEING AND PURSUING
Monstrous Beasts have the Swiftstride special
rule (sce page 76).

MONSTROUS RANKS

A rank of monstrous beasts needs only three
madels 1o count for rank bonus, steadfast and so
on, and only need a six model frontage to count
as a horde, 1 the same way as monstrous
infantry (sec page 81),

MONSTERS

NSTROUS BEASTS

CHARACTER MOUNT

Some characters can ride monstrous beasts, in
which case the model uses the rules for
monstrous cavalry (see page 83).

Monsters are the largest beings in the
Warhammer world, creatures so powerful that
they normally don't form into units, but roam
the battlefields on their own. Generally
speaking, any single model bigger than a
monstrous beast is a monster. This category
includes Dragons, Greater Daemons and so on.

Example monster profife:

MWSBS S T W I A Ld_
Warllydra 6 4 0 § 5 5 2 7 6
THUNDERSTOMP!

Monsters have a more destructive version of
Stomp, called Thunderstomp (see page 76).

MONSTERS AND BUILDINGS

Monsters are far too enormous to enter
buildings, though they can still assault thern.

RIDDEN MONSTERS
Some characters can ride monsters, as explained
on page 104.

TROOP TYPES
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A chariot is a1 wheeled war vehicle diawn inrg
buttle by beasts of some kind and crewed by
warriors that are armed (o the teeth.

SPLIT PROFILE

In a similar manner to cavalry, a chariot has
more than one set of characteristics, one for the
beasts, one for the crew and one for the chariot
itsetf, and is rreated as a single model,

When moving, the chariot model always uses
the Movement characteristic of the beasts,
althouwh as the beasts are somewhat slowed by
the chariot chassis, a chariot cannot march.

Example charist profile:

MWSBS S T W j 4 Ld
Lion Chariot - - _ 3 4 4 - - .
Crew -5 4 4 - - 5 1 g
WarLions 8 5 . 5 . . 4 2 .

The crew and the beasts use thejr own Weapon
Skill, Strength, Initiative and Attacks
characteristics when they attack. Each can attack
any opponent that the chariot model is in base
contact with, although the beasts can only fight
enemies to the front, If the crew models have
missile weapons, they use their own Ballistic Skill
when making Shooting attacks.

‘The Wounds, Toughness and armour saves of
the crew and the beasts are never used — hits are
resolved against the chariot's Wounds,
Toughness and Armour Save. It s the crew’s
Weapon Skill that is used for the purposes of the
enemy rolling to hit, just as with cavalry,

TROCP TYPES
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We assume the crew to be in complete ¢y of
the heasts that pull the chariot, so the

Leeadership is never used.

IMPACT HITS

Chariots are huge crushing contraptions -
have the Impact Hits (D6) special rule. S -
charicts are equipped with massive suythes
instead have Impact Hits (D6+1). This win
specified in their entry.

hye

CHARIOTS AND

SUPPORTING ATTACKS

Chariots cannot male supporting atticks -- the
rigid bedy of the chariot prevents other ranks . o
forcing their way through to attack the foe.

CHARIOTS AND SPECIAL RULES

Just as with cavalry, we assume thar special rules
that apply to the mounts do not normally also
apply to the chariot or its crew, and vice versa,
Remember though that there are exceptions, as
detailed under the rules for cavalry (see page §2).

ARMOUR SAVES

Chariots have a fixed armour save, as detaiied in
their army list entry. Such an armour save (ukes
into account the hardiness of the chariot, the
armour worn by the crew and any barding on the
mounts (but barding still slows the model dovwn ),

CHARIOTS AND TERRAIN

Chariots are primarily created to operate over
firm, even ground. Asa result, 2 chariot thut
finds itself moving through terrain is Likely to
have a very bumpy (and possibly fatal) ride.
See page 117 for details on chariots and
Dangerous Terrain tests.

CHARGING, FLEEING AND PURSUIT
Chariots have the Swiftstride ruje (see page 76),

CHARIOTS AND BUILDINGS
Obviously, chariots cannot enter or assault
buildings — such actions would resalt in a very
broken chariot for ne tangible gain.

NG STOMP

Sometimes a chariat will cither be pulled by
monstrous cavalry or crewed by monstrous
infantry. In either tase, no stomp attacks are
permitied (the crew can’t reach and the steeds

are hampered by their yokes and chains),




WAR MACHINES

\War muchines such as Empire Great Cannons,
" (Ore Rock Lobbers and Dwarl B_ull' Throwers

are powerful units on the ficld of battle, able to
pulverise @ hote regiments, breach stone walls
or vven sky fenrsome monsters with a single,

well-pliced shot.

War inachines form o distinet troop type.
Flowever. as their roles are rather unusual, and
cover many different weapons that can be found
in 1he Warhammer world, they are dealt with in
their own chapier, starting on page 108.

UNIQUE UNITS

Some mechanical constructs or magical
monsirosities are so bizarre or unusual that they
have reles entirely unique to themselves. Such
troops 1ypes might well use some of the rules
clements from other, mere commen troop types,
or vlse have enfirely distinet rules that do not
appear anywhere else. Where this happens, the
unit entry in the relevant Warhammer Armies
book will contain all the special rules and
information you need to get your unique unit
into the fay!

T Skaven Plugre Furnace (vight) and
Nughet (obin Fanatic (below) are good
examples of unigne nndts.

TROOP TYPES I&
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In the grim and dangerous world

of Warhamm er,

warriors employ many differ. -
types of weapons against a multitude of foes. From the fine swords of the ke o,
the well-wrought axes of the Dwarfs to less-sophisticated choppas of the Ores
the huge spiked clubs used by Ogres, every race has weaponry fitted to its pre; fred
style of fighting.

It3s wsual for all the models in 2 unjt to carry HAND WEAPON
the same weapons. A unit of Spearmen, a unitof AND SHIELD
Crosshowmen and so on. It is acceptable for g
unit to include a minority of models that are
differently armed for the sake of a varied and
interesting appearance, but the unit still counts
1s being armed as the majority. Where models
are varied in this way, it is important that the
overall appearance of the unit is not misleading.

Remember earlier when I said A
hand weapon doesr’t confer any
Well, that's not exactly true — there is one Cise
where it does. Some Warriors carry a hand
Weapon in one hand and a shield in the othe: |
temmon combination which grants the wary,
fighting chance to parry or block almost any
attack, no matter how powerfyl,

ghting with
spectal rule

Parry Save

If a warrior is fighting with 2 hand weapon and
a shield, then he has a 6+ ward save,
representing his chance to parry the blow — eyen
the mightiest axe strike can be turned aside at
the last moment if the timing is right.

HAND WEAPONS

Up until now, we've assumed that all models This parry save only works against attacks mide
? - -

have been armed with 2 hand weapon. Swords, in close combat. ?t cannot be :“SEd against

axes, clubs and maces are all hang weapons, as attacks made against the warnor’s flank or regr

3 y
are more esoteric Weapons, such as punch (he doesn't have enough freedom of movement
tl . .

daggers, brass knuckles and fighting claws. We to turn around quickly encugh), nor can it he

even use this rule to cover natural weapons, used against Impact Hits or hits from Stomp

such as claws, teeth and horns attacks (there’s no Parrying something that big).
, .

We assume that all troops and characters have
turned up to the battle with at least one suitable
fighting hand Weapon each, although many
troops are also equipped with one or more other,
more specialised weapons. As the main rules
assume that every warrior has a hand weapon, we

: ; SPECIAL WEAPONS
don’t need to discuss further specizl rules — a

As 2 final caveat, the party save cannot be claimed
by Frenzied warriors — they're far too bonkers (o
think overmuch sbout their own personal saftty —
nor can it be used by mounted models.

- ) We use the term ‘special weapor! to covey

model _wﬂh a hand Weapon ﬁg}.xts pr c_CIde ) anything that isn’t a hand weapon. Special

according to the rules laid out in carlier sections. weapons include missile weapons, such as bows

HC’_WEVG“ there are many other types of weaponry and throwing axes, as well a fearsome close

available to the warriors of Warhammer. cornbat weapons such as halberds and lances.
7

MISSILE WEAPONS

Normally a model canaot make shooting attack
unless he has a missile weapon of same kind — 5
bow, crossbow or sling perhaps. If for some Teason
& model has more than one missile weapon, he s

allowed to choose which one to fire during the
oz RS Shooting phase.

WEAPONS




" COMBAT WEAPONS
mﬂ:l carries a special close combat weapon,
st fight with itin the Close Combat phase
aiinot elect to wield his hand weapon
4d. The reason for this is quite
méht[brw:u-cl. Almost all warriors train _
isively with one particular weapon, honing
heir ski[i_;: of attack and defence with the chosen
ool of slaughter, Such warriors are reluctant to
surrender advantage to the foe by fighting with a
Jess faumiliar, or less powerful, weapon. Should
:lllt' special weapon be destroyed then, and only
“then, can they use their hand weapon.

The one exception to this rule is that if the model
also carries a magical close combat weapon of some
Kindl, he will always use it in preference to other

* weapons he carties. 1f the magical weapon is
somehow destroyed or rendered useless, the warrior
will then use his special close combat weapon (if he
has one) finally resorting to his hand weapon if the
speciul close combal weapon is also destroyed or
rendered useless. Hand weapons cannot be
destroyed (well, they can, but we zssume that the
wirriors are ahvays able to immediately find plenty
of replacements among the debris ittering the
hatlefield!). Further details on magic weapons and
other items can be found in the Reference section.

Two Special Close Combat Weapons

If the models in a unit carry two.special close
vombat weapons, they must choose which of the
weapons to use at the start of the first round of a
close combat (the entire unit must use the same
weapon, but characters can always choose
separately). Whichever weapon they select must
then be used for the entire combat, unless the
weapon they are using is somehow destroyed —
i’s no casy thing to change to a different weapon
partway through a fight.

If an infantry model is armed with an additional
hand weapon or a brace of pistols, these grant an
extra attack. A model can’t, however, wield a
brace of pistols or additional hand weapon
alongside another type of special weapon such
as, say, a halberd.

WEAPON PROFILES

Each ‘special’ weapon confers a number of
abilities onto the warrior wielding it. This will
sometimes be a bonus to their characteristic
profile (normally Strength) or perhaps grant the
wiclder one or more special rules, as detailed in
the weapon’s rules,

In order to keep a weapor's abilities nice and
clear; we give each a characteristic profile, much
as we do for a warrier. There are four sections to
a weapon’s profile: Name, Range, Strength and
Special Rules.

‘Two example weapon profiles are shown below:

Name Range Strength  Special Rules
Halberd Combat +1 Requires Two
Hands
Name Range Strength  Special Rules
Bow 24" 3 Volley Five
Name

A weapon’s name is what yowd expect, a
descriptive title that distinguishes the weapon
from other ones.

Range

The range tells you at what distance the weapon

can be used. If a wedpon's range is ‘combat’ then
it can only be used in close combat. If the range

is a number of some kind, it is a missile weapon

and the number is its maximum range.

Strength
A weapor’s Strength can take three forms. If the
Strength 1s shown as 2 modifier, for example + 1,
+2 or -1, then this is the modifier the weapon
applies to the wielding model’s strength. A Man
(Strength 3) wielding a Halberd (Strength + 1
would therefore strike Strength 4 biows when
fighting in close combat.

If a weapon’s Strength is shown as ‘as user’ then
attacks made with the weapon use the wielder's
own unmodified Strength.

Alternatively, if = weapon has a fixed Strength, then
all attacks made with that weapon use the Strength
value shown — the wielder’s Strength is ignored.
For example, shots fired by a Man (Strength 3)
with a crosshow (Strength 4) would use the
crossbow's Strength of 4, not the Man's Strength 3.

1

Special Rules
Many weapons confer special abilities on the
attacks made by the wielder, such as the ability to
fight in an extra rank. Sometimes the special rule
will be explained immediately after the weapon
profile. Otherwise, details on these special rules
can be found in the chapter of the same name,
starting on page 6.
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Lampire Greatsword

WEAPONS

Listed on the foliowing pages are some of the
many types of weapon used in the Warhammer
world. Unusual weapons that are specific 1o
individual races or armies are covered in the
army hook for that particular race.

You'll see that the spear has two different
eatries, one referring to the use of spear on foot
and the other referring to mounted models
(cavalry of all kinds and models riding
monsters or chariots).

BOW

The bow is used extensively in warfare. Itis a
compact, long-ranged weapon that is cheap to
make and easy to maintain.

Nane Range Strength  Special Rules
Bow 24" 3 Volley Fire
CROSSBOW

A crossbow consists of a short, strong bow stave
mounted on a2 wooden or metal stock. It takes &
long time to load and wind a crossbow, but each
shot has tremendous range and power.

Naie Range Stremgth Special Rulss
Crosshow 30" 4 Move or Fire
FLAIL

A flail is a cumbersome, heavy weapon used
with both hands. It consists of heavy weights,
often spiked, attached to a pole or handle by
heavy chains. A flail drains the user’s stamina
quickly, but is incredibly destructive on the
charge, its impact smashing shields and
splintering bones.

Name Range Strength  Special Rules

Fil Combat  +2°  Requires Two Hands

* A flail's Strength bonus applies only in the first round of
close combat.

GREAT WEAPON

Great weapons are especially large and heavy
weapons wielded with both hands. This
includes great hammers, great axes, two-handed
swords and suchiike. A blow from a great

weapon can cut a foe in half and break apart the
thickest armours.

N Hdigor SteHe Npevadd Rde

el Weapon Comlay +1 Requires e 1 s,
! |
Always Stikes Last
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HALBERD

The hafbead is a heavy bladed weapon mounted on o
sturdy shatt. The steel blade has a paint like 2 spear
as well as a heavy cutting edge like an axe. It is held
in both hands and used to chop as well as thrust,

Name Rz Ny e AV VN

Combat +1 Renuires "B | lands

HANDCUN

A handgun is a simple firenrm consisting of a
metal barrel mounted on a wooden stock. Some
of the more advanced versions have levers and
springs that hold the burning match or flint and
release the firing mechanism to trigger the gun,
Handguns have a long range and hit very hard,
making them value weapons indeed.

Name Range Strength  Special Rules
Handgun 24" 4 Armour Plercing,
Move or Fire
JAVELIN

The javelin is a light spear designed for
throwing, too flimsy to be used in hand-to.-
hand fighting. It is not a very common weapon
as it has a short range, but the amphibious
Skinks of Lustria use javelins extensively. A
model is assumed to have sufficient javeling to
last the batle.

Name ) Range Strengil: Special Rudes
Javelin 12" Asuser  Quick to Fire
LANCE

(MOUNTED MODELS ONLY)

A lance is a heavier, longer version of the spear,
which cannot be used by models on foot.

Name Range Stseagih Special Rufes

Combat +2* -

* A lance 15 only used in a turs in whichy the
wielder charged into combat. In stlseguent fuing
(or if the wielder did not charge) the model wses
its hand weapon,

LONGBOW
A longbow is a dangerous weapon — a skilled
archer can hit an enemy from a great distance
with punishing force,
Ve N

Sty ety Nl Rles

Lamghuow ki 3 Volley Fire




MORNING STAR
A morning star is 2 single-handed weapon that
consists of one vr more spiked balls on a chain.
Like the farger flail it resembles, it is a tiring
weapon 0 its advantage lies with the initial blow.

e Pagie Srevwpdle Nea Ko

NMorning Combat 417 -

Star

= A mrning star's Strengl benus applies only in

the first round of combbal.

PISTOL

Pistols are small weapons that employ a nextious
and unrelinble form of guapowder to propel &
small lead or stone ball. Unlike other weapons, a
pistol can be used as both a missile weapon and
a close combal weapon, following the same rules
as an acditional hand weapon,

N Kutirze Neongth Special Rades
Pistal 12" 4 Armour Piercing;
1Shooting) Quick to Fire

Brace of pistols

I model carries two or more pistols (a *brace”)
it uses them simulraneously, both in combat and
when shooting,

N R Strengrh Special Rules
Brwee of Cembat Asuser  Extra Attack*
Tistals

tCombaty

¥ Granis an Fshra Attack to models on_foot only.

et Notirge Seength Special Rules

Brace of 12" 4 Armour Piercing,

Vistols Quick 1o Fire,

(Silunlil\g] Multip]e Shots (2)
SHORTBOW

Shorthows are smull, shert-ranged bows that are
favoured by Goblins. Some cavalry also carry a
shorthew because it is casier to shoat from
horseback.

\ins, Pusirg Nooaer Speund Rules
Shorthow 18" 3 Volley Fire
SLING

Slings consist of a looped string of cloth or

teather into which # stone is placed and then

thrown with surprising strength and accuriey.
N Ny Sty Spevel Rl

Sling B 1 M aliphe Shots (2)

SPEAR (FOOT)

Spears are long shafts of wond with a sharp
metal tip. Because braced spearmen can Rght in
an additional rank, spears arc ideal defensive
weapons for infantry

Name Rauge Strength  Special Rute

Spear Combat  Asuser  Fightin Extra Rank*

*Does nat apply on a turn in which the model charged,

SPEAR (MOUNTED)
Riders armed with spears ride down footmen,
spitéing them as they gallop into their ranks.

Neme Range Strengeh Special Rules
Spear Combat  +1* -

* A spear 15 only used in @ turn in whick the
witlder charged into combat. In subsequent rurns
{or if the wielder did not charge} the model uses
its hand weapon.

THROWING WEAPONS

Throwing weapons, such as stars and knives, are
small, easily concealed weapons and,
consequently, they are favoured by assassins and
lightly armed infiltrators. A model is assumed to
have suffident throwing weapons to last the battle.

Name Range Serength  Special Rudes
Throwing 6" Asuser  Quick to Fire
weapen

THROWING AXES

These weapons are keenly balanced so they can be
thrown accurately despite their weight. Even so,
the strongest warrior cannot throw such 2 weapon
very far, but if a throwing axe hits its target, the
effect is devastating. A model is assumed to have
sufficient throwing axes to last the battle,

Name Rangs Strength  Special Rules
Quicke w Fire

Throwing axe 6" +1

TWO/ADDITIONAL HAND WEAPONS
(MODELS ON FOOT ONLY)
Some warriors carry two hand weapons, one in each
hand, and can rain down even more blows on their
enemy. An additional hand weapon cannot be used
by a mounted model, or by a madel that has a
magical close combat weapon.
Noeone Kooy Newiptic Specadd Rude

TeefAuldhitional  Combar As user Iaximy Artack

Flandd Weapen

Hish 14 Spearnun

Skink Warrior
with javelin and shirld

Biack Ark Corsair

il tou haned v pons

——

WEAPONS




High Elf Phoewix Guard
Standard Bearer

So far, we've assumed that all models in a unit are equal - that they are all rank-
and-file troops with identical influence on the fray. However, it is commonplace for
warriors to march into battle under the leadership of a sergeant or other champion,
with banners flying proud in the mist-strewn air and the rattle and pounding of
drums driving the warriors onward. A unit’s champion, standard besarer and
musician are collectively referred to as the unit’s command group, and that’s what
we're going to discuss in this section. Before we delve into the nitty gritty of
individual rules for command group models, let’s cover off the basics.

FIELDING COMMAND GROUPS

Many units can include a command group of
some kind, dictated on the whole by the
miniatures that are available, and detailed in the
relevant Warhammer Armies book. Most units
can take what we refer to as ‘full command’ —a
charmpion, standard bearer and musician — whilst
others will only be able to take perhaps one or
two of these options. Light troops, for example,
often do not have an option for a standard bearer,
preferring not to draw the enemy’s attention by
waving a big gaudy flag. Command group
madels are always chosen as upgrades to normal
rank-and-file models.

WHAT'S IN A NAME?

In most army books, the term standard bearer is
used throughout, though the model in question
might actually be carrying an icon, pennant or
other such token. Similarly, a musician might be
carrying a drum, horn, zither, hurdy-gurdy or
some other weird and wonderful instrument -
he'll still be described as a musician,

Champions, however, are a different kettle of
fish. Yow'll rarely find a champion option
referred to as simply 2 champion — he’ll be listed
under the rank or name given to the champion of
that particular unit. For example, the champion
of an Empire Flagellant Warband is known as a
‘Prophet of Doom’ whilst the champion of a
Bretonnian Peasant Bowmen unit is called a
Villeir', As you can see, there is a little potential
for confusion here, as a champion is not so
clearly identified as a standard bearer or a
musician. Fortunately, this distinction makes the

champion easy to identify — if 2 unit has
champion option, it'll be the one that isn't clearly
labelled musician or standard bearer.
Furthermore, a champior always has a slightly
different characteristic profile to the other troops
in a unit, so if in doubt you can always identify
him that way!

POSITION WITHIN THE UNIT
Command groups must be placed in the
unit’s front rank and move automatically if
the unit reforms.

Champions, standard bearers and musicians can
always be found in the forefront of the fighting,
as is entirely fitting as they lead their comrades
through personal example.

Any models that make up a unit's command
group must be placed in the front rank of the
unit, unless there is not encugh room for them to
fit. Where this happens, as many command
group models as possible must be placed in the

front rank and any remaining models are piaced
in the rank behind.

If the unit changes formation then the command
group automaticatly pushes its way back to the
front. Accordingly, when a unit reforms, the
models of the unit's command group must he
repositioned inte the unit's new front rank as
described above (regardless of the distance).

Now we've got all that out of the way, let's take a
look at the command group’s members,




AT IUND

CHAMPION PROFILE

A champion always has a slightly better profile
than his fellows, having improved his skills over
the course of several battles. Normally, this
increase will take the form of an extra Attack (in
the case of 1 champion whose unit specialises in
close combat) or an extra point of Ballistic Skill
{if the champion’s unit employs chiefly ranged
weapons). In some more unusual cases, a
champion will have other characteristics
bonuses, in which case these will also be shown
in his characteristic profile.

ARMS AND ARMOUR

A champion model will normally have different
wargear to his fellows, in order that he should
stand out [rom the crowd! However, he counts
as having exactly the same weapons and armour
as the other members of his unit.

‘That said, some champions do have the option
to take equipment that is not available to other
members of their unit — where this is the case it
will be clearly stated in the appropriate
Warhammer Armies book.

CHAMPIONS AND SHOOTING

As you might vxpect, a champion uses his own
characteristics when he shoots. If making a
shooting attack, the champion must shoot at the
same target 4s the rest of his uait — you’ll
normally want to roll different coloured dice for

the champion’s shots if he has a different
Ballistic Skill.

A champion cannot normally be targeted by
enemy shooting attacks — he can only be
removed as a casualty if there are no other rank-
and-file members of his unit left (not even the
standard bearer or musician).

The only exceptions to this are shooting attacks
that do not use the normal shooting rules,
specifically shooting attacks that use some form
of template (such as cannons, stone throwers,
breath weapons and so on).

Fortunately, in these cases, a champion is so
beloved by his unit that ordinary rank and fle
troops will attempt to save him — as represented
by the “Look Out Sirl” rule (see below).

CHAMPIONS AND CLOSE COMBAT
In close combat, a champion can attack any
enemy model he is in base contact with, using
his own characteristic profile, as normal.
Similarly, enemy models in base contact can
direct attacks against the champion if they wish.
If the champion is slain then the modet is
replaced with a rank and file model from the
back rank of the unit, if one is available. Note
that any extra wounds inflicted upon a
champion do not carry over onto the rest of the
unit — once the champion is stain, excess
wounds are lost.

Unless a champion is slain by a direct attacl,
then he must be the last rank and file model to
be removed as a casualty. So if a unit of three
models suffers 3 or more unsaved wounds, the
champion 1s removed as ore of the casualties. In
essence, wounds inflicted on the unit can
overflow onto the champion, but wounds
inflicted on the champion cannot overflow onto
the unit.

CHAMPIONS AND CHALLENGES
Champions can accept and issue challenges in
the same manner as a character. If you want to
readd more about challenges, you'll find the
information on page 102.

\"LOOK OUT SIR"

'Ifa ch'\mpxon is hit by a template as described above, there is a good chance a comrade will shout
i a warning or physically push him clear of incoming harm. Roll a 6. On a 1, the champion fails
to hear the warning, or is too far away. He is hit and damage is resolved against him as normal.

% On a 2-6, the champion dives clear or is shoved aside — he is not hit by the attack. Unfortunately,
| another member of the unit takes the strike meant for the champion (normally the noble soul who

| pushed the champion clear) — resolve the hit against the unit instead.

|
]
'\i A “Liook Out Sir!” roll cannot be made if there are less than five rank-and-file models (including
3 the musician and standard bearer, but not the champion) left in the unit.




Empive Standard Bearer

 STANDARD BEARERS

A unit of troops often fights below a standard or
banner of some kind, a glorious token of their
allegiance, history and pride. Such a standard is
much treasured by the soldiers that fight and die
bencath it, and they will battle on all the harder
whilst it stil] flies.

PROFILE AND WARGEAR

A standard bearer always has the same profile as
the other rank and file models in his umt.
Similarly, we also treat him as being equipped
witlh: the same weapons and armour as other
models, although the model itself might net be
armed the same way.

In reality, the standard bearer mode] wili
probably lack a shield, or wili have exchanged a
weighty lance for a sword. Such is to be expected
— a standard is a terribly weighty thing, and
standard bearers often shed other burdens in
order to keep the flag flying. The standard’s the
important thing after all — we can well imagine
the bearer setting aside other trivial burdens to
allow the mighty flag to be held aloft.

We furthermore take this deficiency in wargear
to be compensated for by the sheer fighting skills
and tenacity of the warrior in question. Only the
toughest soldier in a unit will be given the
honour of carrying the standard, and therefore
we assume the standard bearer fights as if he has
the same equipment as his fellows (which makes
things far easier to keep track ofl).

COMBAT RESOLUTION BONUS

As we already discussed in the Close Combut
chapter, a standard bearer 15 almost invaluabic in
a fight. If 2 unit includes a standard bearer, it will
be more determined than ever to beat its foc, and

+ so adds +1 to its combat result. Remember thut

in a multiple close combat this bonus is limited
to a maximum of +1 if any unit has a standard,
not +1 for each one present in 2 fight.

STANDARD BEARERS

AND CASUALTIES

We assume that if the standard bearer is slain,
another warrior will step forward to raise the lallen
standard aloft. Accordingly, the standard bearer
cannot normally be removed as a casualty uniess
only he and the champion (if there is one) remain
in the unit. This applies even if the standard
bearer is the target of an effect that affects only a
single model, such as a dangerous terrain test, or
an attack made with the Sniper special rule.
Another rank and file warrior is still assumed to
pick up the banner. If the only other remaining
mode! in the unit is the champion, the standard
bearer must be removed as a casualty before him.

Last Stand
The only time a standard bearer can be removed
as a casualty before the musician and other rank-
and-file models 1s if the unit breaks from
combat. When this happens, we assume that the
standard bearer fights to the very last, defending
the honour that the rest of his unit have
abandoned in their flight. If a unit hreaks from
combat, the standard bearer is slain immediately
— remove the model. His place must be taken by
a rank-and-file model from the vear rank of the
unit, if there is one available. The victorious
enemy can still oversun or pursue as normal.



MUSICIANS
When an army marches, it does so to the heat of
drums and the call of blaring horns. These
instruments are used to announce a unit’s
presence on the batttefield, bringing fresh hope
to lviends and worry to enemies. More than this,
a unit’s musician is crucial 1o keeping order
when the unit attemypts to change formation or
should it need to rally. For trained troops, a
prearranged sequence of notes can carry as much
information as a bellowed order, and can do so
more clearly and with greater speed.

PROFILE AND WARGEAR

As with a standard bearer, we assume a unit’s
musician to have the same characteristic profile
and wargewr as other models in the unit, with the
warrior’s skill and determination compensating
(or any lack of cquipment. An eremy can suffer
quite a nasty wallop from & drumstick, after alll

"ONWARDS, MEN!

If 2 combat goes poorly, a unit's musician plays
ever louder, 1o rouse the spirits of his fellows and
chive them forward into the fray with greater
vigour. As a result, the side that has a musician
in its front rank of one or more of its units wins
any drawn close combat by 1, unless the
oppesing side has a musician also, in which case
the redoubled efforts (and almighty clamour)
cancel each other out.

‘FORM ON MEI

A musictan forms a clear and vital rallying point
{or a Aeeing unit and can spell the difference
between a brief retreat and a headlong flight. If a
flecing unit has a musician, it gains 2 +1 bonus
1o its Leadership whenever it attempts to rally.
Remember that Leadership, as with all
characteristics, cannot exceed 10.

MUSICIANS AND CASUALTIES

As with the standard bearer, we assume that if
the musician is shin, another warrior will retrieve
the instrument from his corpse and continue to

play (probably not as well, but near enough for
Ou hurposes).

The musician cannot be removed as a casualty
unless only he, the standard bearer and the
champion (if either are present) remain in the
unit. I only the standard bearer and/or the unit
thampion remain beside the musician then the
musician must be the next casualty.

SWIFT REFORM

A umnit that js not fleeing and not engaged in
combat can attempt to make a swift reform
during the Remaining Moves sub-phase, if it has
a musician, by taking a Leadership test before it
moves. If the test is passed, the unit immediately
makes a swift reform — if failed, the unit makes a
normal reform: instead, with all the penalties that
apply (as described on page 14). A swift reform
is treated exactly like a reform manoeuvre,
however such is the speed and efficiency with
which the reform was carried out that the
following exceptions apply:

* A unit that has made a swift reform can
immediately make a full normal move, even
though a reform would normally prevent it
from doing so. Note that a unit that carries out
a swift reform cannot march — they haven't
been that swift!

® A unit that has made a swift reform can still
shoot, although it will count as moving,
whether or not it moves further after the
reform has been completed. This means that it
will suffer the -1 modifier for moving and
firing, and will not be able to shoot Move or
Fire weapons (such as crosshows).

( COMMAND GROUP
CASUALTIES SUMMARY

- Rantk-and-file models are always removed first,

- When no rank-and-file models remain, the

mSICIan 5 removed,

- If there is no musician, or ke kas been slatn, the
standard bearer is removed,

- The champion s alzoays remaved last (nnfess

)
I
U specifically targeted by an artack).

i




Characters are generally known by different
names appropriate to their nation or race. Orc
characters, for example, are known by suitably
‘Orcy’ names such as Big Boss and Warboss,
whilst the leaders of the Empire are Captains,
‘Warrior Priests and Engineers.

The types of character available to an army will
vary with the personality of that army. Most
races in Warhammer can call upon the services
of powerful fighters and puissant wizards in
equal measure, some have unigue types of
specialist character, and a few have jack-of-all-
trades characters that are adept in many
different aspects of war.

The Warhammer world would not be what it is without the presence of great lords,
valiant heroes and mighty wizards. Such powerful individuals add a new dimension
to your games of Warhammer, either as inspiring leaders or skilled warriors able to
trounce hordes of lesser fighters. Such potent personages are called *characters’.

CHARACTER MODELS

Characters are a special type of unit that can
either operate on their own, or join another unit
from the same side. They often have superior
characteristic values compared to ordinary
members of their race, for example:

MWSBS § T W I A Ld
Man 43 3 33 13 17
Captain 4 5 5 4 4 2 5 3 8§

As can be plainly seen, the Captain is far
supertor to the common man in almost every
way — a powerful force on the battiefield if he is
used correctly.

LONE CHARACTERS

Being dangerous and canny fellows, characters
are permnitted to move arcund the battlefield as
individuals, fighting a solitary battle against the
foe. Indeed, many characters excel at this role,
having the raw power to take on eatire encmy
units and still prove victorious.

Characters that have not joined another unit an
treated as a separate unit of the appropriate typ
for all rules purposes. They move, shoot and
fight as described in the relevant section of the
rules. For ease of reference, we will call such
modeis ‘lone characters’.

SHOOTING AT LONE CHARACTERS
Characters are tempting targets for the
marksmen in the enemy army — one well-place:
volley and a powerful foe can perhaps be
brought down before he has the chance to wre:
ruin. However, picking out a lone character in
the midst of 2 clamorous battle is harder than
you might think. At a distance it can be hard
to tell officers and common soldiers apart,
particularly when units are advancing,
marching and charging ali around you, so we
give lone characters a irtle protection to
represent this.

-tk




If a lone character is hit by a shooting attack of
any kind {including shots fired using ballistic
skill, remplates and so on) a “Look Our Sir!”
roll can be attempted, provided there is a
friendly unit consisting of five or more models
of the character’s troop type within 3°. Roll a
6. On a roll of 44, the character has been
successfully forewarned or otherwise preserved
from harm by his nearby atlies — the hit is
ransferred to a model in the friendly unit (if
there 1s more than one eligible unit within 3",
the controiling player can decide which made
the honourable sacrifiee). Otherwise, the hit is
resolved against the character as normal.

You'll notice that the chance of this “Look Out,
Sirl™ voli succeeding is far slimmer that the one
discussed elsewhere, This is only fitting as it’s
far harder 1o warn a Iriend from a distance than
i he’s stood u fuw paces away.

CHARACTERS AND UNITS

The most useful thing about a character is his
ability to join other units. The character receives
a greater degree of protection for being in the
unit, becoming far harder to assassinate from
range. In return, the unit gains the character’s
formidable fighting and leadership skills — all
the better to help them crush the foe.

WHAT UNIT CAN I JOIN?

Nuost characters are allowed to join certain types
of unit aver the course of the battle. A character
is normally permitted to join units of infantry,
buasts, cavalry, monstrous infantry, monstrous
buasts or monstrous cavalry. Characters can also
Join other characters belonging to one the troop
types listed above, thus forming an impromptu
unit entively made of characters.

Unless otherwise stated, a character cannot

join a unit of monsters (too much danger of
heing stood on), a unit of flyers (too many ill-
disciplined wings buffeting the sky), a unit of
chariots (too much danger of being run over), a
unit of swarms {too much chance of being eaten)
or 8 war machine {too much danger of being
obliterated ). Similarly, a character that is itself a
monster, or riding a monster or a chariot cannot
Joir other units — it's just too dangerous for the
members of the unit in question. A character
cannot join a unit that is already engaged in
close combat or is Aecing.

JOINING A UNIT

fo join a unit a character must move into base
contact with it during the Movement phase.
Onee a character has joined a unit in this way,
neither character nor unit can move further,
50 it’s 2 good idea to plan your moves in the
correct order,

As a unit can move only before the character
joins, it's better to move the unit first and then
have the character move to join it. A unit which
has been joined by a character in the Movement
phase only counts as having moved if it has itself
moved, not if a character has moved to join it.

POSITICN IN THE UNIT

When characters join a unit, they are placed in
the front rank {regardless of distance), Rank-
and-file models, except for the command group
that must remain in the front rank, are moved to
the back ranks to make room for the characters,
If there is no more room in the front rank, some
characters will have to go in the second rank.

SPELLS

When a character joins a unit that is under the
effect of a spell that affects the entire unit, the
character only benefits or suffers from the effects
of the spell whilst he remains in the unit.
Similarly, if a character is the subject of a spell
that is capable of affecting a unit, the effect will
also apply to any unit he joins, for as long as he
remains part of it, and the spell lasts,

CHARACTERS IN FLEEING UNITS

If the character has joined a unit and this later
Rees, he will count towards working out if the
unit is still at or above 25% of its initizl numbers
for the purposes of Rally tests (see page 24).

The Hevald of Nurgle (1) is too
Jar arway ra gain aiy benefit
Jrmm being wear the

Plagsehearers,

The Blovthirster (2) is o
monster, and thercfore recerves
1o protection as ihe
Plaguchearers are infantiy.

The Masque of Slannesl (3,
however; 5 infantry, and close
enongh to recerve a 4+

“Lock Cut, Sirl” agasnst
shooting attacks.




Rank Width

g used the stevidard vale as
the exanple as this agplies to
st roop bypes, bt yemember
that monstrons infaniry,
nionstrons beasis ane onstions
cavalry il eny need 1o be
three models wide to connt

rank bonis, cfe.

S

For exaniple, this Chaas Lord is viding a Chass Siced, so has a 25mm x 50w footprint,
Fe can stitl jein the Chaos Warrior unit, but will displace tao models as the Chaos
S Warriors have & 25mnt x 25mm foolprint.

DIFFERENT-SIZED BASES

Most of the time, a character is mounted on the
same size of base as the unit he decides to join.
1n this ease, the character can simply be added
to the front rank, displacing another model as
described above. Naturally, this gets a little
more involved if the character has a different-
sized base to the members of the unit. Here we
have to use a little common sense to make
everything worlk.

If a character's base is larger than one model,
but has exactly the same size area (or ‘footprint’)
as two or more madels, simply displace those
models to the back rank and position the
character in their place.

&

T S O AR it
If your character(s) fit into the unit in this
manner, work out the unit's ranks (and therefore
its rank bonus) as if the space was filled with
rank and file troops.

5 Fir cxample, all the anils showon above have three complete ranks, and thergfore a rank
y bonns of +2.

When Footprints Collide

If a character’s footprint does not fit neatly int
a unit, place him on the edge of the unit, besid
the front rank, facing the same direction as the
rest of the unit, as shown below. In this case w
do not assume the character’s footprint to be
filled by rank-and-file troops, and the characte
is ignored when working out the number of
ranks in the unit and if it counts as a horde.

& Jur the examples showon above, the first wit would
couni as hawing three ranks, as it is ffve models wi
(the character Is fgnored). Tn the second example, 1.
witit eloes woi count as faving ranks, as they are not
ST wtodels wide without the characler

] There's No Room!

| If a character cannot be placed within the
'\ unit, or beside the front vank, then he canr
| attempt to join that unit. This is obvious,
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COMBINED UNITS

Whilst a character is part of 2 unit, both he and
the unit (including any other characters that
have joined that unit) are treated os a single
combined unit for all rules purposes, save for
the exceptions listed here.

MOVEMENT

A nnit always moves at the same rate as the
slowest model, so when the unit maves, charges,
flees or pursues, always use the lowest
Movement characteristic and rules of the
slowest troop type. Similarly, 1 the character is
stbject to any movement restrictions, then those
restrictions apply to whole combined unit whilst
the character remains part of it, and vice versa.

SHOOTING

‘Normal’ shooting attacks — by which we mean
ro say shooting attacks that use the firer’s
Ballistic Skill — cannot hit a character in a
combined unit if there are five or more rank and
file models from the same troop type (including
musician and stanclard bearer, but not the
champion) feft in the unit. We assume that the
enemy cannot pick the character out. All hits are
allocated onto the unit’s rank and file models.

If there are Fewer than five rank-and-file models
left in the unit (or the character is of a different
troop fype) there is a chance that any characters
in the unit could be hit - the controlling player
decides who is hit, but must allocate one hit on
cach mode! before he can add a second hit on a
model; he must allocate two hits on each model
before he ean allocate a third, and so on.

Unusual Shooting Attacks

The only exceptions to this are shooting attacks
that do not use the normal shooting rules,
specifically, shooting attacks that use some form
of template (such as cannons, stone throwers,
Lreath weapons and so on).

If a character is hit by such an attack, and he is
in 2 unit of at least 5 rank-and-file models
{excluding the champion, if there is one) and he
is of the same traop type as the unit, then his
controlling player is permitted to make a “Look
Out Sir!” roll to save him From harm. This
works exactly as the “Look Out Sirl” rule
described for unit champions on page 93 .
Simply put, on a roll of 2 or more, the hit does
not strike the character, but instead is allocated
to 2 rank-and-file model. If there are less than §

rank-and-file models, the character does not get
a Look Out Sir! roll and is hit.

CLOSE COMBAT

In the Close Combat phase, enemy models in
base contact with both the character and one or
more models from the character’s unit can
choose to attack the character or the unit, or
split their attacks between them. You need to
declare where attacks are being atlocated before
they are rolled. If the character is slain, any
excess wounds do not carry over onto the rest of
the unit but are simply lost.

Remember that models can only attack enemies
in close combat if they are in base contact.
Therefore, if enemy models are only in base
contact with the character, then they can oniy
attack him. If enemies are only in base contact
with models from the character’s unit, they must
attack the unit.

Fumpire Engineer

High King Thargrim
Grudgebearer; with a retime
of Dwarf Ironbreakers.




I'Think I'll Sit This
One Out, Chaps.

A character is nnder no
wbligation to muscle his way
SJarward intn the fight, so dor’t
el you have to put him in
fretrnn s woay 1f you don't want
. Wizards are almost always
beiter off steving ont of a close
qrarters scram §f they can
netnage i, and even tooled-up
comthar specialists might wwant o
apt fir discretion i theey 've
already lost a lor of Wannds,
Just vemember that i e wnit
bieaks ffonr rombat, any
characters fn 1 woilf suffer the
sauie fate, and a character’s
striking posoer might prevent
Hhe wiit_from breaking in the
st place...

MAKE WAY!

Should a combined unit be fighting in close
combat, it is only right and proper that a mighty
hero will push his way through to the fighting.
At the start of the combat (before Impact Hits
are resolved), if a character’s unit is 1n combat,
but the character is not in base contact with the
enemyy, the controlling player can swap his
position with another model that is in base
contact. You can exchange him with rank-and-
file model(s), including the command group,
that are in base contact with the enemy. If there
are one or more stranded characters on both
sides, the players roll off and the winner decides
which character makes his Make Way! first.
Players then alternate choosing characters to do
their Make Way! moves. Only characters whose
footprint is compatible with the unit's rank and
file can do this.

For exatple, the Geblin Bi Boss is not in base
contact with the enemy at the stavt of the combal, and
s is alfowed to perform a Make Way! move to got
into contact.

AT

Mzking Way to Another Rank

Characters can use a Make Way! move in order

to move to another rank — most commonly if
their unit is charged in the flank or the rean
Once the unit is no longer in close combat, such
characters automatically return to the front

rank of their unit at the start of their following
Movement phase.

e
Far example, these Davarfs bave bees vhersed in the
Sank by a Dragan. The Dragon is aod in contact
with the Iwarf nit’s fiont vand, su the Dwarf
L Shane is pernsitived to meve to awother rank in grder
ta frgdn it

rorer

LEADERSHIP TESTS

As we already mentioned way back on page 10,
Leadership tests are always taken using the
highest value present in the unit. In the case of a
combined unit, this will normally be the
character, but might occasionally prove to be the
rank and file of the unit themselves, particularly
in the case of elite warriors.

SPECIAL RULES

Unless otherwise noted in the text of the rule
itzelf, a special rule applying only to a charucter
does not apply to the unit, and vice versa. Most
special rules are there to represent specific skills
or powers — you couldn’t learn to shoot a
longhow by standing next to someone who could,
so why would you become able to perform a
Killing Blow, deploy as 2 Scout, and so on?

On the other hand, many spells and magic items
bestow special rules and other effects on units,
T this case, everyane (including the character)
in the combined unit witl be affected.




LEAVING A UNIT

Whilst a character might well stay with & uait
for the entire course of a hattle, there often
comes a time when he departs for pastures new.
This might be because you need your characrer
to take charge of another section of the
hatttefront, or because the character’s current
anit has been so mercilessly butchered by the
enemy that he's no longer safe within it.
Whasever the renson, we're going to need rules
ro altow @ character to leave 2 umt.

A character ¢an charge out of 2 unit, by
dectaring a charge in the relevant phase - in
which case, he will move and his unit will stay
sl — it is not permitted to declare a charge of
is own, though it can move during the
Remaining Moves phase.

I a Stund snd Shoot reaction is declared against
i charneter charging out of a unit, the shots are
fired at the character as if he was a separate
lirget — he dous not gain the same protection as
heiny inside 2 unit, but he does get a 4+ “Lock
Out, Sisl” it the unit he is leaving is the same
troop type s he is.

Alternatively, a character can leave his unit
during the Remaining Moves sub-phase by
moving away from the unit before that unit
makes its own move. If the unit cannot move in
this phase for any reason, the character may not
Teave the unit.

For exampie, n character cannot leave if:
° [is unit is flecing.

® The character himself or his unit is not
permitted to move by a spell or other effect.

= I the unit s in combat.
® W the unit has made a failed charge.

° And so on..,

When leaving a unit, the character reverts to his
normal rules for movement. The distance of his
move is worked out from his actval position in
the unit before the unit moves. He can‘even join
another unit as part of the same move if his
controlling player wishes, and the character has
enough movement, although the unit he joins
cannot move 1f it hasn't done so already.

The Qe Biy Boss charges ont of
the unit fi the Charge sub-phase.
D T T R

The Chaos Lo mroes ot of the
Chaos Warrings nuft in the

Remaining Moves sub-phase.

The Ore Beys it morves off in the vemuining

Mo sub-phose.

2 LA i G

The swit of Chaos Warriors then moves away,

CHARACTERS




CHALLENGES

No matter his race or allegiance, the quickest
and easiest route for 1 wartior to earn glory and
a dread reputation is by killing enemy heraes in
close combat. T don't mean through a chance
blow in the brutal erush of melee — after all,
even the most cowardly peasant can poke a spear
through an cremy warlord’s back, shouid he get
the opportunity. No, what I'm refersing tois a
duel between mighty warriors, the clash of
sword upon and sword and axe upon shield zs
two doughty fighters strive against one another
in a contest of battle-skill. In Warhammer, we
refer to such battles as challenges.

Challenges are ane of the most dramatic parts of
Warhamumer, representing as they do the final
showdown between opposing warlords or hated
rivals. It's not unusual for the result of a battle
to hinge on who wins a challenge!

ISSUING A CHALLENGE

Challenges are issued at the start of the combat
round, before any blows are struck (but after
Impact Hits). Only one challenge can be issued
per close combat — the side whose turn it is has
the opportunity to issue a challenge first. If that
side chooses not to, then the other side can issue
a challenge.

The player issuing the challenge nominates one
of his character or champion models to issue the
challenge. If he does not have a suitable model
in the fight, a challenge cannot be issued.
Similarly, if there are no characters or champions
in the enemy units, a challenge cannot be issued
— there’s no one to fight!

Quite how individual warriors issue their
challenges varies from race to race. An Elf or
Man might salute his opponent, whilst 2n Orc
bellows insults at his foe. To issue a chaltenge,
choose one of your characters or champions in
one of your units in the combat — this is the
model that issues the challenge. Proceedings
will be enhanced considerably if you actually
frame a suitable challenge, perhaps along the
fines of “Who's a~comin’ out tae fight me,

ya scurvy, no-good, cowardly rat-infested
spawns o’ uumentionable descent. I can smell ya
fouled britches and hear ya knees a-knockin’
together with fear!” Once one chailenge has
been made, further challenges cannot be issued
in that combat.

CHARACTERS

ACCEPTING A CHALLENGE

H your apponent has issued a challenge, you can
now accept it with one of vour charcters or
champions whost unit is in base contact with the
unit containing the issuer of the challenge. Note
that a character does not have to be in hase
contact with an enerny to aceept or issue a
challenge, just part of a unit that is. The two
models will now fight, as described in Fighting a
Challenge, below.

REFUSING A CHALLENGE

(BOO! HISSY

If no enemy character steps forward to meet the
challenge, one of them must retirc in lgnominy
"This character is nominated by the chaltenger —
though he may not nominate a character that
could not have accepted the challenge, or 4 unit
champion — champions can accept challenges,
they do not have to. The retiring character slinks
off to the back ranks and is not allowed to attuck
that round — move the model into a rank wherc
he's not in base contact with the enemy. Another
model will step up and fight in his place, just uy
if he’d been slain. Furthermore, the model’s
Leadership cannot be used for any Leadership
tests that take place that turn.

Once a challenge has been refused, the issuer
can fight normally in that round of combat.

Nowhere to Run, Nowhere to Hide

A character cannot refuse a challenge if his
mode! cannot be placed so that he is not in base
contact with an enemy model — he can't evade
his opponent and so must fight for his life. This
most commonly happens if a lone character is
the subject of a challenge, or if his unit is small
and engaged on all fronts, so that every modef in
the unit is in base contact with an enemy.

FIGHTING A CHALLENGE

If a character accepts the challenge, move him
into base contact with the challenger — affer all,
what good is the narrative of 4 challenge without
the visual reality? If, for whatever reason, this is
not possible, assume that the two models are in
base contact (this might require a little gumption
te work out, so it’s hest to move the model if you
can). These two characters must direct all of
their attacis against cach other — they cannot be
attacked by any other model for that round of
close combat,




Overkill

If one medel slays the other, then any excess
wounds they inflicted above and beyond those
needed to slay the opponent, up to 2 maximum
of +5, are counted towards their side’s total
number of wounds for close combat resolution,
More on this bonus can be found on page 53.

Note that this is an exception to the rule stating
that a model can only suifer as many wounds as
it has on its profile. This time you need to add
up all of the wounds inflicted on the victim,
even those from a weapon causing multiple
wounds, or by repeated Killing Blows (each
successful Killing Blow scores the same amount
of wounds the slain character has on its profile),
ete. This is great fun, albeit a little one-sided.

For example, a Clraos Lovd fights a champion i a
challenge. He slays the champion before he has a
ehonce to altack and causes seven wounds! The
combat result score s 1 (the original wound of the
chapion) plus 5 (the maximum overkil] bonus) for
a loted of G combar result points. The last of the seven
00NN is wwasted.

Round Twa?

If both competitors survive a challenge, and the
combat continues, then they will continue to
fight in the next round of close combat. Further
chatlenges cannot be issued in that combat uatil
the existing challenge has been resolved.

Challenges and Mounts

If a competitor in a challenge is riding a mount,
then that mount (including the crew of a chariot,
if the character is riding one) must direct its
attacks against either the other competitor or
that competitor’s mount (if he is riding one). If
the opponent is slain before all of a model’s
attacks are made (because a competitor and his
mount strike at different Initiative steps, for
example) then any excess Attacks are lost and
cannot be directed against other modaels.

Excess wounds caused against mounts count for
the purposes of overkill. If a character is slain
but his mount is not, the mount will (after
taking its Monster Reaction tests) continue
fighting in the challenge until it or the foe is
slain {or flees).

The Emperor Kar! Ianz and
kis Griffen Deathelaw batrle
against & mighty Chaos
Champion of Khorne.




A L ige 1Jf Privee, riding
o Hrghity S Dragan,

CHARACTERS

CHARACTER MOUNTS

vlany characters ride into battle on a mount of
some kind. Character mounts can range from
the tairly common and straightforward, such as
warhorses, giant wolves or a chariot of some
kind, through to the rare and wonderful, such as
cotossal Dragons, clockwork steeds or bizarre
Daemons. Many mounted character models are
available, while occasionally Warhammer Armies
hooks will include further options that you
might wish to ‘model up’ yourself.

As a general rule, character mounts are broken
down into four types:

* Cavalry
° Monstrous Cavalry
o Chariot

* Monster

e s s

A character and his mount are treated as a single
character model for all rules purposes, except as
noted below.

CAVALRY

A cavalry mount is the most straightforward
thing 2 character can ride — this category
includes things like horses (and their mechanical
or undead equivaients), giant wolves, hoars and
other horse-sized or shaped steeds. As with the
definition for the cavalry troop type, a cuvalry
mount’s key definition lies in the Fact that it has
only a single Wound. Therefore, if u churacter is
riding a mount with a single Wound, he is
riding a cavalry mount.

If a character has a cavalry mount, the whole
model is treated as having the troop type
‘cavalry’ and follows all the rules for both
characters and cavalry models,

24 :
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MONSTROUS CAVALRY
MOUNT

Very rarely, a character wilk have the option to
ride a monstrous beast, In this case, the whole
model is treated as having the troop type
‘monstrous cavalry’ and follows all the rules for
both characters and monstrous cavalry models.

It's worth noting (as the wording is rather
similar) that the rules for Ridden Monsters do
not apply to monstrous cavalry mounts — they
are fwo distinet troop rypes.

CHARIOT MOUNT

ITa character has taken a chariot as a mount, the
whole model is treated as having the troop type
‘chariot’ and follows all the rules for both
characters and chasiot models. Characters riding
on chanots cannot join other units.

A chariot mount otherwise follows all the rules
for ridden monsters (see below), save for the fact
that a chariot does not need to take a Monster
Reaction test 1f the character is slain.

RIDDEN MONSTERS

Monsters are often employed as mounts for
characters — an Ore Warboss could be riding a
Wyvern perhaps, or an Elven Prince a mighty
Dragon. It a character model is riding a
monster, it does not use the rules for cavalry or
monstrous cavahry, but rather those given here.

Ifa character has a rvidden monster, the whole
model is treated as having the troop type
monster and thus follows all the rules for both
characters and monster models. A character on a
ridden monster cannot join other units,

Whilst a cavalry model is treated s 2 single
model for the purposes of hitting and wounding,
a character and his ridden monster can be
attacked separately. As the battle goes on, the
character may find himself unhorsed (well, un-
Griffoned, or un-Dragoned anyway) or the
monster might have its rider slain from off

its back.

RIDDEN MONSTERS

AND SPECIAL RULES

We assume that special rules that apply to a
ridden monster do not normally also apply to
character riding it and vice versa (with the same
exceptions that apply to cavalry models, which
are listed on page 82). Likewise, ridden
monsters are still monsters, and benefit from the
rules for monsters as well.

RIDDEN MONSTERS

AND ARMOUR SAVES

Just as with regular cavalry, a ridden monster
affords its rider an element of additional
pratection. A character on a ridden monster
counts his armour save as being 1 point better
than normal (see cavalry on page 82).

SHOOTING AT RIDDEN MONSTERS
As a single model, the monster and its rider are
considered to be a single target. It is not possible
to shoot specifically at either the rider or the
mount unless the shooting model has the Sniper
special rule (see page 75).

Once you have established how many hits have
been scored, you must apportion them between
the rider and the monster. For each hit scored
roll a D6: on a roll of 1-4 the monster has been
hit. On a 5-6 the rider has been hit. If a monster
has twe or more riders (a very unusual
combination) then en a result of § or 6,
randomise any hits among the riders.

Roll to wound the monster and rider as normal,
remembering to roll the dice separately so you
can tell the two sets of hits apart. Once you
know how many wounds have been inflicted on
the monster and the rider, they can each take any
saves to which they are entitled.

Templates

If you use a weapon or spell that uses a template
against a monster mount, both the riders and the
mount are automatically hit if the monster’s base
15 touched by the template (note that this
includes bouncing cannonballs!). In the case of a
stone thrower, which inflicts hits at two different
Strengths, only one model will be hit at the
higher Strength (assuming that model’s base is
under the centre of the template). Randomise, as
for a shooting attack, ta see whether one of the
riders or the mount is unlucky enough to take
the high-Strength hit. All other models are hit at
the lower Strength value,

Riding High S
Puteiug a character on o mwn S
comes soith afl kineds of
ddvantages: he geis o betier
armour savve, inereasid
moement and night even pick
wp some juicy special rodes from
s steed (to say nothing of the ~
particularly impressive attacks 7
some vidden monsters can '
stk ). A these eleanenrs taben
in combination can turn cven a
wediovye fighter it sonwthring
Yoy apponeni <oill hate and
ey bt Jreedd @ woord of
woarning, Fhe bigger your
character’s grannd, the easier it
woill be for your foe in single him
ond with wissile fire and spefls,
Cannus, In perticilar, are
ratler tasty i this vegared - o
stugle well-aimed shot e
sweep away mmmit and vider in
a hearthear, so take core 1 beep
your characler as sule as possible
Jrom such contraptions.
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Casualty!

The chavacter and his riedden
monster soifl inevitably dic at
different stages of the battle,
Fearing vau weith the problea of
g to tepresent the survivar
noo that his comrade has
suflered a messy deaid.

Stunctimes woier characier mude!
il not e ghned onto fiis

mopnt, s if he's stain first vou
can fust remoet him, Heoeves;
as wost of us g our charecters
in place, this i ot alwoars
passible. D these civenmstances,
1 warmally just make w note thet
the character bas deow shin,
feave the moniter in phice and
fewve £8 at til,

Shanled the reverse happen (Le.
the elerarter wutlives fris
wmiint) the character soil!
revert b the rales for his trogp
tvpe, nermally infantry, and as
I ot woing to dray the slain
carpse of e mansier around the
betittefieled, vou'll woant & model
ol R Infantey base lo represent
him. Seiie ployers specifically
patind 0 wiadel o represent an
nuseated chavacter fn this
meanner: Gthers (of sohicly I am
et} rofisse fo enthyoce the idea
thatt i ntonster is ortal,
aiiel thercfore don’t have an
afternate wersivn of the
eleracter: Ve ened up wsing a
representative (ar oy’
weded o the correet size hase
Haett s disitnct enongh to be
revaanisedd as the character in
puvsiion). Kither motlod is
[Jl'l_',’l"r'.n'lt y mwpta&[v.

MONSTER MOUNTS IN COMBAT

In close combat, the monster attacks using its
own characteristics, and the rider attacks
separately using his characteristics, As the
monster and rider are likely to have different
Tnitiative values, they might strike their blows at
different times. These attacks are worked out
entirely normally, one batch for the rider and
one batch for the monster, against any enemies
in buse contact with the model.

When it comes to attacking back, enemies in
hase contact with the monster have two potential
targets: the rider and the moenster. The enemy
can choose to direct his attacks against either the
rider or the monster, and can distribute attacks
between them in any way he likes. The opposing
player must state how many attacks are against
the monster and how many are against the rider
before he rolls any dice, otherwise all attacks are
assumed to be against the monster,

Attacks are worked out exactly as normal, and
the score required to hit will depend upon the
relative values of the monster or the rider’s

Weapon Skill and the attacker’s Weapon Skill.

EXCESS WOUNDS

If a character Is slain and suffers more wounds
than he has on his characteristic profile, excess
wounds are discounted. They are not carried
throngh onto the monster, nor onto a second
rider if one is present, although they do count
towirds overkill in a challenge (see page 102 for
details on challenges).

Similarly, any excess wounds inflicted on the
monster are discounted; they are not carried
over onto the rider, although they do count

towards overkill in a challenge.

SLAIN RIDERS OR MOUNTS

Wounds must be recorded separately for the
rider and his mount. If the mount is slain, the
rider continues to fght on foot.

If the rider is slain, the monster must
immediately take a Monster Reaction rest: take a
Leadership test on the monster’s own Ld. 1f the
test is passed, the monster Aghts on s normal.
If the test is failed, roll a D6 and vonsult the
Monster Reaction table.

If a Stand and Shoot reaction kills the mount
during a charge, the model is replaced by a foor
version of the rider and attempts to compicte the
charge normally (i.e. using his own Movement
value and special rules rather than the mount’s).
If it kills the rider, take the test for the monster
and then finish the charge if possible.

MONSTER REACTION TABLE
D6 Result

1.2 UH? Free of the will controlling it, the
menster now has to think for itself and
" might find its presence on the battlefield
extremely confusing. The monster fights

on as normal, hut is subject to Stupidiny
" for the remainder of the garne,

3-4  GRRRRR. The monster staps moving
immediately, remaining where it is to
guard the faller: body of its master. From
this point onwards, the monster is

: Unbreakable. The monster will not move
for the rest of the battle, except that it wil}
always turn to face towards the closest

enemy in its Movement phase and use
any breath or ather ranged weapon
| against the closest enemies within range i
i possible. If the monster is engaged in
close combat it will fight, but it will nor
pursue fleeing enemies.

5.6 | RAAARGH! The monster is maddencd

by grief and rage at the death of its

master, or stmply reverts to its feral
instincts. The monster fghts on as

normal, but is subject to Frenzy and

Hatred of all enemies for the rest of the

game {il car never lose its Fenzy, even if

defeated in combat) and will always

charge the closest cligible enemy target.
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THE GENERAL

Tvery army is led by a General, a heroic
character to whom command of the various
warriors, war machines and wizards has been
entrusted (or who has seized control over the
army by brute force or nefarious means), The
General model is a miniature representation of
you as the controlling player — he is your
physical avatar upon the battlefield and the heart
of vour army.

SELECTING THE GENERAL

The General is the character in your army with
the highest Leadership. 1 more than one
character share the highest Leadership value,
you must choose which one is the General and
tell your opponert before deploying your army.

THE BATTLE STANDARD BEARER

et T — e a  a

INSPIRING PRESENCE

Warriors fight all the better under the stern gaze
of their General, taking heart from his neble
presence (or perhaps fearing his anger more
than the blades of the enemy). Providing that
the General 15 not fleeing, all friendly units
within 12" use his Leadership instead of their
own (so rally your General first!). Remember
that a General with the Large Target rule (or
who is riding a Large Target) has his Inspiring
Presence range increased to 18"

Armies often include a Battle Standard Bearer —
a trusted warrior who holds aloft the General’s
personal heraldry. A Battle Standard Bearer is a
rallying point for the army, from which friendly
soldiers can take heart and draw strength.

The Battle Standard Bearer Model

A Battle Standard Bearer is 2 heroic model
carrying a particularly impressive banner, and 1t
will be presented as an optien in your
Warhammer Armics book, The battle standard
is carried by a character model and, unless
specified otherwise, the model that carries the
battle standard cannot be the General.

Unlike normal standards, the battle standard is
lost if the bearer is slain — other models cannot
pick it up, even if they are in the same unit. As
with other standard bearers, the battle standard
bearer is automaticaliy killed if he flees from
combat — he dies on his feet, defending the
precious standard to his last breath.

Combat Result Bonus

Like a normal standard, a battle standard adds
+1 combat resolution in a close combat if it is in
a friendly unit. Unlike 2 normal standard,
battle standard adds this +1 even if another
standard is present. 1F, by some unusual
circumstance, there are two battle standards on
the same side in the combat, vou can only count
the bonus for one (this might happen with alkied
armies, see page 136).

Hold Your Ground!

To represent the battle standard’s steadying
presence, friendly models within 12” of the
Battle Standard Bearer re-roll failed Leadership
tests of any kind, including Panic tests, Break
tests, Fear tests, Rally tests and so on. This
ability cannot be used if the Battle Standard
Bearer is himself fleeing — no one takes heart
from the sight of a coward. With this in mind,
it’s always best to attempt to rally your Battle
Standard Bearer before you take other Rally
tests, if you can.

Black Ore Warboss




War machines are mechanieal constructions that hurl massive projectiles at the foe.
Bolt throwers, cannons and stone throwers are all war machines, and there are
many other bizarre contraptions to be found in the Warhammer world.

War machines are very powerful and can vary Split Profile
gready in form and function. For simplicityand ~ War machines have two profiles, one for the war
sanity, we therefore divide a war machine’s rules machine itself, and one for the crew,
into two parts. The first part of rules pertains to
the rules for the war machine troop type — You always use the Movement, Weapon Skill,
cssentially its chassis and crew — which apply to Ballistic 8kill, Strength, Tnitiative, Attacks and
all war machines. The second part consists of Leadership of the crew. The Toughness of the
the rules for how each specific type war machine  war machine is used against ranged attacks and
fires (and how it slaughters your foe). the majority Toughness of the crew is used
against close combat attacks. The crew's armour
As with all units, it’s worth checking the save (if any) is used against both ranged and
Bestiary (in the Reference section) so you can be  close combat attacks. A war machine’s Wounds
sure which troops are classed as war machines, are always considered to be equal to the number
of remaining crew models (which is stated in the
Example war mackine profile: war machine's entry) — the Wounds value on it
o MWSBS S T W I ALd profile is included only out of completeness.
Mortar T
Crewman 4 3 3 3 3 1 3 1 7 Characteristic Tests
War machines automatically fzil all characteristic
tests, save for Toughness and Leadership tests.
THE CREW
A war maching unit comprises the machine

itsell, plus its crew. As the crew aren’t really a
combat unit, per se, we ignore them for most
gaiming purposes, treating the war machine
itscll as the extent of the unit. When the war
machine suffers a wound, remove a crew
madel. Once all the crew have been removed
the war machine itsell is removed from play.
Similarly, if the war machine is removed as a
casualty, all remaining crew are also removed.
The crew are used only to indicate the
remaining number of Wounds and the
number of attacks the war machine can make
in close combat, so players should simply
arrange their crew in a pleasingly aesthetic
fashion within 1" of the war machine.

2l

The crew cannot be charged, attacked or
otherwise affected separately from their war
machine — if they are found to be blacking
movement or line of sight, the controlling
player simply alters their position, just as
you would for any other battlefield marker
or counter.




THE WAR MACHINE

War machine models do not normally have
hases, and so the usual convention of measuring
to the madels base cannot be used. When
measuring to and from the war machine,
measure to or from the body of the machine,

by which we mean the closest part of the chassis,
wheels or the weapon jtself (ignore any spikes,
piles of cannonballs, sprockets, banners and

s 0n).

There is one notable exception. When firing a
war machine’s weapon, ranges are measured
from the muzzle of the gun (in the case of 2
cannon, volley gun or similar) or the crossbar
(in the case of a stone thrower or similar
catapult). ITyour war machine is particularly
unusual and does not have any of these features,
vou should choose z suitable point from which
you will measure all your shooting attacks, so
long as you are consistent.

MOVEMENT

We assume that o war machine’s crew are ahle to
wheel or drag it short distances at a time. The
war machine can move using the rules for lone
models (see page 27). Use the crew’s
Movement characteristic to determine how far
the war machine can move. Remember that all
distances are measured from the war machine
raodel itself — move the war machine and then
place the crew within 1" of it.

War machines can never charge or march:
they're too ponderous for the latter, and the crew
too keen for their own survival to attempt the
former — and who woulde’t be if armed only
with a sponge on a stick?

I charged, a war machine can only choese to
hold — even in mortal danger the crew are loathe
to abandon their pride and joy. If forced to flee
{(because of 2 failed Break test, for example) the
war machine is destroyed. In such cases we
assume that the crew sabotage their war machine
to prevent the enemy making use of it, before
feeing the battle with no intention of returning.

War machines treat all terrain other than open
ground and hills as impassable. That said, a war
machine is permitted to deploy in a building or
terrain, but if it does, it cannot maove during the
game except to pivot on the spot, It should be
noted that this rule is intended to allow players
to deploy their war machines in sensible and

dramatic locations, such as & cannon in a wood
or a mortar on top of a tower. Ft should not be
seen as licence to deploy war machines in absurd
locations, such as putting a stone thrower inside
a roofed building, for example.

CHARGING A WAR MACHINE

As a war machine does not have a base, unity
charging a war machine do not have to ‘close the
door’ to align ~ they just have to complete the
charge in such a manner that they are touching
the war machine’s body (as defined in “The War
Machine’ above),

. P
The Gubling have charged so thar they are

Touhhing the cannon andd so can [t it in the
enswing coubat,

SHOOTING AT WAR MACHINES
When shooting at a war machine, resolve the
attack as normal, using the Toughness value of
the war machine — the crew are doubtless
cowering behind their war machine, using its
iron and timber hide to preserve their altogether
more fragiie ones. The crew’s armour save is
still used to attempt to prevent any wounds
inflicted, as it is they that the attack is
attempting to slay.

SHOOTING WITH WAR MACHINES
Unless specified otherwise, all war machines
weapons have the Move or Fire and Slow to
Fire special rules. Each type of war machine
weapon is fired differently, as described in its own
set of rules. Line of sight is always taken from the
chosen firing point (i.e. its muzzle or crossbar, in
the same way as for its range) — before you fire the
war machine, pivot it to face your chosen target
(this doesi't count as moving). For war machine
weapons that recuire Ballistic Skill, use the highest
Ballistic Skill amongst the crew to resolve the shot.

WAR MACHINES
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WAR MACHINES IN CLOSE COMBAT
War machine crews are not especially known
for their valour, and will normally defend their
machine from behind, beneath {or within) its
frame. This is a valid defensive tactic, as there
is a limit as to how many enemy warriors can
physically crowd around a war machine.

At the start of the Close Combat phase, before
any blows are struck, the player whose unit(s)
are attacking the war machine must choose six
models who will fight in the combat (the
assault party, if you will) — the rest cannot get
close enough to fand blows.

Only six models can be chosen per war
machine being fought, regardless of the
number of units that are fighting. Obviously,
some models are bigger than others, so
monstrous infantry/cavalry/beasts each count as
three models when selected to fight a war
machine, while 2 monster (including any rider)
counts as five models.

All models chosen for the fight are considered
to be in base contact with the war machine.
Models that are in base contact with other
enemies cannot be chosen to be part of a war
machine’s assault party — they’re too busy
fighting their more immediate foes.

.
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The combat is otherwise resolved normally. In
particular, casualties are taken from the ‘bacl’
of the unit as normal — models step up and join
the fight in place of fallen comrades, assuming
there are enough survivors to do so. When it
comes time to fight, the war machine makes a
number of attacks equal to the number of
surviving crew models, using their Weapon
Skill, Strength and Inidative. 1<nemy models
strike at the war machine normally, resolving
their attacks against the crew’s Weapon Skill
and Toughness. The crew can then take any
saves to which they are entitled.

A war machine does not have any {lanks or a
rear for the purposes of combat results. 1Fa war
machine manages to win its combat, it is not
allowed to pursue and restrains pursuit
automatically. The crew always hold their
ground and continue the business of operating
the machine. If the war machine loses the
combat and fails its Break test it is destroyud.

WAR MACHINES AND PANIC

If a war machine fails a Panic test (due to
friends being destroyed within 6" and sc on) it
does not flee. The crew dive for cover
underneath their machine and cannot shoot in
their next Shooting phase — this dees not preven
the crew clearing jams or other misfire results,



BOLI THROWERS

Bolt throwers are huge crossbows that shoot a Bolt Throwers and Characters

gpear-sized missile. A crew of ewo or mare is If the rank hit by the balt is made eatirely of
vequired to wind back the powerful torsion arms  characters and champions, or if the total number
and position the huge bolt ready for firing. of rank and file models in the unit is less than

o e Strongth Spevial Nl five, it will be necessary to randomise which

Bolt Thrower 48" 6 Muiltiple Wounds (D3) model in the rank is hit.

Iunares armour saves*

*Armuour ssves are et permiited against wounds caused by

holt Lhresvers.

FIRING A BOLT THROWER

‘1o fire a bolt thrower, select a target according
to the normal rules for shooting.

Up to five spearimen can be kitled by the shot of this
bolt thrawwer: The Strengits that cach rauk is bit at is
e next 1o it

With the target chosen, roll to hit using the
crew's Ballistic Skill, just as you would for a
nermal missile weapon. All the normal To Hit
penalties apply to a shot from a bolt thrower -~ it
15 essenfially just a massive crossbow, after all.
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1T the shot misses, the bolt hits the ground or
sutls into the air, only to land harmiessly some
dislance away from the target. If the shot hits;
damage can then be resolved using the rules
given below,

Resolving Bolt Thrower Hits

It the target is a unit of five or more ranked-up
medels, the bolt will always strike a regular
trooper (as opposed to a champion or character
1 the unit) in the unit’s first rank if the bolt
thrower is in the unit’s front are, or the last
rank if the bolt thrower is in the urit’s rear arc.
1f the bolt thrower is in the target unit’s flank,
the target’s files count as ranks for the purposes
of resolving the shot,

As the boft thrower is in their flank are, up to five
& dwights ean be killedd by s shol,

The sheer mass of a bolt thrower shot means
that it can hustle through several ranks of
troops, picrcing each warrior in turn. If the shot
hits, resolve damage against the target using the
bolt thrower's full Strength of 6. If this model
15 slain, the bolt then hits one of the warriors in
the rank behind, although it will have been
robbed of a little force — this next warrior is hit A
with -| Strength (normally Strength 5). If the The balt thrower can see the knights, and s it can fire
Eﬁccond trooper is slain, 2 model in the next rank agarnst thew (voith the hard cover modifier).

15 hit at -2 Strength (normally Strength 4) and If it hirs, it 10ild stewoer the flank of the wnit, as shuon in
3 50 on, until cither the unit runs out of ranks or A the diagram, as it #s in the kaights’ flank are.

the bolt fails to slay a target {remember that all '
hits, at any Strength, inflict multiple wounds).

3
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CANNON

Cannons are devastating, if sometimes
unpredictable, weapons whose manufacture is
limited to few races. When they work, cannons
can shatter the most determined enemy,
slamming roundshot after roundshot into
massed formations, However, cannons can go
wrong. The black powder charge can fail to
1nite, or explode prematurely. Worse,
weaknesses in casting methods can leave minute
cracks or other deficiencies, which lead to the
cannon exploding when fired.

"There are two different kinds of cannon profile,
representing the differing size and power of
various cannons.

Name Range Stremgeh Special Rudes
Cannon 48" 10 Mauliiple Weunds (1D6)
Nane Range Strength  Special Rules
Great Cannon 60" 10 Multiple Wounds (16)

FIRING A CANNON

Cannons do nat use their crew’s Ballistic Skill
and instead rely on their crew’s expertise in
Judging distance, elevation and the correct
amount of black powder to propel the shot the
desired distance.

CHOOSE TARGET

Nominate a point within the war machine’s line
of sight and that is not outside the cannon’s
maximum range. Your target does not have to be
an enemy model; it can be a point on the ground
if you wish. Remember that war machines are
allowed to pivot in the Movement phase, the
better to bring your chosen target into the
weapon’s line of sight.

When choosing your target point, it's best to
bear in mind that, unless something goes wrong,
the cannonball will always overshoot by between
2"and 19", so you'd be well served to aim a few
inches short of the enemy you wish to hit.

Note that you are not allowed to make 2 cannon
shot in such a way that it has a chance of hitting

a friendly unit or an enemy unit that is engaged
in close combat,

When you have chosen your target, place 2 smail
Coin or counter in the correct position as a
reminder of where the shot is intended to land.

FIRE!

Using your tape measure, extend a shot’ line
from the cannon’s barrel all the way to your
target point. Roll the artillery dice and extend
the line away from the cannon the number of
inches shown — this is where your cannonball
strikes the ground (see diagram helow),

If you roll a misfire, something goes wrong when
the cannon fires. You'll now need to roll on the
Black Powder War Machine Misfire chart to
discover the seriousness of the situmtion.
Regardless of the result rolled, the cannon docs
not shoot this turn.

BOUNCE

Assuming that the cannon did not misfire, then
hopefuily the cannonball will bounce straight
forward and crush any targets in its path.

To determine how far the cannonball bouncus,
roll the artillery dice again. If the result is a
misfire then the cannonbatl does not bounce — it
thuds into the ground and comes to rest. Any
model under the spot where the cannonball comus
to rest 1s hit, see helow for details of how to
resolve the hit, but he is the only victim!

Assuming you don’t roll a misfire, then the
cannonball bounces the distance roiled straight
forward — extend your tape measure a distance
equal to the roll of the dice. If the cannonhall
bounces into impassable terrain that would, in
reality, stand in the way of the shot, such as a
sheer cliff; it stops immediately.

& The bonnee goes throngl) all
£ hree ranks af the wnl, Seariny
A e hits,

The first voll of the
arlitery dice ic a 2, s the
cannanboll lands taon
inches forward, The
second roll is an 8, o the
cannnuball honces oight
nches!




WHOS BEREN HILY

The bounce of the cannonball is treated exactly
Jike a special kind of template; which we assume
ter he about the widsh of the cannonbul] igself,

On most oceasions, any model whose base 1s
hetween the point where the cannonball first
strikes the ground und where it eventuaily comes
1o fand is hit automatically! However:

e A maximum of one model per rank struck can
be hit, If the cannon s in the target’s flank,
the target’s files count as ranks.

° Il the cannenball baunces into a monstrous
infantry/beast/eavalry or monster, that model
suffers a hit. However, if the monster or
monstrous infantry/beast/cavalry model is not
slain, the sheer bulk of the creature robs the
cinmonbuil of all momentum and the shot
travels no further.

¢ If the cannunhall bounces into an obstacle (see
page 122) then that obstacle is destroyed, but
the cannonball travels no further.

T

SRS e

_rsten sa e shor daesi’t go il the Gobling beliined.

GRAPESHOT

tastead of firing normal shot, cannon crew can
opt to fire grapeshot. They do this by loading
the gun with rusty nails, handgun bullets and
other small projectiles — effectively creating a
huge blunderbuss.

Nt Revitge Stevngth Special Rales
e el " 5 : -
Grapeshui 12 3 Armour Piercing

BLACK POWDER WAR MACHINE

MISFIRE CHART

D6 Result

1-2; Destroyed! The gun explodes with a
thunderous noise. Shards of metal and

, wood fly in all directions, leaving a hole in

the ground and a cloud of black acrid
smoke. The war machine is destroyed.

3-4| Malfunction. The charge fails to ignite
and the barrel must be emptied before the
war machine can fire again. The war
! machine therefore cannot fire this turn or in
the controlling player's next turn. Either
turn the war machine model round or place
i a marker of some kind w indicate this.

5-6' May not Shoot. A minor error has
occurred, perhaps the fuse was not properly
set or the crewmen mishandled the loading

procedure. The war machine is unharmed
and cazn shoot as normal again in the

controlling player's next turn.

T cannenbat! sirikes the Wivern, &itls its vides; bt wot the

FIRING GRAPESHOT
To fire grapeshot, select 2 target according to the
normal rules for shooting.

With the target chosen, roll an artillery dice to
find out how many shots are fired. If the
artillery dice result is a misfire, roll 2 D6 on the
Black Powder War Machine Misfire chart ta
find out what has gone wrong.

Assuming that a misfire did not occur, roll to hit
the rarget with a number of shots equal to the

number rolled on the artillery dice, vesolving any
successful hits using the grapeshot profile.

WAR MACHINES
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FIRE THROWERS

Though its designs are many and vasied,  fire
thrower always consists of an airtight copper-
lined barrel and a Auid chamber flled witl
sticky alchemical sludge — normally a mixture of
sulphurous compounds, black powder and
combustible oils,

When triggered, the fire thrower sets loose a
burst of these noxious chemicals, which
immediately set light upon contact with the air,
incinerating anyone unfortunate enough to be
caught in the blast.

Unless otherwise specified, a fire thrower has
the [ollowing profile:

Name Range Strength  Special Rudes
Fire Thrower n/z 5 Flaming Attacks

STONE THROWERS

FIRING A FIRE THROWER

Place the teardrop-shaped template with its
rarrow end touching the fire thrower barrel and
the large end aimed at any tarpet in line of sighs.
Roll the artillery dice and move the template
directly forward the number of inches indicated
— this is where the burst of flame lands. The
template can overshoot 2 target, representing the
crew firing in teo high an arc.

All models underneath the template are hit
automatically. Wounds caused by o fire thrower
have the Flaming Attacks special rule. A unit
suffering any casualties must take a Panic fest.

A misfire means the weapon does nét fire — rol]
on the Black Powder War Machine Misfire chart
(see page 113) to find out what went Wrong.

Stone throwers are destructive weapons that lob
large rocks into the air, sending them crashing
down into the enemy ranks. The largest stone
throwers can hurl a projectile big enough to
flatten monsters or knock down city walls.

Unless otherwise specified, a stone thrower has
the following profile:

Name Range Strength  Special Reles

Stone Thrower 12-60" 39)  Mudtiple Wounds (D6)

You'll natice that a stone thrower has two
Strength values, one of which is in brackets —
den't worry about this for now.

FIRING A STONE THROWER

Io fire a stone thrower, take the small round (3")
template and place it anywhere completely
within the war machine’s line of sight, outside of
the stone thrower’s minimum range and within
its maximum range.

The template cannot be placed over friendly
models, or enemy models from a unit that is
engaged in combat, as the crew refuse to
deliberately target their allies (although the shot
might well go wide and hit friends by mistake as
we'll discover later).

If placed over an enemy unit, the hole in the
middle of the template must be placed aver
single model,

....#J‘m"'«q'_“armm o=

SCATTER

Once the template has been placed, roll for
scatter using a scatter dice and an artillery dice.
If a misfire is rolled on the artiliery dice,
something has gone wrong -~ roll on the Stone
Thrower Misfire table to discover just whar thar
is. Regardless of the result rolled, the stone
thrower does not shoot this turn.

Assuming that you didn’t roll a misfire on the
artillery dice, it’s now time to find out whether
or not your shot was on target.

If a hit is rolled an the scatter dice, the shot has
landed on target - any creature foolish or uni ucky
enough to be nearby is going to regret it very
soon. In this case, we ignore the number shown
on the artillery dice — the hit is all we aecd,




1§ an arrow 15 volled, the shot has missed its
original target and scatters off elsewhere. The
Fuil rules for scarter are given on page 9, hut in
summation: move the template a distance in
inches equal to the result of the artillery dice, in
the direction shown on the seatter dice.

DAMAGE

Regardless of whether or not your shot landed
exactly where you intended, it's lime to see who's
heen flatiened by it

The model (i there is one) under the template’s
central hole is unlucky enough to be hit directly
by the stone thrower’s massive payload — he
gakes an automatic hit at the higher of the stone
thrower’s two Strengths (normally 9). If the
wimphete has scartered, there's a good chance the
ventre hole will lie over two or more models.
Nonetheless, only one can be hit by the higher
Surength, so select ene randomly.

Other models wholly or partially beneath the
template uvoid being clobbered by the main
pavload, bus instead are showered by bits of
toose rock and, after the payload has landed,
fast-moving chunks of batdefield (and possibly
s of the warrior who took the full brunt of the
shot). Such models are hit automatically at the
stone thrower's lower Strength (normally 3).

The stone thrower's Multiple Wounds (D6)
speeial rule applics only to the high-Strength hit
visttsed against the model under the template’s
central hole — unsaved wounds from the low
Strength hit are not multiplied. This makes the
stone thrower very good at disposing of enemy
monsters and other resilient models as well as
dealing horrendous damage to massed ranks of
enemy warrors,

30 Hlere, 18 modlels are Iv, soith the woelef inder the
+ wle syffering a Strewgth 9 ity rather than Strength 3.

FIRING INDIRECTLY

As a stone thrower lobs its shots in a high are,
it can be used tw attack enemies that are hidden
{rom its view. Such shots are inaccurate at best,
as the stone thrower’s crew essentiafly have to
guess where their foe lies, working from
fragmented and often unreliable information
provided by cther warriors,

1f you wish to fire indirectly, declare that you
will do so before taking the stone thrower’s
shot. An indirect shot does not require line of
sight, but is otherwise treated as a normal shot
and has the usual requirements (the target
needs to be in range and outside the minimum
range of the stone thrower).

An indireet shot is not as accurate as one where
the crew can see their target. If zn arrow is rolled
on the scatter dice, resolve the scatter as

normal. If however, you roll a Hit! on the
scatter dice, the shot does not land on target (as
would normally be the case) but merely scatters
less — how much less depends greatly on the
skill of the crew. You’ll notice the Hit! symbol
has a small arrow at the top of it ~ this indicates
the direction of scatter for zn indirect shot — the
distance travelled is equal to the score shown
on the artillery dice minus the crew’s Ballistic
Skill characteristic (to a2 minimum of zero!).

Other than the aforementioned inaccuracy of
the scatter, an indirect shot from a stone
thrower is treated exactly according to the rules
given for normal shots given above.

STONE THROWER MISFIRE CHART

Result

Destroyed! The stone thrower cannot take the strain! Bits of wood and
' metal fly ali around, the stone tumbles to the greund, crushing the war

machine and throwing debris into the air. The war machine is destroyed.

2-3

Disabled. A freak occurrence disrupts the normal smooth operation ol
the stone thrower, and one of the' crew has been caught in the firing

mechanism - the stone thrower suffers a wound, with no armour saves

| allowed. This preblem can only be fixed by partially dismantling the war
1 machine and so the stone thrower therefore cannot fire this turn or in the
| controlling player’s next turn. Either turn the war machine areund or
place a marker of some kind to indicate this,

4-6

May not Shoot. A minor error has eccurred, perhaps the stone was

dropped or purt of the machinery jams, The stone thrower is unhaemed
and can shoot as normal again in the controlling player's next turn.
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A Warhammer battle can take place anywhere, on the edge of a town, amid cursed
ruins, in the uttermost depths of a Dwarf hold, on the treacherous and frozen
slopes of a mountain pass or even amid the upper minarets of an Elven city. The

Fighting a Warhammer Battle chapter explains how to set up vour battlefield. Here
vou will find the rules for the many types of terrain and building you can fight over.

TYPES OF TERRAIN |
In the Warhammer world, even something as IMPASSABLE TERRAIN

famxllaz}r‘ a‘s a stone wall can oli'fcr f’lu manner of Impassable terrain covers those areas of the
possibilities. Granted, the wall might just be a board that our warriors physically cannot enter

boundary line of some kind -~ but Fhere’s as a matter of course, or to which they cannot
probably more to it than that. It might be the seek entry without an immediate and probably

rem.ains of 2 mighty Br et'cnniarz castle, warded messy death. Impassable terrain therefore covers
against the Undead. Or it could be that the wall such things as lava fields, deep lakes or chasms.

was made from stolen grave markers, and unquiet Units cannot voluntarily enter, move or cross
spirits Linger nearby. Perhaps the wall is the through impassable terrain -- they must go

remains of some calcified Daemon just waiting around. Remember that units can flee through
for a magical charge to bring it back to life, impassable terrain, although they will have to

There aJ;e Ficzcns upon dt,)zens of possibilities, take Dzngerous Terrain tests if they do so (see
and that's just a wall. You'd be hard-pressed to page 25 and opposite for details).

find something more ordinary in the normal run
of things — but this is the Warhammer world, and
almost nothing here is normal.

Qver the next few pages you'll find some
cxamples of terrain rules, covering the mundane
through to the arcane. Many of the terrain
pieces in the Warhammer range have specific
rules that apply to them, and yowll find that
whatever you have in your terrain collection
there will be suitable rules here, or at least
inspiration for devising your own. The rules for
placing terrain pieces on your tabletop can be
found on page 142.

OPEN GROUND

Open terrain is the most prevalent type of
battlefield terrain and thus the ‘default’ setting
any terrain not specifically classed as something
¢lse is to be treated 2s open ground. All the rules
as presented thus far assume that your game is
being played on open terrain — grassy fields,
sandy flats, sun-parched earth, and so on. It
therefore doesn't affect the game, and we don't
need to provide any Rirther detail,




MYSTERIOUS TERRAIN

Not all terrain surrenders its seerets to a mere
visual appraisal — sonetimes the only way to find
qut its properties is to venture inside...

The effect of a picee of mystericus terrain is not
Jecided ar the start of the bactle. Instead, it is
rolled for immediately when a model enters it
(or is deployed wirhia i), Once rolled for, the
mysterious terraln feature is no longer quite so
cnigniatic — it retains that effect for the duration
of the game. 1 the unit whose modef has
triggered the effects is moving under its own
volition, it can decide to continue its move as
pormal or immediately stop, so that only the first
madel to enter is inside the terrain feature. On
the other hand, if the unit is charging, fleeing,
pursuing or subject to some kind of compulsory
movement, it must complete its move - good
Juck to themt

DANGEROUS TERRAIN

Some areas of terrain are incredibly treacherous
and present a very real risk to life and limb.
When = model marches, charges, flees, overruns
or pursues into or through an area of dangerous
terrain, it is called upon to take a Dangerous
Terrain test —roll a D6, On a 2-6, the model
successfully negotiates the dangers of the terrain
and reaches its destination safe and sound. If a 1
is rolled, however, the model has suffered a
terrible mishap and suffers a wound with no
armour saves allowed.

A mounted warrior has many advantages over
his footslogging comrades, but does risk being
thrown from the saddle when riding at speed.

A galtoping horse can trip on a tree root, hurling
the rider into a boulder, or can duck low under a

branch, but alas not quite low enough for the
rider. .. As such, cavairy, monstrous cavalry and
chariots treat all terrain other than open ground
as being dangerous terrain, as described above.
A chariot that fails 2 Dangerous Terrain test
suffers D6 Wounds instead of 1.

Defining the terrain on this board was straightforward. There are sonte Areane Ruins (1)

The Importance of
Definition

Mavavs agree the types and
bonndaries of your gaming
tervain with your sppencar
before the battle hoins, This Is
perhaps obuious, bt what van
seem lke a fairly wnimiporiant
detail at the start of e game
can quickly become o inatter of
wirtory or eefeal, A fro
mannies’ discussion 1o cover
what vach piece of terrain
represvnts woill save o lot of
potential confiision (and gven
argrments) as the game wnfolds,

several small forests (2, 3 & 4), and one large forest (5) which has beenw made by pushing rwo
smaller forests together. Though there aren't any rules fur a cave (6), woe've chasen lo treat it as
a Flannted Mansion. The boand is complered by rwon buitedings, viined but capable of holding o
garvison (T amd 8), a lengthy of woadl (0} and o Wizard's Troer (10). O the folforeing fages
you can find the rules for afl of the tervain mentioned here.

BATTLEFIELD TERRAIN
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HILLS

Hills are natural outerops of rock and carth,

Few pieces of terrain are as strategically
important as a hill. From its slopes your troops
can rain missile fire down upon the foe, or form
a battlefine upon its crest,

Al hills use the rules given below.

HILLS AND MOVEMENT

LTnless otherwise stated, hills are treated as open
ground. Amongst other things, this means that
hills do not cause Dangerous Terrain tests in
cavalry and other mounted models.

HILLS AND SHOOTING

Models on a hill are more likely to be able to
trace a line of sight past other models on a lower
level, making hills practical vantage points for
your missile troops (see page 10 for a reminder
of how line of sight warks).

HILLS AND CLOSE COMBAT
Remember that if your unit charged and the
majority of the models in the unit began the turn
uphill from the enemy unit(s) that were charged,
you receive +1 combat result.

EXAMPLES OF HILLS

Hills have almost infinite variety. They can be
different shapes, varied heights and composed of
diverse materials,

e e e — .

ANVIL OF VAUL

The legends of Ulthucan 1ol that solben the Daeens
Jivst broke juto the soorld, the smith=god Vonl
descended from the heavens. 11 is said that he
travelled to every corner of the wlobe, raising sione
anvils from the living rock upon swhich he crafived
blades of great potency, which the Filves used 1o
defend their realms. Though the weapmns and their
wielders have long since gone, many of the anvifs
remain. Mere proximity to an Anvil of Van! bestwos
@ warrior's weapons with incredible enchantiens,

Any unit within 6" of an Anvil of Vau) huy
both magical attacks and the Flaming Artacks
special rule.

SCREE SLOPE

The slopes of this hill are covered with loose shards
and splinters of rock, making the going wmcredibly
treacherous. Many approaches to Dwarf holds are
Slanked by such slopes, providing an extra layer fu
thewr defence.

Models charging, marching, flecing, pursuing
or overrunning up, down or through a scree
slope must take a Dangerous Terrain test.

TEMPLE OF SKULLS

Thare are many unholy sites dedicated to the warship
of the Chaas Gods and this is but one of them. Ruin
and war may kave laid it waste, have seaticred is
trophies and tumbled jts grim statues, but the grses aff
the Dark Gods still rest upon its battered stones,
hungrily seeking a newo champion to bend to their
DPerverse amusemnents. . .

At the beginning of each player turn, any
character or champion on the Temple of Skulls
can choose to embrace the favour of the Chuos
Gods. If he does, roll 2 D6. On a roll of 2-¢,
one randomly chosen characteristic increases by
D3 points. On a 1, the Chaos Gods take his soul
(or his purehearted comrades turn on him) -
remove the model as a casualty with no ssves of
any kind allowed,

A Chans Soveerer aied an
Empive Caprain face one
amatlier atop the Teniple of
Skutfs — soill one af them call
span the Chaos Gds for aid?




FORESTS

Forests are excellent places for troops fo lurk in
ambush - the choking foliage offers a great deal
of protection against missile fire,

All forests and woods use the rules given below.

FORESTS AND MOVEMENT

1t a cavalry, monstrous cavalry or chariot model
marches, charges, overruns, flees or pursues
through a forest, it must take o Dangerous
Ferrain test (page 117). Models with the Flyer
special rule that begin or end a flying move in a
forest must take o Duangerous Terrain test.

FORESTS AND SHOOTING

A unitin a forest counts as being in soft cover
(sce page 41) provided that the majority of its
models are within the forest. Similarly, if a
model in it sheoting unit has to trace its line of
fire through a forest (because it’s shooting at a
farget beyond the forest), then the target benefits
from soft cover. This applies even if during the
game you rearranged a forest’s trees around a
unit, ur even removed them — just imagine the
trees are sull in their original position.

This penaity does not apply if the shooting
madel is drawing a line of sight out of a forest it
1% .

FORESTS AND CLOSE COMBAT

feis difficult 1o form tight ranks when fighting
in a forest. A unit with the majority of its models
fighting in a forest can therefore never be

stead fast {unless it is Stubborn.) On the other
hand, units of Skirmishers (and lone infantry
characters) are always Stubborn if the majority
of their models is in a Forest — light troops excel
in the uneven termin of woodland.

MYSTERIOUS FORESTS

Forests are mysterious terrain — who knows what
hellspawn lurks in there? As soon as a unit
enters (or deploys in) the forest, roll to
determine what sort of forest it be.

It's an ‘ordinary’ forest. Phew!
Abyssal Wood,

Blood Forest.

Fungus Forest.

Venom Thicket,

Wildwood.

ABYSSAL WOOD

A cloud of malice lies over this wood, provaking
irrational fears and davk imaginings in the minds of
those that enter.

A unit with the majority of its models within an
Abyssal Wood causes Fear.

BLOOD FOREST
Though these trees slumber fitfully through the

sycles of the world, nearby use of magic infuses them
with bloodlyst...

Whenever a spell is successfully cast by {or at) a
model in a blood forest, all units wholly or
partially within it suffer D6 Strength 4 hits as
the trees go into a feeding frenzy.

When any hits have been resolved, the Blood
Forest moves 26" in a random direction,
moving around any intervening terrain features
by the shortest route. This daes not move the
models that were in the Blood Forest, it simply
‘walks’ off, and leaves them behind.

FUNGUS FOREST
These trees are infosted by a chromatic arvay of
maushrooms. I1's best not 1o breathe in too deeply...

Any unit at least partiaily within the Fungus
Forest is subject to the rules for Stupidity Any
Goblin unit at least partially within the Fungus
Forest is also Stubborn,

VENOM THICKET

FPotsonons erearures abound within, Provided you do
not succumb o 3t first, their venom can be used
against the foe.

Any model in a Venom Thicket has the Poisoned
Attacks special rule (applies to close combat
attacks only). However, any model moving
through a Venom Thicket must take a
Dangerous Terrain test, to represent their
attempt to fend off the venomous critters within.

WILDWOOD
B walk beneath the rwisted boughs of 2 Wildwood is

Jolly indeed, for the trees are wrathful

Roll for any unit at least partially within the
Wildwood at the end of the Movement phase.
On a 4+, the unit suffers D6 Strength 4 hics.

T




River Tiaflf

Not only rivers...

Fren thongh the vudes presented
here rofer to rivers, they can
also he used for other shallow
waler features that might
appear on Nour bartisfield, such
wis fuakes, ponds or the tidal

pliins of a flar coaseline.

Far exaniple, Yo could model
the forbicdden {.av Sanguinais in
Bretnia, wohose shores use the
rules for the River of Blvod, or
atflono yorr models to wade
throngh the chappy water on o

! ceasial goaring koo, nsing the
Raging Torvent vudes to veprosent
the siurf

RIVERS

The reassuring and impeding flow of @ siver can
help we army protect its flank or otherwise slow
the enemy advance. Launching an assault across
il river is no easy lusk, and often the fords,
bridges and other crossing points become crucial
objectives for the opposing armies.

All rivers use the rules given below.

RIVERS AND MOVEMENT

The crushing weight of the water makes it
impossible to march through a river, Movement
1s otherwise unaffected.

RIVERS AND COMBAT

River make for very treacherous footing and, as
such, are about the last place a ranked-up unit
wants to conduct its battles. A unit at least
partially in a river can never be steadfast (unless
they are Stubborn). Additionally, units even
partially in a river cannot claim rank bonus.

BRIDGES AND OTHER CROSSINGS
Most rivers have at least one place at which they
can be crossed, such as a bridge or 2 ford. Such
crossing points should normally be treated as
open terrain, but only if the unit attempting to
use the crossing point is in a narrow enough
formation to fit across, otherwise treat the entire
unit as being in the river! Whether or not a unit
15 narrow enough will normally be fairly clear.

MYSTERIOUS RIVERS

Rivers are mysterious terrain — it might lock like
water, but is it really? As soon as a unit enters or
deploys in the river, roll on the following table to
determine what it has put its collective feet in.

De

1 It’s probably just a normal river.
Dor’t drink the water though.

2 Boiling Flood.
3 Necrotic Qoze.
4 Raging Torrent.
5 Raver of Blood.
6 River of Light

BATTLEFIELD TERRAIN

BOILING FLOOD

This viver’s coaters are boiling with incredible firy -
it’s best 16 cross guickly, lest you wever leave the yiuer
at all,

Any model at least partially in the boiling Nood
at the end of any turn suffers a Strength 4 hit
with no armour saves atlowed. Maodels that are
imemune to Flaming Attacks do not suffer from
this effect,

NECROTIC QOZE

Only the stench of this thick and lifeless dudge con
compete with its loxic virulence. Those crossing this
river had best hold their breath,

Necrotic ooze counts as dangerous terrain for all
models. Additionally, a unit that moves through
necrotic ooze gains the Poisoned Attacks spuciul
rule until the end of the following player turn, so
vile are the waters that cling to their blades.

RAGING TORRENT
The icy rivers of the high mountains run clear; pure
and very swiff ndeed,

A raging torrent is dangerous terrain, However,
such are the invigorating effects of the icy waters
that any models that are in the river {or left the
river earlier in the turn) have -+3 Initiative.

RIVER OF BLOOD

When the rivers of the warld turn to blood it is a
sign that Khorne has regained ascendancy at the head
of the unholy pantheon of the Realm of Chaos. The
tame of the Blood God has come!

A unit that moves or charges through a River of
Blood is counted as causing Fear until the end
of the following player turn, so ghastly is their
blood-slicked appearance.

RIVER OF LIGHT
This 35 no mere river; but g swirling and sectfiing

mass of Laght Magic.

When a unit enters a River of Light, it is
immediately the target of a randomly chosen
Light Magic spell (see the Reference section).
The spell is automativally cast and cannot be
dispelled. If the spell has a choice of different
casting values, i is assumed 1o he cast at the
lower vaue,




" MIAROTILAND
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i A battle in a marsh can easily end in disaster - KHEMRIAN QUICKSAND

: the footing is unstable, the mud clings to The burning desert hides a smultitude of traps. Many
weapons and as many warriors drown us are an unwary warrior ias been sucked to his dedth by
hacked apart by the foe. Marshes are therefore the shifting sands of Khemvi — the layger the victim,
best employed as traps to suck your enemy into, the more certain the fate.

rather than bastions from which te fight. )
A monster, monstrous infantry or monstrous

Al marshland use the rules given below. cavalry model that fails its dangerous terrain test
for Khemrian Quicksand is removed as a
MARSHLAND AND MOVEMENT casualty with no saves of any kind allowed.

Marshland is dangerous terrain for all units,
other than those with the Skirmish special rule.
Cavalry, monstrous cavalry and chariots that
enter marshland fail their Dangerous Terrain
tests on a | or 2, rather thana 1.

MIST-WREATHED SWAMP

The vapours of this swamp hang in the chill aiy
hiding those within from the gaze of their enemy. Yet
who knows what horrors lurk within the mist, just
waiting to pounce?

EXAMPLES OF " .
MARSHLAND If the majority of a unit's models are wholly

within a mist-wreathed swamp, the unit counts

Although all marshland is dangerous, its nature e
as being in hard cover.

tand degree of the perit) can vary greatly.

EARTHBLOOD MERE However, at the end of each Movement phase,
the unit must pass an Initative test, or have D6

Razo magical pav the lferwind Gh bubbles
N ical puicer of the lf rn o models dragged to their doom by the monstrous

through the waters of this marsh,

Fimir lurking in the mist (the victims are Duwarf treasure-hunters risk the
Any unit with the majority of its models within sefected in the same manner as the allocation of wrath of the Tomb Kings in
the mere has Regeneration (6+). shooting hits). order to seize the secrats of the




Over the Hedge

Woken you'se fighting a combar
aver a wall or hedge, yon'll
have ty apply a firle guomption
i ovder fo work ont whivh
nielefs can fight, anel whn they
ran strthe blowos against. The
reason? Woll, as yonr oo wnits
arci't actnally in base contact,
i not alseays easy to rell what
the base vomtact wwondd e if the
watl weren't there. The
solution? Wedl, if the wwall isn't
dlied doron ta the battlofivld,
then you ran jrst swhisk it azony
Jor a mament aned push the fen
HUHS Dido fe Dase contact i
resofve the issne. Onec you
kuoo sofin’s fighting, prt the
units el the soalf back in theiv
ariial positions, and bave at it
onre el

OBSTACLES

This category covers all long und narrow terrain
types, such as tences, walls and hedges.

All obstacles use the rules given below.

OBSTACLES AND MOVEMENT

If a cavalry, monstrous cavalry or chariot
model marches, charges, flees, pursues or
overruns over an obstacle, or charges an
enemy on the other side of an obstacle, it must
take a Dangerous Terrain test (see page 117).

Obstacles do not otherwise impede movement.
If o unit ends its move with some of its ranks or
files on different sides of the obstacle, simply
place the models appropriately on both sides of
the obstacle — the unit suffers no ill-effects.

OBSTACLES AS COVER

An obstacle offers a greater measure of
protection against missile fire to models hiding
behind it. If a firer is shooting at 2 model that is
behind an obstacle and in base contact with it,
the target model counts as in cover (of the
appropriate type), regardless of how much of it is
visible above the obstacle. We assume that the
warrior takes shelter behind the obstacle. When
firing against a unit, the majority of its models
mast be behind the obstacle in order to benefit
from this additional protection.

Firing models that are themselves in base
centact with an obstacle may ignore it for the
purposes of line of sight, just as if the obstacle
was not there — they witl Jean over it as they fire.

OBSTACLES AND COMBAT

1t one of your units is charging an enemy who
is touching the other side of an obstacle, the
obstacle counts us ‘defended’. Measure the
charge distance to the obstacle, rather than the
enemy unit. Similarly, if the charge is
successful, move your unit into contact with the
obstacle rather than the anit itsclf,

Essentially, we assume the enemy push forward
to fight over the obstacle — your models count
as being in base contact with the encmy behind
the obstacle, as if it wase't there, and must
charge in such a way as to maximise the number
of models from both sides that can fight, using
the normal rules for charging that are presented
on page 20.

1o represent the formidable defensive position
offered by the obstacle, any models from a
charging unit that are in base contact with an
obstacle (or are providing supporting attacks for
a model in base contact) will suffer penalties
depeading on the type of obstacle. This
medifier only applies when the unit charges,

not in subsequent rounds of the combat.

If the charged unit is not in contact with the
obstacle, treat it just as you would for the
purposes of movement. If there isn't room for a
a rank of charging models to fit between the
obstacle and the charged unit, it is perfectly
acceptable to remove the obstacle whilst the
combat goes on (put it back again as soon

as possible).




EAAMULES Or OboIACLES

Hese are a few examples of obstacles you can
use in your Warhammer games — this is by no
means & definitive tist, but should prove a fertile
starting point for your own imagination,

BLAZING BARRICADE

The ariginal blazing barricades were magical
obstacles called into existence by High F{f mages as
they fought for swrvival during the initial dasmonic
iasions. Thoigh that was nowo thowsands of years
age, the magie that created the blazing bayricades
still fwwetls wwithin the growd,

Blazing barvicades grant soft cover to units
behind them. 1f 2 unit completes a charge
aguinst a defended blazing barricade, it
immediately suffers one Strength 4 hit on each
of 1ts medels 1n contact with the obstacle.

BLESSED BULWARK

It is coumnan practice in the Empive for @ Warrior
Priest to bless ary wadl which might have to serve in
the batile against the foul creatures of Chaos. Such
cichantment liagers on long after it takes voot, and
even enedures throngh the destruction of the wall
siselfl Many farming fields and fortress walls in the
Faupive ave bonnded by walls constructed of stolen

Sragenis from the blessed bulwarks, and vetain a

portion of that power.

Blessed bulwarks are obstacles that grant hard
cover to units behind them, and a -1 To Hit
medifier to charging models in base contact with
them. In addition to this, models from the
Forces of Destruction {see the Allies chapter on
page 136) that are in base contact with the
obstacle must halve their Initiative.

FENCE

Fences are gnarled and twisted constructions of wood
and lath, Thongh fences are chigfly designed 1o keep
hord animals in a particnlar location, determined
warriars can also nse a fence as a rough bulwark in
order to keep enenties ont!

Fences are obstacles that grant soft cover to
units behind them, and a -1 To Hit modifier to
charging models in base contact with them.

GHOST FENCE
A Ghast Fence is a barrier with fittle physical
sibstance — mevely a serfes of poles or pusts npon

which are hung accursed fotishes and totems lo
which daemonic or Undead spirils have been
bound with forbidden spells. Only a brave or
Joolish warrior crasses a ghost fence withont good
cause — or without powerful protective wards,

Ghost Fences are obstacles that grant soft
cover to units behind them. A unit that is
defending a Ghost Fence causes Fear in the
first round of any close combat.

WALL £y
Walls are a common sight, serving as boundaries :
between fields, estates and even burial sites.
Though such a wall is seldom more than ches:-
height, it makes for an incredibly effective
empyompiy defensive position, and can save the
warriors sheltering in its lee from otherwise

Jatal encounters with arrows, crossbow bolis
and bucksho.

Walls are obstacles that grant hard cover to
units behind them, and a -1 To Hit modifier to
charging models in base contact with them.

Ay —




Thousands of years of stroggle and conguest
have left the Warhammer world strewn with
mystical relics, monwments and ruins, A battle
will often be fought for the control or the
defence of such a place, and for the awesome
power it commands.

This is essentially a catch-all category for things
that don’c it comfortably in other sections.
Dystical Monuments are best treated as
impassthle terrain for the purposes of
movement, Particularly large or complex
Mystical Monuments might be made up of
several terrain elements, such as hills or
obstacles (see pages 118 and 122 for details).

EXAMPLES OF MYSTICAL
MONUMENTS

As with the arcane architecture that follows later,
the sky really is the limit for Mystical
Monuments. Who knows what mighty magical
constructs await discovery by your armies?

ALTAR OF KHAINE

Though his worship is now relegated chiefly to the
chill land of Naggaroth, many altars consecrated to
the Elven god of murder vemain throughout the
world. Warriors who fight in Khaine’s shadow do 5o
with bloodlust awakened in theiv souls.

All units within 6" of an Altar of Khaine are
subject to the rules for Frenzy — as soon as a
unit moves out of range, the Frenzy is lost,

MYSTICAL MONUMENTS

ARCANE RUINS

e stones of fedben temples stili vesanaie with
wmagical enexgy centurics afler their final celebrants
crumbled to dust.

Any wizard within 6" of an arcane ruin can
choose to roll up to four dice when channelfing,
rather than one. However, if three ur more dice
come up as 6s, the wizard must immediately roll
on the Miscast table.

BANE STONE

Not even the most learned of scholars buotor e
origins of the Bane Stones. Some folk maintain that
the Beasimen raised them in tribute 1o teir
blasphemous gods, others that they are jagged shards
of magic made mangfest through careless sorcern,
Whatever the truth, 1o battle in a Bane Stone's
Shadow is to invite swift death, for the stones are
hungry and fresh souls are their food,

Hits made against units within 6" of a Banc
Stone have a -1 bonus to wound.

CHARNEL PIT

In a world of unremilting war, a decent buriaf is
sorething granted to only the luckiest. For the
remainder; eternal repose beging in g mass graoe,
with enough stones atop to deter wild beasts, el
enough icons 1o draw down the blessings of various
gods of the dead. Alas, most such charnel pits anract
Necromancers and other dark sorcerers ke, worll,
wultnres o carvion. By the time these foul folk have
JSantshed with the pit’s contents, it is sure to be birrly
more than a blood-slicked pit, strewn with body parts
and a lingering unholy taint that instills fear in ol
but the bravest warriors.

All units within 6" of the charnel pit suffer 1 -|
penalty to their Leadership. Undead uaits
within 6" of the charnel pit have the
Regeneration (6+) special rule to represent their
easy access to replacement parts.

A Darde I Soreeress calls
atpunt e elread pecoer of
e Miar of Khaine,




ELVEN WAYSTONE

There are countless [olven Waystones scattered
Hrronghont the world, anciead wmnments to the onee
globe-spanuing glory of the children of Ulthuan. Yo

a sindered past. 1t is throngt the Wirpstones that the
FEtes siphon excess magical encryy fron the world,
A learned enongle wofzard can lap into the Waystone’s
magical current and s pitrfoin s eiergies for his
oIH IS

Any Wizard within 6" of un Flven Waystone
adds +1 to his channelling attempts.

IDOL OF GORK

{OR POSSIBLY MORK)

Prios to o great baitle, Qres vaise crude idols of their
brutisl gods su that their deities wight find

| amsentent i e fortheoming diestruction. Many of
these fedols wre craficed from mud and dung, and so
ate quivkly worn atony by the elements. Some,
thongds, are ronghly fieven from botdders or the
defaved statnes of other raves, These can stand against
the weather for conturies, allowing Mork (or possibly
Gork) an mninterrapted grandstand view of the
PASSING CoR RIS Cariege.

Any warriors fighting under the grim gaze of
Mork (or possibly Gork) are infused with the
greenskin gods’ Tust for battle. Units that start
the turn within 6" of the Idol can re-roll a failed
charge distance roll.

MAGIC CIRCLE

Ancient mannish vnins, raised to empowsr primitive
rites, wagic circles can dissipate harmful sorcery and
affer pratection to those nearby.

Units within 6" ol the Magic Circle have the
Magic Resistance (2} special rule.

SINISTER STATUE

Wirless soaichmien, set 1o stand sentinel over secret
shrines by au aueionl and ninknown force, these
stuister stalues take exceplion to interlopers in a most
Joreefidl fashion.

At the start of cach player turn, roll a dice for
every unit within 6" of the Sinister Statue.

On a 4 or more, nothing happens — the statue
either doesn’t notice the unit, or recognises it as
an ally of its forgotten muaster. On o 1-3, beams
of light blaze out of its stane eyes — the unit
suffers D6 Strength 4 hits,

these toreering edifices ave mare thai mere merkers of

SORCEROUS PORTAL

A sorceraus portal is prove to appear where certain
cortours of hill and valley finnet the Winds of Magie
in unexpected ways. Many are caged and harnessed
by ambitions sorcerers, but wood and stone cannar
easily contain raw magic.

At the start of the Magic phase, after power and
dispel dice have been generated, but before
spells are cast, the sorcerous portal belches forth
energy in the form of a spell. Roll 2136 on the
table below each time to see what spell is cast.

2-4  Soulblight (Lore of Death)

5-6  Whssan’s Wildform (Lore of Beasts)
7 Plague of Rust (Lore of Metal)

8-9  The Speed of Light (Lore of Light)
10-12 Fireball {Lore of Fire)

The spell does not need line of sight, always
targets the closest unit {regardless of range, if
the unit is in combat and so on), is automatically
cast and cannot be dispelled. If the spell has a
choice of casting values, it is assumed to be cast
at the Jower value.

WYRDING WELL

1t i5 said thar Wyrding Wells are set upon sites
where the blood of the world bubbles to the surface.
This amber liguid has magical, if unpredictable,
Dpropereses and is @ prized ingredient in many potions
and elixtrs,

Providing it is not in combat, a unit within 3"
can drink from the well at the end of its
Movement phase. Roll a D6 on the following
table to discover the outcome of the unit's
incautious imbibing:

1 Magical Poisoning. Models in the unit
cannot make any voluntary action
(including shooting, casting spells,
channelling, using magic items and so
on) until the start of the following turn,
whilst copious vomiting ensues.

2-4  Ailments Banished, The unit immediately
recovers 2D6 wounds’ worth of models,
as described for the Lore of Life Regrowsh
spell (see the Reference section).

5-6  The Gift of Oblivien. The coursing
earthblood erases all fear and sensation
from the minds of the drinkers. The
unit is subject to the rules for Stupidicy
and is Unbreakable for the remainder of
the game.




BUILDINGS

Butldings are, withont dowli, aimangst the most
inportant pieces of terrain o a battleficid. They offer
substantial protection io those inside, are a good
enifage puit for models that can make vanged
attarks. Warriors firmly ensconced in a buslding can
andy be dlviven ont by a determined assavit,

As with other terrain elements, players should
identify at the start of the game all pieces of
terrain for which they are going to make use of
the buildings rules given here. This is
important, as during the game these rules may
give a clear advantage to some units.

As with any terrain pieces, a small zmount of
commeon sense will go a long way when dealing
with buildings. Players may agree to treat some
buildings as impassable {very small ones, or
those with a strange shape, for example),
Similarly, players may want to divide very large
buildings into several parts, each of which
counts as a separate building for the purposes of
the following rules. We'lt discuss that in 2 little
more detail later ~ for the moment, let’s take a
lock at the overall rules for buildings.

BATTLEFIELD TERRAIN

—— _—

BUILDINGS AND
MOVEMENT

For the most purt, huildings act as impassahle
terrain (the rules for which were given carlier in
this chapter). That said, we do allow units to
enter buildings and ‘garrisor’ them. This might
seem a bit strange, but i's nice und clear in
terms of rules. Basically, we don’t want units
moving through a building us if it were nal
there, and nor do we want them ‘sitting” on tap
of it. If it’s a building and you’re u unit, you're
either garrisoning, or not in contact with it —
nice and clear.

GARRISONING A BUILDING

A unit can enter and garrison an unoccupiced
building if it can move into base contact with
the building during the Movement phase. Some
units simply cannot enter buildings — the
members of the regiment are just too big —
unless differently specified, only infantry,
monstrous infantry, war beasts, monstrous
beasts and swarms can garrison a building.
Remember that war machines can also be
deployed in buildings, as explained on

page 109. Units cannot garrison a building in
the same turn in which they have marched -
swiftly getting 2 formation of ranked up troops
into a building is not easy.

When a unit garrisons a building, you'll
normaily find that there’s not enough room for
the models in or on the structure (or that
placing them in the building just looks siily).
1's perfectly acceptable to place 2 representative
mode! from the unit in, on or next to the
building to remind you that the unit is inside
(standard bearers are the best for this!), and
place the rest of the unit aside from the
battlefield. The main thing you’re trying to
achieve is to leave a recognisable resinder as to
the building’s occupants for both you and your
opponent as the game goes on.

ONLY ROOM FOR ONE

Each building can hold a single unit of any size
and any characters that have joined it — once
garrisoned, no other units can enter the
structure unless the previous teaants have left
(or been driven out). Note that characters can
join a garrison unit by moving into base contact
with the building.




ABANDONING A BUILDING

A garrison unit can exit a building in their
Remaining Moves sub-phase, though not in the
same turn that it garrisoned the soructure. Place
the unit m any destred formation, with at least
one model in its rear rank touching the building.
No maodel in the unit may be placed more than
rwice its normal Movement distance from the
hoilding. The unit may not move any further in
o turn that it exits a building - it too busy
reordering its hattle formation. This is the only
way & garrisen can voluntirily leave 2 building —
it cannot charge out of a building, for example.

A unit that is Frenzied, or is otherwise forced to
charge, still cannot do so if it is in a building — it
must instead exiv the building as close as
possible to the enemy instead of charging.

BUILDINGS AND MAGIC

Buildings de not olfer any additional protection
agmnst magic missiles, spells that affect the
entire unit, that rrgel individual models, etc.
Spells that use templates and damage inflicted
hy Miscasts will follow the rules given later for
templates, hitting 136 models. Wizards inside a
huilding may cast spells as normal following the
rules for line of sight and range given below.

BUILDINGS AND
SHOOTING

Muost buildings can easily be pressed into service
as impromptu firchases. Most have plenty of
windows, doors or otherwise gaping holes in the
structure through which a warrior can poke a
crosshow ar other such ranged weapons. Even if
there aren’t any pre-existing firepoints in a
building, the garrison can normally knock their
own loopholes in the wall as needed.

A garrison unit can shoot in the Shooting phase,
tracing line of sight from any point on the
building. The forward arc of the garrison unit is
assumed to be 360 degrees (ie. all around) so
we don’t need 1o worry about that cither. The
range for & gurrison's shooting attacks is always
measured from the closest point of the building.

FIVE PER FLOOR

When a garrison unit shoots, there are only so
many vantage points to shoot from. We normaily
assume only five models can shoot per floor of
the building, although you may want to sgree a
different number with your opponent before the

game begins.

SHOOTING AT A GARRISON UNIT
ipemy modcls can shoot at the building’s
garrison, provided that they can trace line of
sight to the building and that it lies within their
forward arc. Naturally, we assume that the
building itself provides a certain amount of
protection, so we treat the garrison as being in
hard cover — shots are ctherwise resolved
normally. Note that the garrisen unit is
considered to be too spread out to be affected
normally by attacks that can affect multiple
ranks, such as bolt throwers — shooting attacks
of this nature will only hit ene model.

TEMPLATE WEAPONS

Weapons that use a template, such as a stone
thrower or cannon, inflict D6 hits on any unit in
a building that is touched by the template. If a
building is hit by a stone thrower, these hits are
resolved at the higher Strength only if the centre
of the template lies over the building, otherwise
the lower Strength is used instead.

For example, & building is hit by a cannonball, The
wuntt inside suffers D6 Stremgth 10 hits, As the
cannon has the Multiple Wounds (D6) special rule,
all unsaved wounds will multiply 1o D6,

ASSAULTING A BUILDING

The only way to take an occupied building is by
the bloody tactic of storming in with one of your
units. This is called an assault. Each occupied
building may be assaulted by 2 single unit
during each Movement phase. The assaulting
unit must declare a charge against the unit in the
building. There can be no multiple assault
charges against a building, as the assaulting unit
is imagined to surround it. If multiple units are
forced to declare a charge against an enemy-
occupied building, only one can compiete the
charge — the controlling player decides which
one will do so after rolling the charge distances.
The other units automatically fail their charges.

An assauit charge is resolved just as if the
building were the target unit. If the unit’s
charge distance is equal to or greater than the
distance to the building, it is successful,
otherwise the charge is failed as normal. A unit
that is assauiting the building is not allowed to
charge another target at the same time — it must
wheel to bring as many models a5 possible into
contact with the building and close the door in
such a manner that it does not contact any
enemy units when the charge is complered,

Just how many

can we fit in here?

Yor ' notive that the rules do
nai place a limit on the wmber
nf modvls that con fit in o
Jarticalar building. This is guire
eeliberate — remenber that o
Larvison does nol have 1o fook
like it’s capuble of filting in «
buslding — some of the warriors
could be i o basement, or
Stasfing gneerel mlside,
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CHARGE REACTIONS

A garrison unit can enly choose to Hold or
Stand and Shoot, it cannot choose to Fieel — it
would take far longer for the garrison to exit the
building than for the enemy to flow around the
sides and run the garrison down. Even a failed
“Ierror test will not exhort 2 garrison to Flee! —
it's better to face a mind-numbing peril with
four solid wails around you! Accordingly, a
garrison that fails its Terror test does not fiee as
normal, but is forced to Hold. It does, however,
count as having automaticaily failed its Fear test
at the start of the ensuing round of combat.

FIGHTING THE ASSAULT

An assault isn't resolved in the same manner as a
regular combat, as the two units involved are not
in base contact with one another. Rather, we
assume that a swirling melee takes place around
the building’s door, windews and other
entryways, with the best fighters from either side
pushing their way forwards into the fray.

It’s hard to maintain the impetus of a charge in
a confined area, 5o models assaulting a building
lose all charging bonuses. This means, for
instance, that they do not receive the normal +1
combat result, gain no bonuses for lances and
similar weapons, and do not make Impact Hits.

Who Can Strike?

At the start of the Close Combat phase, before
any blows are struck, both players choose ten
models from their unit to form the courageous
assault party that will fight in the assault (if the
umit numbers less than ten, there is no choice!).
Most of the time this will mean ten identical
warriors, or at least nine warriors and the unit
champion, will farm the assault party on each
side in the assault, but where there are
characters in one or both the units, this selection
becomes very important. When it makes a
difference, players should roll off to determine
which side picks his assault party first.

We is Bigger dan Dem..

As we limit the number of models due to a lack
of space brought on by the cramped
surroundings of a building, it would be unfair to
allow, say, ten Ogres to attack in the same space
as ten Goblins. Therefore, monstrous
infantry/cavalry/easts models each count as
three models when selected for a assault party,
and a monster (including any riders) counts as
five models.

BATTLEFIELD TERRAIN

Allocating attacks

Blows are struck in Initiative order as normal
and, unless the player specifies otherwise, are
directed against any rank-and-file models
involved in the assault. If charucters, chamypions,
or other models that can nermally be singled out
if they are in base contact are involved in the
assault, then up to half the enemy models can
choose to attack them (as often such heroes will
be performing derring-do in the thick of
fighting, at doorways or atop stairwells).

Note that casualties are taken from the ‘hack’ of
the unit as normal. If one side suffers casusltics
before it fights, extra models are assumed to step
up and join the assault party in place of falien
comrades, assuming there are enough survivors
to do so. So ten models will always get to fight,
assuming there are enough left to do sol

Challenges

A single challenge may be issued and accepted
as normal, but only models chosen as part of the
two sides’ assault parties can issue, accept and
refuse challenges — you can’t use the chalicnge 1o
increase the number of models fighting.

Special Attacks

For special attacks {such as stomps) and items
that affect models in base contact, a model
fighting in a building is assumed to be in base
contact with one enemy model nominated by the
enemy player unless fighting in 2 challenge, of
course, in which case they are in contact with the
mode] they are fighting!

COMBAT RESOLUTION

The victor of an assault is caleulated as for a
normal close combat, however combat resuit
points can only be scored by inflicting wounds
{including overkill wounds scored in a
chalienge, if there are any). Standards, ranks,
flank and rear bonuses, and so on do not apply
(the last two primarily because a unit in a
building cannot really be said o have a Bank or
rear). A musician will still win a drawn combat,
however (he spurs his fellows on 1o greater
efforts). Otherwise, the close combat result is
based purely on casualties.




Defender Loses

If the attacker wins, the defender must take a
Break test. Note that units garrisoning
buildings are always considered steadfast,

If the defendes fails the Break test, then the
garrison unit is pliced outside, directly
opposite the assaulting unit, as described for a
umit abandoning a building (see page 127). If
this cannot be done, place it as near as possible
to this pesition. It then makes its fleeing move
as normal.

The attacker cannot pursue, but can enter the
building i its controlling player wishes (and is
of a troop type that is permitted to enter the
building). I the unit does not enter the
building it is moved directly backwards 1",

Qther outcomes

i the garrison doesn't flee the building, either
hecause they’ve held the attacker to a draw or
beaten them, or have lost the combat but passed
their Break test, then the attacker must withdraw
{rom the assault, and is nudged directly
backward 1", The close combat ends, and the
attacker must launch a new assault next turn if
he wishus another attempt at driving the
Earrison out.

The assaulting unit does not have to take a
Break test if the combut was lost. The warriors
in the attacking unit know Full well that the
garrison cannot run them down if the combat
goes poorly and automatically retreat in good
order with no chance of 2 rout.

BUILDINGS AND PANIC

Units garrisomng buildings take Panic tests
normally — measure distances to the edge of
the building. If the test is failed, they flee as
described for units that break from combat.

In the same way, a unit that breaks from
combat in a building, is destroyed while
garrisoning a building, and so on. can trigger
Panic tests in friendly units as normal.

MULTIPART BUILDINGS

The rules given here assume that your building
is of a fairly small size (less than 6" x 6") and
composed of a fairly homogenous structure (i.e.
is made out of the same kinds of materials).
None of this is to say that you can't use bigger
or more complicated buildirgs in your games,
but you'll probably want to break them down
into several sections, each to be treated as its
own building, which can be occupied and
assaulted separately.

The foriified mannr belww is u
letrge and fmpressive building
aucd will certainty regiire
defining before the game begiis,
VWe'ne decided to split it into the
Jollroing seetions:

Using their appearance as 6
guide, the various ahstacles are
preated as woalls (1), frnces (2)
anef Blesseed Butwonrks (3), as
detiled an poge 123, The totver
(4} is treated us me building,
wohilst the great hall (5) is
treated as another:. Furthermore,
we've dectded that o garvisin i
one of the manor sections is
allowed to launch an assault
against a different scclion, even
though that would wol normally
be allowed, Narurally, such a
fight wonld regquire a certain
amount of tooperation between
the players — there’s no veal
way of placing the models, 5o 1t
might become a little abstract —
but i'd be great funi
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ARCANE ARCHITECTURE

Buiidings of great power or importance are
plentifud in the Warhammer world. Sometins,
this prominence comes from the magical nature
of the place, at others, it comes from the
resonance and sunclisy awoken in the hearts of
its defenders, Regardless, a battle fought over
such a building will be a staughter indeed.

A piece of arcane architecture can either be
treated as u building or as impassable terrain
(the doors are scaled by the defenders). Models
that arc inside Arcane Architecture are
antomatically in range of its effect.

EXAMPLES OF ARCANE
ARCHITECTURE

Only your imagination can limit the types of
arcane architecture you will battle over. Perhaps
it’s worth considering the kinds of buildings
over which your army would be eager to fight?

ACROPOLIS OF HEROES

This ancient place was built long ago — perhaps it
was even vaised by the Old Ones themselves.
Amongst its walls, half-buried by moss and rubble,
fie the statues of fallen kings and hevoes whose bold
essence lingers on.

Units within 6" of the Acropolis of Heroes are
Stubborn. A unit garrisoning the Acropolis of
Heroes gets +1 to hit in close combat.

DWARF BREWHOUSE

Drwarf ale is by far the most famous and sought after
beverage in the whole of the Warhammer world,
Indeed, entire armies have been known to make o
detour 1o a brewery in order to purchase (o, more
normally, acquire by force of arms) a supply of heady
Duwarf ale. It is Litle surprise, therefore, that most
Duvarfs go to great lengths to fortify their brewhouses,
and are careful to place several barrels of cheap, but
highly intoxicating ale, beyond the walls as soon as a
marching army enters view.

All units within 6" of 2 Dwarf Brewhouse have
the Immune to Psychology and Stubborn special
rules {the rich blend of hops, malts and secret
ingredients renders them almost totally insensate
to mortal fears). Dwarf units within 6" of the
brewhouse are so fanatically defensive of it that
they are Unbreakable, but must first pass a
Leadership test, with a -3 modifier, if they want
to move out of range of the building’s effects.

SR
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GRAIL CHAPEL
Crail Chapels can be fonnd thronghont the world,
They are burilt npon sites where Bretonnian Knights
have encounterad the Lady of the Lake. Thongh
Grail Chapels are ofien seemingly abandoned and
ruined, the powsr of the Lady perimeates SVerY soie,
Jocusing energies of venerval and vebivth,

All units belonging to an army from the Forees
of Order (see page 136) within 6" of a4 Gruil
Chapel have the Regeneration (6+) spectl rule.
Bretonnian units within 6" of n Grail Chapel
also have the Stubborn specia rule,

HAUNTED MANSION

Many an abandaned tower or mansion woas anee the
abode of a Necromances; whose dark sorceries coutel
only be practised in secret. The Necromancer muary be
long gone, bus the poltergeists and revenants vemaiy —
as any who enter will doubtless discover

A haunted mansion is normally 2 building of
some kind, but there’s no reason why it car’t be
a ruin, or a cave. At the end of the Shooting
phase, all units within 6" of the Haunted
Mansion suffers D6 Streagth 1 hits to represent
the spectral strikes of the mansion’s guardians.
Due to the ghostly nature of these attacks,
armour saves cannot be taken against them, A
unit inside the haunted mansion causes Fear.

NEHEKHARAN SPHYNX

Long ago, the rulers of Nehekhara bound the
trickster spirits of the deserts into great temples,
Legend iells that those who entreat a Sphynx receive
greas power — if they can guench the spirit’s thiva for
trickery and deception,

At the start of each player turn, the player whose
turn it is can choose one of his characters within
6" of the Nehekharan Sphynx to challenge the
spirit to a niddling contest. The challenger must
take an Initiative test. If the test is faifed, the
Sphynx devours part of the challenger’s soul and
the model suffers a wound, with no armour
saves allowed. If the test is passed, the
challenger receives one of the fullowing special
rules, determined randomly, for the rest of the
game: Devastating Charge, Heroie Killing Blow
or Laremaster {Death) — this last one has no
henefit to non-Wizards (1., only Wizards can
actually use the spellst) but thar doesi't stop the
Sphynx hestowing it inappropriately.




SIGMARITE SHRINE

Signar Heldenhanmer fought many battles 1o defend

the nascent Jnpive from the forces of destruction.
Thaugh Sigmar has long since passed, the folk of the
Toupive still befivve that he warches over his land.
This might be thought mere superstition, save for the
Jact thot eoil creatures seem vather move vulnerable
when they draso near 1o a Sigmarite Shrine. ..

Any models belonging to an army from the
Forces of Destruction (see the aflies rules on
page 136) must re-roll successful ward saves if
they are within 6" of the Sigmarite Shrine.

TOWER OF BLOOD

The walls of this tower constantly ooze pulsing gove.
The wnnatural stencl) has a profound effect upon even
the st feeble of fighters, engorging boodiust and so
transforming them into voracious slaughterers.

Units within 6" of the Tower of Blood have the
Hatred special rule. Units from the Forces of
Destruction within 6" of the Tower of Blood also
have the Frenzy special rule — as soon as a unit
moves out of range, the Fatred/Frenzy is jost.

WIZARD'S TOWER

Wizards are solitary folk, little able to abide the
simplistic minds of the mundane multitudes. Little
wonder thevefore that the mightiest wizards
cOnSErHCE great towers Lo serve as lodging, lbrary
and stronghold,

A Wizard who is within 3" of the tower at the
start of the Magic phase is assumed to ransack
the tewer’s library in search of additional spells
— he is treated as knowing all the spells from his
chosen lore(s) of magic for that phase. If more
than one Wizard is within 3", randomly choose
which one has control of the tower at the stavt of
each Magic phase (no room can hold two
wizardly egos in search of knowledge).

AT
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In the Balance

On a slight tangest, ir's worth
mentioning af this stage that
Your gawes dair’t have to be
balmiced = I.e. von don’t have
fo hawe the swme niember of
poinis on bath sides, This is
quite ansiat, but aflowos you o
Foeal yonr games to enact o
tast stand by a hopelessiy
ortnumbered dufender; a
suividal chavge of *Ligh
Brigade’ proportions, or sinply
impase @ handicap on a wmore
experfenced player:

Y

ARMY BOOKS

Each of the races or realms in Warhammer
has its own Warhammer Armies booli.

In addition to being crammed full of history,
information and inspiring painting guides,
along with all the rules and characteristic
profiles for the army in question, each
Warhammer Armies book also contains an
army list that you can use to forge your
miniatures into an army.

POINTS VALUES

Every model in Warhammer has been
assigned a points value, given in the
relevant army list. Points values reflect a
model’s worth within its army.

The higher a warrior’s points value, the better
that warrior will be — it might be stronger,
tougher, faster, have higher leadership, wear
better armour, and so on.

A humble Empire Spearman is 2 fairly average
soldier, costing around 35 points, whiist a
mighty Dragon costs in the realm of 300.
Most warriors have a basic cost that increases
as you upgrade their equipment and abilities,
giving you a wide range of options that you
can choose to spend your points on.

By adding together all the points costs of the
warriors you have selected you can find out the
points value of your army. Knowing the points
valuze of your models is important, as it gives
you a handy way of reckoning your army’s
effectiveness. A horde of two hundred Goblins
can be just as mighty a force as a score of
heavily armoured Knights — something not
necessarily apparent from looking at the
models themselves. Most games of
Warhammer take place between armies of an
equal points value.

- -

CHOOSING YOUR ARMY

So you’ve read through the rules, and now you’re itching to start putting your
generalship to the test. It’s time to build an army.

SIZE OF GAME

To play a game of Warhammer, you and your
opponent will need to decide the size of
battle to fight ~ the larger the game you
want to play, the larger the total points
values of your armies. The total points value
determines the maximum points you can
spend on your army.

For example, you may decide to play a 3,000-
point game, in which case the total points value
of all medels in each players’ army must come to
3,000 points or less. Normally, this will mean
that the armies will actually be a shade less than
3,000 points, as it’s quite hard to spend every
last point,

Quite what that value is will depend upon how
long you want the game to take. At 2,000 to
3,000 points per side you’ll have enough models
for a battle, yet small enough to be over in the
space of an evening. On the other hand, many
an entertaining game has been played at 1,000
points, or even lower. Such battles normally take
around an hour — perfect for a smaller warband-
sized games, or ‘practice’ battles where you can
try out new units and strategies. Larger games
take proportionately longer (and take up a lot
more space) with games of 4,000 points or more
providing enough miniature carnage to occupy a
goodly portion of a day.
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Older Books

At the thue af woriting, some
Wearkaner Armies bunks
contain a different ariy
slection sysiemn from the one
presentedd frere. Howeoes; aid

in a one-off contradiction e the

principle stated aneler Basic

Rules and Advaneed Rudes (see

paage 11} the systenr inclnded
here replaces and fakes
precedenie over whatever
Systent 5 printed i vonr
Warrdranimer Avaies bouk.

THE ARMY LIST

With the points total agreed, players need to
pick their forees using the army list in the
relevant Warhammer Armies bools, and the
system presented here.

THE GENERAL

An army must adways include at least one
[.ord or Hero to be its General.

Fvery army must have a General to lead it into
hattle, The General represents you — he issues

the orders that lead o the moves, shots, spells

and attacks that your troops make.

MINIMUM THREE UNITS

An army must always include at least three
units in addition to any Lords and Heroes.

An army just isn't an army unless it has plenty
of warriors in its ranks.

UNIT CATEGORIES

Each army list divides the forces avaifable into
several categories. In a standard game, players
are limited as to how many of their points can be
spent from any particular categary.

LORDS
You ecan spend up to 25% of your points
on Lords.

Lords are the most powerful characters in your
army, individuals possessed of fearsome martial
or magical might.

HEROES
You can spend up to 25% of your points on
Heroes.

Heroes are lesser characters, not as intrinsically
deadiy as Lords, but still worth a score of
ordinary warriors.

WIZARDS AND SPELL LORES
Some Lords and Heroes are Wizards, and have
acuess (o one or more spell leres. Although you
won't generate the spells that vour Wizards
know until you start to play your game (see page
142) you do need to make a note in your army
roster of which spell lore cach of your Wizards
will use, I you have o Wizard thar is allowed ta
choose specific spells, you must select which
spells they are at the time you pick your army

CORE UNITS
You must spend a minimum of 25% of your
points on Core unifs.

Core units are the heart of your wrmy, the iconic
troops who make up the bulk of every warband
and warhost. Unlike other types of unit, there is
no maximum to the proportion of your points
that you can spend on Core units.

Some Core units do not count towards the
minimum points you must spend on Core units
(sometimes written as ‘do not count tawards the
minimum number of Core units you must
include’ or variations thereof) or indued the
mininmurn number of urits you must include in
your army. In fact, such units dorL count towards
any category, just the points value of the army.

SPECIAL UNITS

You can spend up to 50% of your points on
Special units.

Special units are invariably elite troops, capable
of anchoring a battleline of lesser warriors, or
performing great deeds in their own right.

RARE UNITS

You can spend up to 25% of your points on
Rare units.

Rare units are the most unusual warriors in your
army, mighty monsters, weird war machines and
elite soldiers of unsurpassed skill. Rare units are
often fantastically powerful, but often require a
canny general to get the most from them.

| SPECIAL CHARACTERS

The Warhammer Army books each include
the rules for several Special Characters within
their pages. They are famous, named way
leaders and mighty mages, tales of whose
legendary (or nefarious) deeds have travelied
far and wide, such as the Emperor Karl
Franz, Grom, the Paunch of Misty
Mountain, the infamous Vampire Lord Viad
von Carstein and many more besides.

Special Characters are exceptional individuals
but, more importantly for our army sclection
purposes, they are unicue — each can be
included in an army only once.
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DUPLICATE CHOICES

An army eannot contain more than

3 Special choices of the sume type and

2 Rare choices of the same nype.

To turther represent the searce narure of Spectal
and Rare choices there 3s a limit on how many
duplicates of each troop type you can include in
your army. This is only right and proper —
whilst not every Iimpire wrmy will contain the
sume number of Great Cannons, say, there will
be an upper limic as te how many such
machinery will be available. Remember, this
limit applics only to duplicate Special or Rare
unit choices of the same type, not to the total
aumber of Special and Rare units overall.

For examyple, an Empive army with its
maximum allocation of 3 regiments of
Greatswords could also include a couple of
Mortars, a pair of Great Cannons and some
Piatolicrs too — provided the points don't run
out, of course.

Note that this limit applies to the basic troop
type and st dependent on the size of the unit
or optional wargear. If a High EIf player takes
one unit ol 20 Silver Helms with shields, and
one unit of 10 with shields, or one unit of 20
without shiclds, then he has still taken two units
ol Silver Helms - the difference in unit size or
cuipment docs not nratter,

R o B S T e ot S S A AR LT

Two Units For One Choice

Some units are listed as tmking up a single
cheice, for example 1-2 Chaos Spawn can be
taken as  single Rure choice. As implied, this
means that these two units count only us one
choice. So a Warriors of Chaos army of 2,000
points could contain between 1 and 4 Chaos
Spawn. If it included 1 or 2, they would count
as a single Rare choice; if it included 3 or 4 they
would count as two Rare choices.

GRAND ARMY

In a grand army, you can include up to High Il Noble 5
6 duplicate Special choices and 4 duplicate L
Rare choices. '

If choosing an army of 3,000 points or more,
we consider this to be 2 ‘grand’ army, with 3
enough patronage, cash or muscle to get a larger T
supply of scarce units: up to 6 duplicate Special
choices, and up to 4 duplicate Rare choices.

For example, if the Empire army we discussed
earlier was increased in size from 2,000 points to
3,000 points, it could then include as many as 6
regiments of Greatwords in addition to its other
Special choices.

_ARMY SELECTION SUMMARY

You must always include at least three non-character units, plus one Lord or Hero to be your General.

TABLE
S—

. m{ POINTS LIMIT DUPLICATE CHOICE_S___“_
\ LORDS ‘ Up to 25% No limit
HEROES Up to 25% No limit
CORE 25% or more No limit
SPECIAL Up to 50% Up to 3 (6 if @ Grand Army
of 3,000 points ur more)
RARE Up to 25% Up to 2 (4 if a Grand Army

of 3,000 points vr more.)

CHOOSING YOUR ARMY
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Warhammer is normally a clash between two mighty armics, striving for dominance
upon their chosen battlefield, but this doesn’t mean that it is a game solely for two

players, oh no! By combining several players’ armies inte alliances, it’s possible for
any number of players to join the battle, Games involving allies will often trigger all
sort of bizarre alliances, depending on the armies avaijlable to the players. You may
wish o invent a narrative to explain the reasons behind the alliance, or simply
decide not to worry about it and get stuck in the game. It’s entirely up ro you.

To forge your alliances, split the players into two
teams, The teams don’t need to have the same
number of players, but if you're playing a game
that uses points values (see page 132) it's best to
give a little thought to the relative sizes of the
players' collections when assigning teamns, so that
you can be happy that the balance of the game is
as you wish it to be. The players can now pick
their armies and begin to play.

For example, five players (including the humble
author) decide to play a multi-player game, with
5,000 points per side. Phil collects Ogres,
Alessio has Skaven, Jervis has a Tomb Kings
army, Jeremy has Orcs & Goblins ard I collect
‘Wood Elves.

We want to create  story to explain how this
battle come about and decide that the Tomb

ALLIANCE AND ALIGNMENT

Kings army represents the Undead warriors of
an ancient barrow-king that was buried at the
edge of the forest of Athel Loren — home of the
Wood Elves. Coveting the warpstone artefact
that, according to legend, was buried witls the
barrow-king, the Skaven have bribed an Ore
tribe and hired an Ogre mercenary band to sack
the burial grounds. However, the Skaven have
not counted on the hostile reaction that their
presence so close to Athel Loren would
inevitably cause in the Wood Fif inhabitants.

Based on our narrative and the size of each
player’s armies, we therefore agree that 2,000
points of Skaven, 2,000 points of Ores &
Goblins and 1,000 points of Ogres will he on
one side. On the other side there will he an
unlikely alliance of 2,500 points of Tomh Kings
and 2,500 points of Wood Elves.

Not all armies make natural allies - the
Warhammer world’s history of blood and battle
(to say nothing of deep-held grudges,
rampaging nihilists and incompatible
worldviews) ensures that some army
combinations will make for stronger alliances
than others. To work out how harmonious an
alliance between two or more different armies is
likely to be, we first need to discuss the
alignment of the Warhammer world’s armies —
the age-old division between Order and
Destruction.

THE FORCES OF ORDER

The armies of the Forces of Order are
considered to have the same broad goals as one
another (though the details may be different).
Fssentially, they are builders, not destroyers.
The Forees of Order want prosperity and peace
for their peoples, to build (or rebuild) their

realms. [t should be borne in mind, however,
that ‘peace’ is a relative term. ‘The Forces of
Order are not z united front, and sperd much of
their time pursuing border wars and settling
matters of diplomatic insult with one another as
they do battling the Forces of Destruction.
Nonetheless, when dire times are loose upon the
world, the Forces of Order inevitably st aside
their differences to fend off the larger threat,

The Forces of Order are: the High Elves,
the Dwarfs, the Wood Elves, the

Empire, Bretonnia and the Lizardmen.




THE FORCES OF DESTRUCTION

The Forces of Destruction seek only to topple

civilisation, to shatter the shining citivs of the
High Elves, burn the towns of the Fmpire und
despoil the Dwarf holds. Where the Forces of
Destruction march, they leave only carnage and
sorrow in their wake. This should not be taken
o mean that the Forces of Destruction are any
more a unified alliznce than the Forces of Order.

They are just as likely to battle amongst
themselves as with a common foe, whether in
appeasement of un unholy ged, to further some
despicable scheme or simply because their
hailing blood tusts [or constant battle,

The Forces of Destruction are: the Skaven,
the Warriors of Chaos, the Beastmen,
the Daemons of Chaos, the Dark Elves,
the Vampire Counts and the

Ores & Goblins.

TRUSTED ALLIES

NON-ALIGNED FORCES

All the realms and races we have discussed so
far have been fairly easy to categorise.
Politicking and backstabbing aside, vach race
presents a united front — their armies march
either in civilisation’s defence or to its
destruction. There are, however, a handful of
races whose alignment is not so easily judged.
Qgres, for example, are famous (or perhaps
notorious) sell-swords and mercenartes, happy to
fight for any master provided that the gold and
grub keeps flowing in equal measure.
Elsewhere, the Tomb Kings are less a united
race than a series of ancient kingdoms, each
acting to the dictats of its ruler. Such armies can
march to war in service to the goals of either
Order or Destruction.

The Non-aligned Forces are: the Ogre
Kingdoms and the Tomb Kings.

1nits from different armtes, but which share the
same alignment (i.e. either Order or Destruction
- non=tligned vnits are always treated as being
suspicious allics, as detailed later) are considered
to be ‘trusted” allies when they fight in an alliance.
They are hattling towards the same goal (or one
so simiksr as makes no difference) and this
common cause 15 likely reinforced by centuries-
old oaths and the weight of a shared history.

Tiusted Allies units are treated as ‘fendly units’
from all points of view. However, if a rule only
affects a specific race, it will not affect friendly
units of another race.

This means that, to give some examples, Trusted
Allies units:

- Can ase an allicd General’s Inspiving Presence
special rule,

- Can be joined by allied characters.

- Cause Pauic tests in allics when they are
destroyed, flee through aflics, and so on.

- Are connted as being frivadly” units from the
point of viewo of targeting spells, abilities and so
on. Loy They can be tavgeted by angment spells,
buit wot frex, divect damage or magic wissile
spetls, and su o,

Bound by Blood
Trusted allies can use an allied battle standard’s
Hold Your Ground! special rule, but only if they
are from the same race/realm as the allied battle
standard (in other words, chosen from the same
Armies book). For example, a Dwarf unit could
not use an allied High Elf army’s battle
standard, but could use an allied Dwarf army’s
battle standard.

If the alliance contains only Trusted or
Suspicious Allies, power and dispel dice
generated by the Winds of Magic can be
split between the allied armies as the
controlling players wish, but this must be
done before any spellcasting is attempted.

MAGIC T

Dice generated by channeliing must only be
used by the channelling Wizard’s army, as

* must any dice generated by magic items, |
} special abilities and so on. |

‘But in my Army Book
it Says...”

Adliances Drvariably trigger
ratles guestions, mostly to do
with e the rafes ffom wie
aruy dteriel with those of
anither atlivd aroy. Vith s
mamy special vules ol theve, it's
impossible to caver every kind of
nssidle fiterastion — saretinges
o will et fave to agree a
sulution wwith yonr opponcni(s)
aied kecp the game floving The
itebelines wrven fn Wiis section
are just that: a guide, If they
o't quite fit the circumstances
Hiert havve papped np in your
geome, thew by all wmeans find
anuther sy,

Gublin Wolf Rider

ALLEED ARMIES




SUSPICIOUS ALLIES

Units from the non-aligned forces are always
considered to be suspicious allies — ane can
never entirely vely upon them. That’s not to say
cither party necessarily has any reason not to
trust the other — they just can’t quite bring
themselves to do so. This is true even in an
alliance between two such armies — it's quite
easy to imagine two "Tomb Kings uniting to
fight against an invader, with each never quite
taking his eye off of the other even in the midst
of battle.

DESPERATE ALLIES

Suspicious Allies work exactly like Trusted
Allies, except that they:

- Cannot nse an allicd General’s nipiring
Presance special rule,

- Cannot use an allied battle standard’s Heold Your
Ground! special rule.

- Characters cannot join units of Suspicions Alljes,

Order and Destruction only find common cause
in the most desperate of circumstances. Units
from the Forces of Order always treat units from
the Forces of Destruction as being desperate
allies, and vice versa.

Units in your army treat desperate alties as
enemy units that cannot be charged, shot or
targeted with spells. The only time that
desperate allies count as frieadly is if a spell or
other effect causes damage to friendly units.

In this case the desperate allies will be damaged
as well, just [ike friendly units would.

MAGIC

If the alliance contains one or more desperate
allies, the power and dispel dice generated by
the Winds of Magic must be split as equally
as possible between the various allied armies.
If the dice cannot be split equally, roil off to
allocate any spare dice. Dice generated by
channelling must only be used by the
channelling Wizard’s army, as must any dice
generated by magic items, special abilities
and so on. Note that Wizards are not
permitted to dispel an enemy spell that
targets only desperate allies.

FRAGILE ALLIANCES

This means that, for example, desperate allies
units:

~ Cannot use an allied General’s [ nspiring
Presence special rude.

- Cannot use an allied battle standard’s Hold Your
Ground! special rule.

- Cannot be joined by allied characters.

- Have 10 take Dangerous Trvain tests when
Fesing through allies.

- Are not counted as ‘friendly’ units from the Aoint
of view of targeting spells.

- Do not canse Panic tests in allies,

Some races, specifically Skaven and Dark Elves,
are so untrustworthy that not even their own kin
can trust them for long, Worse, their
manipulative presence tends to sour relations
between other allied parties. An alliance that
includes Skaven or Dark Elves is automatically
a fragile alliance,

All relations in a fragile alliance start out
normeally, according to the various alignments,
However, each player in a fragile alijance must
roll 2 D6 at the start of his turn - on a roll of 1.
3, alt of that player’s alliances immediately
become one step worse for the rest of the game
(unless they're already desperate allies},




GRAND ALLIANCE | D

The allics rules can be used for barttles of all A grand alliance usces all the normal ally rules

: scales, from skirmishes of a few hundred points presented earlier in this section. In addition,

. to slaughters many thousands of points in size, each side nominates one of their Generals to be
To help lend a suitably epic scale to these larger their supreme commander — the head honcho by

3 games, any alhance that contains at Jeast three whose will the assembled warriors fight and die

: armies, each of at least 2,000 points or more, is upon the field of combat. Such is the supreme

| considered to be a grand alliance under the commander’s force of personality and voice of

g shrewd command of a particularly chadismatic or ~ command, his Inspiring Presence range is
mighty hero. doubled for the course of the battle!

A -
v W
ALIGNMENT SUMMARY 5
)
€
Forees of Order Forees of Destruction Non- ahgned Forees y
Fligh Filves Warriors of Chaos Ogre Kingdoms §
Dwarts Beastmen Tomb Kings
Wood Ilves Daemons of Chaos
Fpire Vampire Counts
Bretonnia Orcs & Gobiins
Lizardmen Dark Elves L
Skaven l

A\
@_ﬂ ~ n@lﬂg
o ~ ' Trusted | Suspicious | Desperate )

Can use allied General’s Inspiring Presence Yes No No

Can use allied battle standard’s Hold Your Ground * No No
Can be joinuc;_;y allied Characters Yes No
‘ Cause Panic tcsts—in alfies Yes Tes
, | Are treated as friendly units for the purposes of spells | Yes Yes
3 } Have 1o take Daugu-ous-knam tests when . No No

ﬂecmg through alljes

: (( Can usc allied battle standard if the same race l Yes No

* Only if they are chosen from the same Armies book. Ogre Mancater

ALLIED ARMIES
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One of the great things about
Windansmer is that there are lois
of different ways io fight a battle.
Unlike games like chess or
rlieckers, where there is only one
wey fo play, with Warkammer
the picees you will wse and the
Intilefield over whick yon will

Fuht il be dliffirent in every

. As yoi play more ganes,
vou're dikely to womns to
eperimens with differem
deplovients, army sizes and even
addid speciad rafes — the possibilities
reafly are eondless. Ultimaiety,
oy imagineiion Is e mily limird

So you’ve read the rules, assembled vour glorious army and are even now champing
at the bit to unleash a smiting upon your opponent! That being the case, it’s time to

set up and play a Warhammer battle.

Two armies, met by chance or purpose, must
now battle for supremacy! Who knows what
grim deeds have brought them to this bloody
ground? Whether they fight for glory,
vengeance, justice or the act of slaughter itself
matters not. When the sun rises the carnage will
begin, and only the elimination of the foe or the
fall of night will bring it to an end.

Of course, not all battles are the same — quite
the opposite in fact — so we vary certain details,
such as deployment and how the winner is
determined. Doing this allows us to reflect the
particalar sitwation of the clash — classic
battlelines, a fight in a mountain pass, the
defence of a watchtower, and so on — creating a
‘scenario’ for the game.




The scenarios given on the Following fuw puges
represent pitched battles, where the wrmies ure
al roughly the same size and the situation

wives neither side o porticular advantage. They
are vach designed o give hoth sides an equal
chanee of winning, and have few, if any, scenario

special rules.

Ihere are two ways that you can choose which
pitched hattle to use. The first is to pick
randomly, hy relling on the Pitched Battle table

shown helow.

D6  Pitched Battle o
b Battieline (page 144)
|
. 2 Dawn Attack (page 145
3 Battle for the Pass (page 146)
4 Blood and Glory {page 148)
5  Meeting Engagement (page 149)
6 The Watchtower (page 150)

"The second mcthed 1s to discuss the matter with
your opponent and agree which battle you hoth
want to fight. This gives the maximum amount
of choice and ensures that you dor'tend upin a
scenario that neither of you wants to play.

Each pitched battle contains the information you
need to get set up and playing, broken down
into the following categories: The Armies {this
will normally be two armies of equal points
value, chosen using the system on page 132),
The Battlefield, Deployment, First
Turn, Game Length, Vietory Conditions
and Scenario Special Rules. This format
governs all Warhammer scenarios - not just the
ones found in this volume.

r———




Impromptu Terrain

Dair’t wworry abomr using stevd-in
Propsas icrrain when yo're
Letiing staried, Wi've afl wsed o
o bux o oo a5 & ratiied castiy,
o1 books and bedslieets tu reprvsons

THE BATTLEFIELD

With your armies selected, the next thing
you will need to do is to set up a suitable
battlefield using the wargames terrain in
your collection.

hifls, The fmpovtans thing is 1o get

ety of tervain on the tabile —
Waarhammer hrevitably plavs
better the more elements of tervain
e have to battle puer:

Place at least D6+4 pieces of terrain upon the
battletield, choosing the pieces from your terrain
vollection (selecting whick of the rules on pages
116-131 you will use to represent each piece).

Alternatively make at least D6+ 4 rolls on the
Random Terrain Chart to determine what kind
of terrain your army will fight over,

RANDOM TERRAIN CHART
6 Resuli N 20§ | Result e
2 Settlement of Order 7  Mysterious Forest
) 23 huildings, D3 sets of
obstacles, plus one roll on the 8  Obstacles
Steadtast Sanctum part of the Three 6" sections of one of
Random Terrain chart. the following obstacles —
b roll a Dé:
3 Steadfast Sanctum 1 - Fence
Roll u further Dé6: "2 - Wall
! = Grail Chapel 3 — Blazing Barricade
; 2~ Acropulis of Heroes 4 — Blessed Bulwark
3 - Wizard’s Tower § — Ghost Fence
+ - Sigmarite Shrine 6 — Roll again
5 — Lilven Waystone
: 6 — Dwarf Brewhouse 9 Mysterious River
4 Sinister Structure 10  Magical Mystery
Rol! a further Dé: Roll 2 further Dé:
1 — Altar of Khaine I — Sinister Statue
2 — Charnel Pit .2 — Arcane Ruins
3 - Bane Stone 3 — Nehekharan Sphynx
4 — Haunted Mansion i 4 — Sorcerous Portal
5~ Idol of Gork § — Wyrding Well
6 — Tower of Blood 6 — Magic Circle
5 Ll 11 { Marsh
Rall a further De6: . Roll a further D3;
I, 2 or 3 - ‘Ordipary’ Hill 1 — Earthblood Mere
4 — Temple of Skulls 2 — Khermrian Quicksand
bt 5 — Seree Slope 3 — Mist-wreathed Swamp
d 6 — Anvil of Yaul I
5 12 ! Encampment of
6 Building Destruction
A watchtower, mansion or i D3 buildings, D3 sets of
other similar ‘ordinary’ obstacles, plus one roll on
building, the Sinister Structure part
of the chart.

ENCHTING A WARHAMMER BATTLE

P —
Lo W

Onee you've determined the picees of terrain
vour game will use, rol} off with your opponer
Starting with the player who scored the highes
the players then alternate placing terrain piece:
(or group of terrain picces) until all the terrair
has been placed on the battleficld,

Note that the Watchtower scenario specifies the
first piece of terrain that should be placed. I ye
roll this scenario and do not have & watchtower
hand, you'll need to use a different huilding or
roll again for a different pitched battle.

DEPLOYMENT

With the armies chosen and the terrain sof
up, it’s now time to deploy. Typically, a
pitched battle will have two deployment
zones marked out on map, as well as
instruetions governing how the forces shou
be deployed. Before you deploy any of yow
Wizards, remember to generate their spedle
as described in the Reference section.

ALTERNATING UNITS

Where a battle calls upon you to alternate
deployment of units, roll off to see who sats up
the first unit, and then take it in turns to deplo
a single unit in your deployment area. All an
army’s war machines are set up at the same tim
(taking just one of the player’s ‘turns”} but can
be placed at separate locations in their
deployment zone. All characters must be
deployed last, again taking up just one turn, bu
may be set up in separate locations or units in
their deployment zone. When using this metho
the players roll off to see who gets the first turn
but the player that finished deploying his army
first is allowed to add ++1 to his dice roil.

RESERVES

Some battles call far units to enter play as
reserves. These units use the rules for

reinforcements given on page 27. The following
additional caveats also apply:

* Units that are not normally zllowed to move
{certain altars or war machines spring to
mind) are placed touching the tahle edge.

* Characters can choose to either enter the barth
on their own or as part of a unit they are
allowed to join. If the battle uses dice to
determine when and where reserves enter, stat
if the character Is joining a unit before making
any rolls. If so, make a single roll for bot),




FIRST TURN

To tind out which playver takes the first turn,
follow the instruetions in the scenario.
Different battles use different methods to
determine which player takes the first turn.
Some instruet you to roll off with vour
opponent, others depend on which player
set up first.

GAME LENGTH

Most pitched battles ren for six game turns, at
the end of which the winner of the battle is
determined using the Vietory Conditions.
Some scenarios use alternate methods to
determine the game length — where this is the
case it will be clearly outlined in the scenario.

I'should go without saying that if one player
concedes the battle, the game ends and victory
goes to his opponent. At this point the only
gentlemanly thing to do is offer him a rematch!

VICTORY CONDITIONS

Each seenario has its own Victory Conditions
by which players can judge who has won.

VICTORY POINTS

Muny pitched battles use victory points as
convenient shorthand for caleulating the winner
of u battle. In order to win you must either wipe
the opposing army out completely, or score at
least twice as many victory points as your
opponent — any other result is a draw.

Victory points are, first and foremost, awarded
for destroying enemy units, but other pivotal
actions, such as slaying the enemy General, or
capturing their standards are also assigned
victory point values, to represent their effect on
the battle’s outcome. Essentially, anything that
enheartens your army or demoralises your
opponent’s curs is worth victory points. At the
end of the game, you are awarded victory points
for the following achievements:

Dead or Fled

Iach enemy unit that has been destroyed or has
fled the table is worth a number of victory points
equal to the number of points i cost to include
the unit in the army:

For example, a unit that cost yonr apponent 351

points to field wonld be worth 351 victory points to
ou. This means you earn move points for destiaying
Fowerful units then you do_for weaker ones.

The King is Dead

If the enemy General is sfain or has fed the
table, you score an additional 100 victory points.

For example, a General that cost your apponent 234
points 15 worth a total of 334 wictory peints ta you if
Ae 15 dead or fled (234 victory points for his points
cost, and 100 for being the enemy General).

Seized Standards

You score an additional 25 victory points for
every enemy standard bearer that was removed
due to the Last Stand rule (see page 94), or was
slain 1n close combat (remember this can only
happen once the rest of his unit, except the
champion, are dead). If the enemy Battle
Standard Bearer is slain under these
circumstances, his death instead scores an
additional 100 victory points.

For example, a Battle Standard Bearer that cost your
opponent 95 points is worth a total of 195 victory
points 1o you wnder these civcumstances (95 victory
points for his points cost, and 100 for being the enemy
Battle Standard Rearer). Note that if a standard
bearer of any kind is killed by a shooting attack, spell
or anything else outside of close combet, these extra
viclory points arve not scoved (the enemyy is assumed 1o

whisk their prized banner away before your troops
can get ahold of i)

Underdog Challenge

If one of your unit champions slays 2n enemy
character in 2 challenge, you score an additional
50 victory peints in recognition of his deeds.

For example, if one of your champions slays an enemy
character worth 92 victory potnts, you score 142
victory points (92 for the character’s points cost and
50 for the Underdog Challenge).

SCENARIO SPECIAL RULES

Some scenarios use unique special rules that
confer extra abilities, restrictions or effects
onto your games. We group all such
elements inte the Scenario Special Rules
section, where they can be fully explained,

FIGHTING A WARHAMMER BATTLE z

Building a Better
Battlefield

Wehile yiie can just glonk yorr
ehusen Lerrasn picces diwou when
el np the baitleficld, 1o gei the
most out af your game you'lf necd to
emplay a liitle wous. A batthofild
fooks (and plays) better if yonr
ferrati is spread win Jaivly cvenly -
nat ondy does this matke the gane
Mare exeitnng, bt it does a el
better job of recreating @ ‘reafisic’
setiing, Siwilardy, you might <onni
0 prowep similar tervail pieces
tugether o crvate a narrative for
Yot battffield, [ yon’ve several
butitelings and <walls, wiry not plare
the builefings ar a sinall vilfage and
atse e soalls 1o define te edyes of
ransdoays o field baundaries? Or
perkaps arvange your hilfs iy el a
way that yunr arnies will be
Sighting across w valley or monniasn
pass? Al of the batileficlds in this
book havve been set wp oith such a
narvative i mind, bul these are by
70 means the only options, The
passibilities are endless. ..

E
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A Timeless Classic

The Basicfine iv a
seragghiforonrd wargaming
steindard, wid, deing the simplese
optzon, i a govd riwice for

et first few games. It can be
avgned that all other scenarios

wre o modificd version of this
kind of battle.

BATTLELINE

In the Warhammer world, disputes are settled upon the bloody field of battle. An
abortive raid by an unruly warlord, a dispute over a piece of territory, or any
number of a perceived slights can lead to two nations going to war. The conflict will
be settled in a battle between the rival armies, with the spoils going to the victor,

and death and dishonour to the loser.

THE ARMIES

Each player chooses his force using the army list

from a Warhammer Armies book, o 2n equal
points value agreed before the game.

THE BATTLEFIELD

Set up terrain as described on page 142

DEPLOYMENT

Roll off to see which player picks the half of the
table they will deploy in. The opponent will
deploy in the other half.

Players then take it in turn to place units on the
table, using the alternating units method of
deployment described on page 142. Units may
be placed anywhere in their deployment zone
that is more than 12" from the centee line.

FIRST TURN

Roll off after deployment to see which player
takes the first turn. The player that finished
deploying his army first adds +1 to his roll.

GAME LENGTH

The battle will last for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first.

VICTORY CONDITIONS

Use victory poiats to determine the winner of
the battle, as described on page 143.

SCENARIO SPECIAL RULES

None.

Fitched Battle Maps
Ve maps throughour
this chapler mark out
deplayinent areas but do
not sl any batelefield
ferram, However,
rementher that yage sust
sel wp al least DG4
picees of terrain

(see page 142), aud the
mare the bette:

e - - J—

12"

12"

Side A Dcploymtnt Zone

Side B Dcploymcnt Zone

Placing Terrain
Creating a mintature
bautlefreld to fight sver
can be a thoroughly
enteriaming business, The
best battlefields presens an
evocaiive landseape and
@ host of tactical
challenges for the
commanders to nse fo
their bust adventage.




DAWN ATTACK

When two armies first encounter each other they will usually make camp and wait
until the next day before taling to the field of battle. As the first rays of light sweep
the horizon the two sides will mareh forth, advancing through the gloom towards
the battle positions their generals have decided upon. Sometimes units will become
confused and lost, forcing their commander to modify his plan of batde,

THE ARMIES

Fach player chooses his force using the army list
from a Warhummer Armies beok, to an equal
points value agreed before the game,

THE BATTLEFIELD

Set up terrain as described on page 142,

DEPLOYMENT

Roll off to sce which player picks the half of the
tble they will deploy in. The opponent witl deploy
in (he other half.

T'he player that won the roll off must deploy his
entire army first. Before deploying each unit, roll
a dice and reler to the Deployment table to see
where the unit must deploy — this represents them
progeily making their way to the battlefield in the
curkness just before dawn breaks. Units with the
Scouts special rule do not roll on the table, and
deploy using their own special rules after normal
deployment is comptete. Characters may either
deploy on their own, rolling on the table like any
other unit, or deploy as part of a unit they are
abowed 1o join (state that the character will join
the unit hefore rolling to see where the unit and
character will deploy).

Ohnce the first player has deployed, his opponent
must do likewise, rolling for each unit as
described above.

FIRST TURN

After deployment, the player that set up second
rolls a dice. On a roll of 6 he can choose who
has the first turn. On 2 roll of 1-5 the player that
set up first chooses who has the first turn.

GAME LENGTH

The battle will last for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first,

VICTORY CONDITIONS

Use victory points to determine the winner of
the battle, as described on page 143.

SCENARIO SPECIAL RULES

None.

Wood Elf Highborn

Deployment Table
Iy Left Flank. The
entire unit must be
phced in the player’s
hall, more than 12" from
e centre line, and
within 18" of the narrow

Side A
Right Flank

-

18"

playver’s left,

2: Right Flank, The
entire unit must be

Placed in the player’s
hall, more than 12" from
the centre line, and
within 18" of the narrow
fable edge on the
players sight.

!
[
'k table edge on the
l
é

18"
>
Side B
Left Flank

Side A
Side A Centre Lcit cFiank
. o _
' 18"
12”
12"
X 18"
Side B Centre Side B

Right Flank |

K o

3-5: Centre. The entire ’
unit must be placed in the
piayer’s half, more than
12" from the centre line,
and more than 18" from
either narrow table edge.

6: Choose. The entire
unit must be placed in
the player’s half|
anywhere more than 12"
from the centre linc.
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Chesen of Chaos

BATTLE FOR THE PASS

Many of the kingdoms of the Warhammer world are separated by towering mountain
ranges that can only be crossed at the oceasional mountain pass. These narrow
defiles are of vital strategic importance, and present a defender with the perfect

location to confront an invading army.

THE ARMIES

Fach player chooses his force using the army
hist from a Werhammer Armies book, to an
equal points value agreed before the game.

THE BATTLEFIELD

Set up terrain as described on page 142. It's
worth keeping in mind when setting up the
terrzin that the battle will be fought down the
length of the table, in a narrow pass with

impassable mountains just off each of the long
table edges.

DEPLOYMENT

Roll off to see which player picks the half
of the table they want to deploy in. The
opponent deploys in the other half. Note
that in this pitched battle the game is fought
down the length of the table rather than

across its width, as shown on the deployment
map below.

Units may be placed anywhere in their half
that is more than 12" from the centre line.

Players take it in turn to place units on the
table, using the alternating unit method of
deployment described on page 142.

FIRST TURN

Roll off after deployment to see which player
receives the first turn. The player that Anished
deploying his army first adds +1 to his roll.

GAME LENGTH

The battle will last for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first.

VICTORY CONDITIONS

Use victory points to determine the winner of
the battle, as described on page 143.

SCENARIO SPECIAL RULES

Bottleneck

The battle is being fought in a narrow pass
enclosed by high cliffs. Because of this, the
long table edges count as impassable terrzin.
Following the normal rules, fleeing units can
force a way through the impassable terrain
and disappear from the table (or die trying!).
Other units (including reinforcements) My
not enter or leave via a long table edge unless
they are Ethereal or a Flyer. This meuns that
pursuing or overrunaing units, other than
Ethereals and Flyers, must stop 1" away from
the long table edges. ’

Do I Need a
Mountain Pass?

Onr map shotws a vagne
hint of the mountain pass
alonyg the Jong tabls edges,
howoser; it s by mo
INCANS NECOSSArY fo
actually place the cfiff
Jaces ou the bartlefield —
the table’s edge <0ill serve
Just as nicefy.

! Sldc A | ]
——--_Dcploymcn‘rn—!: 12 r—!:

ont

12“

Side B ‘
>~ —Deployment -—

Zone







Skeleton Standard Bearer

BLOOD AND GLORY

The battles fought in the Warhammer world are bloody affairs. Eventually, worn
down by destruction, one of the battlelines will break and flee, leaving their

opponents in control of the field.

THE ARMIES

I"ich player chooses his force using the army
list from a Warhammer Armies book, to an
equal points value agreed before the game.

THE BATTLEFIELD

Set up terrain as described on page 142.

DEPLOYMENT

Roll off to see which player chooses the half of
the table they will deploy in. The opponent
will deploy in the other half. Players then take
itin turns to place units on the table, using
the alternating units method of deployment
described on page $42,

Units may be placed anywhere in their haif of
the table that is more than 9" from the centre
line, and more than 9" away from either
narrow table edge.

FIRST TURN

Roll off after deployment to see which player
receives the first turn. The player that finished
deploying his army first adds +1 to his roll.

GAME LENGTH

The game ends at the end of the 6th game
turn or as soon zs an army breaks. An army

immediately breaks when its Fortitude is equal
to or less than its Breaking Point {sce helow),

VICTORY CONDITIONS

The first army to break the enemy wins the
battle (see above). If neither army hus hroken
by the end of the game, or if both were 1o
break simultaneously, use victory puints to
determine the winner (see page 143).

SCENARIO SPECIAL RULES

Breaking Point: An army’s breaking point
is equal to one for every thousand points in
the army, rounding any fractions up. So, an
army of up to 1,000 points has a breaking
point of one, an army worth 1,001 to 2,000
points has a breaking point of two, etc.

Fortitude: Any army’s fortitude is equal to
the current number of standards in the army
(including the battle standard), plus two for
the General. Fleeing units and units that are
only temporarily off-tabie still count.

For example, a 2,000 point army (breaking point
2) has three unit standards, a battle standard, aud
a General, giving 1t a starting fortitude of six
(3-+1+2=06). It would break as soon as its
Jortitude was reduced to two.

Table Size

Generally our maps are
presented asa 6" by &
playing surface. However,
#f you keep the basic
frraportions, these maps
rih accommodaie any
tnble size. Note that the
distance armics start
apart from rack other
shanlel ventain the same.

9!!

Side A Dcploymcnt Zone

Side B Dcploymcnt Zone

Minimum Standards
The Sudden death’
iciory conditions wsed in
this scenario mean that
it’s fmporiant to have
engugh standards in an
army to stop it breaking
immediately as the gane
starts, For example, fn o
2,000 point battle you
will need the general and
at least one steidurdd 1o

- avotd instently hreaking

9”

9II
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THE ARMIES

Vach plaver chooses his force nsing the army
st [rom a Warhommer Armies book, to an
cqual points value agreed before the game.

THE BATTLEFIELD

Selup terrain as described on page 142.

DEPLOYMENT

In this scenario the table is divided into two
halves From corner to corner, as shown on the
deployment map. The players roll off and the
winner chaoses the two opposite corners to
Iw used and which half of the table each
player will deploy in.

I'he player that won the roll-off must deploy
ilicir entire army first. Before deploying the
army, roll a dice for each separate unit,
including each individual character.and war
maching, On a roll of 1 the unit must be held
lack us reserves {see the special rules for
Reserves on the right). After all units have
heen rolled Tor, those that are sof reserves can
be deployed in their side’s deployment zone,
anywhere that is more than 6" away from the

IEETING ENGAGEMENT

it is not uncommon for two armies (0 come across each other and immediately
deploy straight from column of march. More often than not, the fighting starts
while clements of the army are still marching towards the battlefield. In such a
battle there is little time for careful consideration or planning.

Once the first player had deployed, his
opponent does likewise, in exactly the same
manner.

FIRST TURN

After deployment, the player that set up second
rolls a dice. On 2 roll of 6 they can choose who
has the first turn. On a roll of 1.5 the player that
set up first chooses who has the first turn.

GAME LENGTH

The battle will last for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first.

VICTORY CONDITIONS

Use victory points to determine the winner of
the battle, as described on page 143.

SCENARIO SPECIAL RULES

Reserves

Reserves are not deployed at the start of the
battle. Instead they can enter play on any turn
of their piayer's chocsing, using the
reinforcements rules described on page 27.
They may enter at any point on the long table

that might e held back as
eI - o fitctor that
{ e i oven Hie best ladd
) Al N overenme sudden
atel piespeeied eoents 15 o

Ll slonfel o
appeienl aryive disjorsted,
weill your press vour
defvantage or pley more
eaitinsiy?

trae test of one's
generatship, O the other
\

Side A Deployment Zone

ventre line, edge of their deployment zone. Skavenslave
|
Random Factor Who is the Best
| Feis seenario s a o General?
\ randuur clesient — jnits There is endless debate

about how to best decide
who is the betier tabletop
tactician. Playing o ‘best
of* sertes of three ar move
games gives more evidence
than a single match-up.
An intevesting option is
swapping sides and
refighting the same batile
with your foe'’s ariny.

o
"

Side B Dcploymcnt Zone
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The characteristics given in the following lists allow you to start playing sames of
Warhammer straight away with your collection of Citadel miniatures. Once you
have chosen which army you would like to collect, the next step is normally to buy

the appropriate Armies book.

The Warhammer Armies books provide you TI‘OOP T}’PCS kcy

with the points value of each of the models,

allowing you to plan and build your army to a In = Infantry

specific total points value. The points values are WB = War Beast

not given here, as they reflect many special rules Ca = Cavalry

that apply to each model but have not been MI = Monstrous Infantry
included here for the sake of simplicity. MB = Monstrous Beast

MC = Monstrous Cavalry
To decide what weapons and armour each model Mo = Monster
has, take a look at the miniature and agree with Ch = Chariot
your apponent what each model is equipped Sw = Swarms
with. Note that profiles have not been included Un = Unique
for champion models. WM = War Machine

.
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EMPIRE
M WS BS 8 T w | A L Tpe MOWSHS S T W 1 A Type
Arch Lector 40403 4 43 4 o1 9, Knight + 04 3 3 3 13 18
Archer + 03 03 3 031 0 3 07 In - Warhoese £ 3 0 3 3 0 31 1 3 -
Balthasar Gelt #0303 3 43 31 8 Iy Kurt Helbarg €7 3 4 43 6 49
Battle Wizard 303 03 03 02 3 % 7 In - Warhorse 3.3 0 3 3 1 3 -
Captain 405 5 4 4 2 5 1 8% In !:'al;:ﬁ:‘::'ﬁ?hulm eSS 442 s 3 s
L: m“h”“'“.m n . # 3 S N In -‘-\-\’n |'|1c>1"su B3 0 3 3 7 3 1 3 -
U I S T I NET I A A I T A SO
ST - - Warhorse 8 3 0 3 3 1 3 1 3 -
l:l'.'.gu!f:mi . N L Master Engineer 403 4 3 3 2 I 07 I
lree Company Fighter 4 3 3 03 3 1 3 | 7 In Mortar - - - T wM
Gt:nul";sl of the 1085 35 4 4 3 5 3 In - Crewman 4 3 3 3 31 1 3 1 3
Empire _ ) Outritler N S T R S T R SR
Graud Master 4 SO T S B S B - Warhorse 8 31 0 3 3 1 3 1 5 -
- Warhorse 83 0 3 3 1 3 1 5 - Pistolier 4 3 3 3 3 1 3 1 9 Ca
Grand Theogonist 4 5 3 ¢ 4 3 1 3 g In - Warharse 8 3 0 3 3 1 3 | g R
Grear Cansion A S % Spearman R T S O S I D T
- Crewman SR S L B B ) Steam Tank special - - 6§ & 10 - special - Up
Cireatswond + 4 3 32 3 1 3 1 %8 In - Engineer Cmdr. - - N T
Griflon b8 -5 5 4 s 47 M Swaordsman LA S B T A T
Flalberdier + 3 33 1 3 1 7 In The War Altar N T Ch
Handyrunner 4 3 R R T In - Warhorse g8 3 - 3 - - 3 ] 5.
Hefblaster Volley Gen - -« = 7 3 o _ WM Warrior Pricst L N I In
- Crewnun 333 31 3 o Wizard Lord 4 3 3 3 4 3 3 1 8 g
Dlelstorm R Baeewy < - . 0 7 1 o . W]
- Crewman LU S R L R -
Imperial Dragon 6 6 - & 6 6 3 3 Mo
Tmperial Pegasus. % 3 - 4 4 3 4 1 6 NIB
Knight ol the 44 3 4 3 1 1 1 8 Ca
Inner Clrcle
- Warhorse 8 3 0 3 3 1 3 1 3 -
HIGH ELVES
MWS B S T W 1 A ILd Tvpe M WSBS § T W I 4o Ld Tipe
Alith Anar L L L T Grilon B3 05 5 4 5 37 Mo
Archer 5 4 4 3 3 1 5 1 8§ In Korhil 5 6 4 31 2 7 3 9 In
Archmage 504 4 3 % 3 5 0 9 In Fion Chariot R
Bolt Thrower - - - - 7 3 - - - WM - Crew A ST S B -
- Crew 5 4 I3 1 5 1 3 - - Wi Lions 8 3 - 3 +2 - -
Caradryn So6 6 4 3 2 7 3 0y Mage 504 4 3 3 2 5 1 g In
Dragon Mage 5 4 4 3 3 2 6§ 2 8 In NMoon Dragon 6 6 0 6 6 6 3 5 8 Mo
DragonPrince 505 4 3 1 1 6 2 9 (a Noble 6 6 4 3 2 7 3 9 |
- Flven steed 9 3 0 3 3 0t o4 1 3 - Phaenix Guard 508 4 3% 3 1 6 1 w9 In
Fllyrian Reaver 54 4 3 3 1 5 1 8 C(Ca Prince 57 6 4 3 3 8 4 10 In
- Elven sreed g 03 31 4 5. Sen Grard CIE S 2 T T T S T B
Elrharion 5 8 6 4 3 3 8 4 m In Shadow Warrior 505 4 3 3 1 5 1 g In
- Smrm.\ving 66 b 5 5 5 7 4 8 Mo Spearman 504 4 31 3 1 5 g n
Grreat aple 205 0 4 4 3 4 2y MB Sitver Helm I B L T e
- Elven steed A N A -
Star Dragon 6 7T 0 7 6 7 2 6 9 Mo
Sun Dragon 65 00 5 6 5 1 4 7 M
Sword Master 56 4 3 3 1 5 3 g In
Teclis N e Y I T
Tiranoe Chariot - - - 5 4 4 - - _
- Crew - 4 3 - - 5 1 4 -
- Flven steed 2 3 - 3 - - &0 . -
“Trion S9 7 4 3 4 0 o4 10 M
- Malbandir i} 4 3 1 5 2 7 -
While Linn S5 4 4 3 1 s 1oy In

T
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|
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WS BS

-
="

_ A S T W 1 A Tope M WS BS S T W I 4 14 e
Branihwraith S 6 0 4 4 2 8 3 8 In Oricn 9 08 5 5 5 6§ 9 ¢ g M1
Diyad 54 0 ¢ 41 6 2 8 In - Hound T o4 0 4 3 1 a4 6 WB
Drycha 507 4 5 4 3 8 5 g In Spellsinger 4 4 3 3 13 3 1 8 iIn
5 Eternal Guard 53 4 3 31 1 5 1 9 i Spellweaver sS4 4 3 3 3 5 1 9
: Forest Dragon 6 6 0 6 6 6 3 5 8§ Mo Tiee Kin S 4 0 5 5 3 3 3 g M1
Glade Guard 5 4 4 3 3 1 5 1 3 In Treeman Ancient 5§ g g 6 6 2 5 9 Mo
. Glade Rider S 4 4 3 3 1 5 1 8 Treeman 55 0 6 6 6 2 35 g Ma
{ - Elven Steed 9 3 0 3 3 1 4 31 5 . Unicorn W s 0 4 4 3 5 2 g M
‘ Great Fagle 2 5 0 4 43 4 2 5§ MB Wardancer 56 4 3 3 1 6 1 3 I
: Great Stag 9 5 0 5 4 3 4 2 7 MB Warhawk Rider 54 4 3 3 2 5 1§ MO
| Highborn S 7 6 4 3 3 8 4 10 In - Warhawk 1 4 0 4 3 . 5 | ¢
Naestra 5 6 6 4 3 2 7 1 9 In Waywatcher F 4 5 3 3 1 5 4 8 In
j - Arahan 56 6 4 3 2 7 3 9 Iy Wild Rider §5 4 4 3 1 5 1 9 (g
Nobie 56 6 4 3 2 7 3 9 - Elven Steed g3 0 3 3 0 4 0 5
LIZARDMEN
M WSBS S T W I A Ld Tipe M WSBS S T W I A Ld Type
AncientStegadon 6 3 0 § & 5 1 3 6 Mo Saurus Oldblood 4 6 0 5 5 3 4 3 8 In
- Skink Crew 6 2 3 3 2 1 4 1 4 - Saurus Scar-Veteran 4 5 0 5 5 3 3 4 3 In
Barbed Ragordon 6 3 3 5 4 3 4 2 4 WB Saurus Warrior 4 3 0 4 4 1 1 9 8 In
-Skink Handler 6 2 3 3 2 4 1 6 - Skink 6 2 3 3 2 1 4 3 6 In
Carnosaur 70307 5 5 2 4 5 M Skink Chief 6 4 5 4 3 2 6 3 7 In
Chalax 4 5 0 5 5 2 3 4 8 In Skink Priest 6 2 3 3 2 2 4 1§ In
ChameleonSkink 6 2 4 3 2 1 4 1 6 In Skink Skirmisher 6 2 3 3 2 I 4 1 6§ 1In
ColdOneRider 4 4 0 4 4 1 2 2 g (a Slann Mage-Prisst 4 2 3 3 4 5 3 ;3 ¢ 1.
- Cold One 730 4 e 2y Stegadon 6 3 0 5 65 2 4 6 Mo
Gor-Rok 4505 5 2 3 4 g In - Skink Crew 6 2 3 3 2 1 4 1 g .
Jungle Swarm 53 0 2 2 5 1 5 10 Sw “Tehenhauin 6 4 4 ¢ 33 ¢ 3 g I
Krog:Gar 6 3 5 5 3 4 5 8§ In - Tdeof Serpents - 2 . 2 . . Ds . .
- Grymloy 7307 5 5 2 5 5 Mo Temple Guard 4 4 0 4 4 1 2 2 8 I
Kroigor 63 0 4 4 3 1 3 7 M TrmdonRider 6 2 3 3 3 3 4 1 ¢ MC
Lord Kroak 4 I 3 3 5 6 31 1 9 In - Terradon 2.3 0 4 3 1 2 3 3 N
Lord Mazdamundi 4 2 3 3 4 5 2 1 9 In Terradon 2.3 0 4 3 1 2 3 3 MB
- Zhanq 6 3 0 6 6 5 1 3 6 Mo Tetto'eko € 2 3 2 2 2 4 1 g In
Oxyotl 6 4 5 43 2 5 3 7 I Tiktag'to 6 4 5 4 3 2 6 3 3 MC
; Salamunder 6 3 3 5 4 3 4 3 4 W3 - Zwup 2 3 0 4 3 1 2 3 _
-Skink Handler 6 2 3 23 32 1 4 1 5 -
' OGRE KINGDOMS
M WS B S T W I a Ld  Type M WSB S T W 1 4 Ld  Tipe
Bruiser 6§ 5 3 5 5 4 3 4 g M Slavghtermaster 6 4 3 4 5 5 3 4 § Ml
Butcher 6 3 2 4 5 4 2 3 7 M Slavegiant 8§ 3 3 6 5 & 3specialld Mo
/ Gnoblar + 2 3 2 3 1 3 3 5 In Skrag 6 5 3 5 6 5 13 4 9 Ml
Gorger 6 3 0 54 2 4 8 M ‘Trapper 42 % 2 3 1 3 1 5 1
Greasus 6 25106 6 1 3 9 Mo Tyrant 6 6 4 5 5 5 4 5 9 M
Hunter 6 5 4 5 5 4 3 4 9 Ml Yhetee 7313 00 5 4 3 4 3 7 A
; - Sabretusk 8 4 0 4 4 2 4 3 4 WEB
i Irongut 6 3 2 4 4 3 2 3 3 M
Leadbelcher 6 3 3 4 4 3 2 3 7 M
| Mancuter 6 4 4 5 4 3 3 1+ 3 M
; Ogre Bull 6 3 2 4 4 3 2 3 7 M
E Scraplauncher - - - 5 5 5 . - . Ch
‘ -Gnoblar Scrappers = 2 - 2 - | 3 6 5 -
~ Rhingpx 6 3 - 5§ - - 2 3 . -

"
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DARK ELVES
M WS B 8 T W I A Ld T M WS BS § T W | A L ‘Tirpe

Assassin S 9 9 4 31 2 1003 10 In War Hydra 6 4 0 5 5 5 2 7 6 WMo
Black Ark Corsairs ' § 4 4 3 3 ( 5 | § In - Brastmaster 6 4 & 3 3 1 5 2 3 -
Black Dragon 6 6 0 6 6 6 3 § 8 Mo Kouran S5 4 3 3 1 6 3 9 I
Black Guard 5 5 4 3 3 1 6 2 9 In Eokhir Feltheart 506 6 4 3 2 7 3 9 Iy
Cauldron of § 4 4 3 3 1 6 2 8§ Un Malekith 5 8 6 5 4 3 8% 4 10 In
Blood (Hag) Malus Darkblade 5 6 5 4 3 2 7 3 9 Ca
Cold One Chariot - - . 3 + -« - - Ch - Spite . 703 00 4 4 1 1 2 “
- Charioteer - 544 - 6 1 9 - Manticore 6 5 0 5 5 4 5 4 5 Mo
- Cold One L L T Master 56 6 4 3 2 7 3 9 1
ColdOneXnighs 5 5 4+ 4 3 1 6 1 9 Ca Morath; 505 4 3 3 3 6 1 40 In
- Cold One A0 e 4213 - - Sulephet B 4 0 4 4 3 4 1 6 MB
Crone Helibron  § 7 6 4 3 3 9 4 10 1In Reaper Bolt Thrower -« - - 7 3 - _ . Wi
Crosshowman 5 4 % 3 3 1 5 1 38 In - Crew 504 4 3 3 1 i 8 _
Dask Pegusus 8 3 0 4 4 3 4 2 85 MB Shade 505 5 3 3 1 8 1 % In
Dark Rider 504 43 3 1 5 1 38 Ca Shaclowblade 6 10 10 4 3 2 0 3 40 In
- Dark Steed g3 0 3 3 1 45 Sorceress 504 4.3 3 2 5 1 8§ I
Death Hug 56 6 4 3 2 % 3 9 I Supreme Sorceress 5 4 4 3 3 3 5 1 5 Jn
Dreadlord 57 6 4+ 2 3 8 4 w1y “Tublaris of 5 5 4 4 3 1 5 3 g in
Har Ganeth 5 5 4 4 3 1 $ 1 8 In Har Ganeth

Fxceutioners Warrior S04 4 3 3 0 5 1§
Harpy 333 s 2 6 In Witch BIf 54 4 3 3 1 6 1 g |y

SKAVEN
M WS35 S T W I A LD Tipe M WS B 5 T W [ A LD TFrpe

Assagsin 6 6 5§ 4 4 2 8 3 7 In Rat Swarm 6 3 0 2 2 5 4 5 0 Sw
Bonchrenker 6 4 3 § 5 4 3 5 5 MB Screuming Bell - - - 5 6 6 - - - Un
Censer Bearer 503 3 3 41 3 2 5 In -RaOgreCrew - 3 - 5 . 4 -
Chieltin 505 4 4 4 2 6 3 6 Ia Skavensiave 522 3 3 1 4 1 2 In
Clanzt 503 03 03 3 01 4 1 5 1 Skweel Grawtooth 6 5 3 4 & 2 5 2 4 I
Deathmaster 6 8 6 4 4 2z 10 6 8§ in Stormvermin 5043 3 3 1 5 1 5 In
Snikch Thanquol 53 3 3 4 3 61 % In
Doomwheel W6 - - 6 6 5 - * _  Un - Boneripper 53t 5 5 3 1 4 o M
_ Crew - 3 3 2 - - 41367 - Throtthe Unclean 6 6 3 4 4 3 ¢ 4 7 In
Ginnt Rat 6 3 1 3 3 1 4 1 3 WB Treteh Craventait 5 5 4 4 4 2 ¢ 3 g In
- Puckmaster 6 3 3 3 3 1 4 1 5 In Vermin Lord E 8 4 6 5 5 10 5 B Mo
-Master Moulder 6§ 3 4 4 2 5 2 ¢ In War-litter L Y 1n
Great Pox Rat 6 3 3 4 4 1 5 2 2 WB Warlock Kngineer 5 3 3 3 3 2 4 | 35 |
Grey Seer 53 3 3% 4 3 5 1 7 In Warlord S 6 4 4 4+ 03 7 1 7 g
Gutter Runner 6 4 4 3 3 1 5§ | 7 In Warp Ltng. Cannon - -~ - - 6 4 . - _ WM
Hell Bt Abomination 3126 3 1 6 € 6 4 * 8§ Mo -Engincer & Crew 5 3 3 301 I 7 -
kit Claw 5 5 3 5 4 3 3 2 7 In Weapon Team 5 3 3 31 2 5 s
Jezzail Tewm $3 3 3 3 0 131 2 5 In

Lord Skrolk 5 6 4 4 5 3 6 4 7 In

Night Runner 6 3 3 3 3 1 5 1 6 In

Plgueclaw Catapult - - - . 6 & . . . wWm

- Plague Monk Craws 3 3 4 1 3 Dg 7 -
Plugue Furnace - - - 5 6 6 - - - Un
- Plague Monk Crew- 3 - 3 . . 3 5 . -
Plague Monk 53 3 3 4 1 3 1 5 In

Plague Priest f05 3 4 5 2 5 3 6 In
Poison W. Globadier 5 3 3 3 3 1 4 1 § In

Queck Headker 5 7 4 4 4 3 7 6 8§ In
Rat Ogre 6 3 I 5 4 31 4+ 3 5 M
- Packimaster 6 3 3 3 3 1 4+ 1 5 In
~Master Moulder 6 5 3 4 4 2 5 2 & Iy




 BEASTMEN | -
! L

M WS BS 5§ T W i A Ld Type MWSB S T W I A Li Tye 3
Beastlord 5 6 3 5 5 3 5 4 9 In Malagor 535 3 4 5 3 4 2 8 14 -
Bestigor 54 3 4 4 1 3 1 7 In Minotaur 6 4 3 5 4 3 3 3 7 M .
Bray-Shaman S 4 3 3 4 2 3 1 7 In Manneaw S S S S S SR S SR
Centigor 8 4 3 4 4 1 2 2 7 Ca - Umbralok 730 4 41 2 3 6 WB
ChaosSpawn  2D6 3 0 4 5 3 2D6+110 MB Mosghur 5 6 3 4 5 2 4 3 5 4
Chaos Warhound 7 ¢ 0 3 3 1 3 1 5 WB Raz_or gor Chariot - = . 5 5 _ § - - - Ch .
Cygor 7 2 1 6 5 5 3 5 8 Mo - Bestigor SR L SR R R B AR o
Doombull 6 6 3 6 5 5 5 5 3 M - Gor A T A -
- Razorgor 73 - 5 - - 2 3 . -
Ghorgon 7oA 06663 6 10 Mo Razorgor 7.3 0 5 5 3 2 4 6 MB
Ghorros 8 5 3 5 4 2 3 4 8 Ca .
. . Slugtongue F 4 3 3 4+ 2 3 1 7 1
Giaat 6 3 3 6 5 6 3speciall0 Mo
Tavrox 6 6 3 6 & 5 5 ¢ 8§ M
Gor o433 4l 37 In Tuskgor Chariet = - = 5 4 4 - - I Cu
Gorebull 6 5 3 5 5 4 4 4 7 M - Bestigor s34 . o3
Gorthor 5 7 3 5 5 3 5 5 0y In G :
- Gor - 4 3 3 -« - 3 1 7 -
- Bagrar - 4 3 4 - - 4 2 7 - - Tuskgor 703 - 1 - - 32, . )
Great Bray-Shaman 5 5 3 4 5 3 4+ 2 8 Ip Ungor S 303 3 3 ; 1 ¢ In
Harpy 5 3 0 3 3 1 5 2 & In U ; -
ngro S 4 4 4 2 1 2 7 I
Jabberslythe 8 4 4 5 35 5 3 5 9 No Wargor S 5 3 4 5 2 4 3 8 oI
Khazrak 5 7 1 5 5 3 5 4 9 In
ORCS AND GOBLINS
M WS BS § T W I & Ld Type M WS B § TW 1 A Ld Type
Azhog the Stwghterer £ 7 3 5 5 3 5 4 9 Iy GrimgorIronhide 4 8 1 § 5 3 5 7 ¢ Iy
- Skullmuncha 4 5 0 6 5 5 3 3 6 Mo Grom 4 5 3 4 4 3 4 4 8 Im
Black OrcBigBoss 4 6 3 4 5§ 2 3 3 8 In ~ Nibtit -3y -3 - - 201 . -
BlackOrcWarboss + 7 3 § 5 3 4 4 9 In Night Goblin 4 2 3 3 3 1 31 § In
Black Qrc 4 4 3 4 4 1 2 1 8 -In Night Goblin 04 3 4 4 2 4 3 5 In
Bear Boy £°3 3 3 41 2 1 7 Ca Big Boss
- Boar 7 3 D 3 4 1 3 1 13 - Night Goblin 4 2 3 3 4 3 3 1 ¢ In
Fanatic W6 - - 5 3 1 3 D6 i Un Great Shaman
Giant Wolf ¢ 3 0 3 3 1 3 I 3 WB NightGoblinShaman4 2 3 3 3 2 3 | 5 Iy
Giant 6 3 3 6 5 6 S3speciall0 Mo Night Goblin Warboss4 5 3 4 4 3 5 4 7 In
GiganticSpider 7 3 0 4 4 3 4 3 7 MB Orc #0333 41 21 7 In
: Goblin 4 2 3 3 3 1 2 1 6 In Ore Big *Un 44 3 4 41 2 1 7 In
GoblinBigBoss 4 4 3 4 4 2 3 3 7 In Ore Big Boss 4 5 3 4 5 2 3 3 8§ In
Goblin Doom - - - - 7 3 - . . WM Orc Boar Chariot - - - 5§ 5 4 _ . _ Ch
Diver Catapult - Ore -3 - 3 - - 2 1 7 .
- Goblin crew 4 2 3 3 3 1 2 1 6 - - Boar L R T T N
Goblin GréatShaman4 2 3 3 4 3 2 7 In OrcGreatShaman 4 3 3 4 5 3 2 | 3§ 1o
Goblin Rock Lobber - -~ - - 7 3 _ . _ wWM Orc Shaman 43 3 3 4 2 21 7 In
- Goblin crew 4 2 3 3 31 2 1 & - Orc Warboss 4 6 3 5 5 3 4 4 9 In
- Orc Bully 43 3 3 41 2 1 7 - Savage Ores Savage Orcs of all types have the same
Goblin Shaman 1 2 3 3 3 2 2 1 6 In profiles as the corresponding ‘normal Orc.
Goblin Spear Chucka - - - - 7 3 - . _ WM Skarsnik 4 5 3 4 4 6 5 4§ MB
~ Goblin crew 4 2 3 3 3 1 2 1 8 - - Gobbla - 5 - 6 - - & 4 . -
- Ore Buily 43 3 3 41 2 1 7 - Snatling base 4 2 0 2 2 3 3 3 4 Sw
Goblin Warboss 4753 4 4 3 4 4 8 In Snotfling Pump Wagon 2D6 - - 4 4 3 - . . ¢}
Goblin Wolf Chariot - - - 5 4 3 - . . (h - Snotling Crew -2 - 2 - - 3 31 4 -
- Goblin -2 33 - - 2 1 6§ - Spider Rider 4 2 3 3 3 1 2 1 & Ca
; GneWolfl 9 3 -3 - - 313 - - Giant Spider 73 003 3 1 4 1 2
 GoblinWolf Riders- 4.2 373 '3 I 2 1 6 Ca SquigHopper  3D6 4 0 5 3 | 3 =2 5 Ca )
=Gt Wolf. -9 "3 0 3 4. 3 13 Squig 4 4 0 5 3 1 3 2 3 WB e
\ Gorbad Irenclawy ¢ 7 3 5 5 3 5 4 10 Ca Trol 6 3 1 5 4 3 1 3 3 M h :__)
- Gnar O N Wyvern £5 06 5 5 33 6 Mo :
‘ GreatCaveSquig 3D6 4 0 5 4 3 3 3 3 MB ’”’ S
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DAEMON§_ OF CHAOS

M WS B § TW 1 A LD Lype M WS BS 5 T W In A LD Tepe
Buast of Nurple 63 0 4 5 4 1Datl 7 MB HerbdofNurgle 4 05 0 5 5 2 2 1 In
Blood Charior T . T S 1 1 Herald af Slaanesh 6 7 0 4 3 32 5 4+ 8 In
- Juggernaw L T | - Hembdof Tacentch &+ 3 4 3 3 2 1 2 4 |y
Burning Chariol - - - 4 4 - . - Ch Juggernaut T8 0 5 4 1 2 2 7 MB
- Scretmer L U S N | - Kuivos Maewesver 8 1 0 5 3 S0 09 Mo
Bloudiutier S Karanak 8 5 0 5 4 2 4 4 7 wn
Bloodthtrster S s 6 35 9 7 9 M KeeperofSecrets 10 9 6 4 6 5 p 6 9 Mo
The Blue Seritwes 3 0 3 3 3 2 3 7 Ca Kwgath Plaguefather4 ¢ 0 6 6§ 10 4 4 ¢ Mo
The Changeling A3 03 3 1 3 7 7 Ia Lord of Change § 6 4+ 6 6 5 6 5 4 Mo
Chaus Tary A T | S S O In The Masque o7 0 4 3 2 7 5 3 In
Dacmonetie o 5 0 3 3 1 5 2 7 Nurglings + 03 0 3 3 3% 3 7 Sw
Paemon Prince RH 0 s 5 47 5 8 Mo Falanquin 43 0 3 3 1 3 & 7 In
Dise of Treenich 3 0 3 3 1 4 1 7 WEB Pink Ilorrar 40 0 3 3 0 3 1 7 In
Fpidemius ¢ 5 0 4 6 2 3 3 R In Plaguebearer 4 3 0 4 4 1 1 1 7 tn
- Palaneyuin LA RS N R R A Seremer 3 03 3 1 417 WR
Flesd of Shanesh 10 4 0 4 & 3 6 4 7 MB Sceker Chariot - - - 5 4 4 - o - o0
Flamer L - T R N -Steedof Saanesh 10 3 - 3 - . 5 | 7
Flesh FHound B 5 0 5 4 2 4 2 7 WB Skarbrand MO0 6 6 S 078 v Mo
Great Unclesn One 6 4 0 6 6 10 4 408 My Skuiltaker 4 9 0 6 4 2 9 4 g n
Herald of Khorne 5 7 0 6 4 2 g 3 8 In steed of Slanesh 10 3 0 3 3 5 7T OWHR

VAMPIRE COUNTS

M WS B S T W I a& id Tipe M WSB S T W 1 A ILd Type
Abyssal Terror 6 t 5 35 4 2 3 4 No Ronrwd von Carstein 6 7 4 5 4 2 4 1 o fu
Bt Swarm I 3 0 2 2 4 1 4 3 Sw Mannfred the Acolvie 6 6 & 5 4 2 4 3 7 In
Black Coach = - - 5 0 4 - - Ch Necromaneer S T S T T N In
- Cairn Wanith -3 - 3 - L 2 1 3 - Skeleton 4 2 2 3 3 1 2 1 3 tn
- Nigilh!lul'{: h 3 - 4 - “ 2 | - - Spil‘]!' Fast 5 3 noo 1 2 1 4 4 Sw
Black Kniglu 4 3 6 4 4 1 3 1 & Ca Tomb Banshee 6 3 0 3 3 2 3 1 3 In
- Skefetal Stecd & 2 0 2 3 1 2 1 3 - Vampire Lord 6 7 5 5 £ 3 7 1 10 in
Hll)('ld Knight 405 % 5 4 1 4 2 7 Cy Vampire 6 6 4 5 4& 2 & 3 7 In
- Nightmare S S L S B B Varghulf 8 05 D S 5 4 2 5 4 Mo
Cairn Wraith 63 0 3 3 2 23 5 In Viadvon Carstein = 6 7 5 5 5 3 7 5 10 Io
L‘.nrpsc Cart ' 02 0 2z 4 3 126 7 Mo Wight King 44 0 4 5 3 o4 3y In
Count Mannfred 6 7 5 5 5 35y 7 4 18 In Zombie Dragon 6 6 0 6 5 5 2 5 4 Mo
Crypt Ghoul + 3 0 3 4+ 1 3 2 s In Zorhie btz 2 In
Dire Wolf 2 3 0 3 3 1 3 1 3 WEB
lielt But b3 0 3 3 2 3 2 31 WB
Grave Guard 4 3 0 4 4 1 3 1 6 In 7/
Hellsteed 03 0 4 4 2 1 3 WB
Isabellavon Carstein 6 4 4 4 4 32 ¢ 2 7 In

ARCANE CREATURES

U ot = i s

M
| Black Hydra

Mountaiia Chimern 6

o

i Feral Manticore 4
Horned Dragen 6
Grear Fise Dragon 6

WS BS S T W 7T
+ 0 5 5 5 2
70 7 7 1 5

n 5 5 4 5
50 35 6 5 4
s 09 8 & 8 1

S v

BESTIARY

A
7
4136

o &

id
j
6

Tipe
Mo
Mo

Mo
Mo
Na

SPECIAL RULES

Large Tergen, Tereor, 44 Sealy Skin, Regencrate, Breath We
Terror, Poisoned Attacks, IF Iy, Frenzy,

Breath Weapan (Strength 4)
Large Target, Terron, Killing Blow, iy, Frengy
Large Target, Terror, 4+ Scaly Skin, Breath Weapon (Strengh 23, Fly
Terror, 24 Scady Skin, Breath Weapon (Strength 5}, Iy

The profiles given below are included for use with the Transformation of Kadon spell from the Lore of Beasts.

apan (Strength 4

Random Atticks (4106}
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THELORES OF MAGIC

Wizards are a formidable force on the battlefield, able to wreak incredible
destruction, weaken or strengthen other warriors, or summon terrible beasts to

fight at their side. We’ve already covered the rules for the Magic phase ~ in this
chapter, we'll discuss how spells are generated, and present the eight Battle Masgic

spell lores.

SPELL GENERATION

Before you deploy your Wizards, you need to
determine which spells they know. The usual
method for selecting spells is for each player to
randomly generate spells for each Wizard.

When you chose your army, you should have
selected which Lore of Magic each of your
Wizards is going to use (if you haver’t, shame on
you. Go back, choose now and remember to do it
properly for your next game). This will
sometimes be one of the Lores of Battle Magic —
the eight most commonly used sorcerous
disciplines included in this rulebook, but many
Wizards have race-specific spell lores to chosse
from as well, as described in the appropriate
Warhammer Armies book.

‘The spells a Wizard knows are determined by
rolling dice and consulting the Lore of Magic in
question. This is done openly, so both you and
your opponent will be aware of the spells each
Wizard has generated. If your army includes
more than one Wizard, you can choose the order
in which you generate their spells.

Regardless of the Lore of Magic your Wizard
has chosen to use, you'll notice that the spells are
numbered between one and six. To randomly
generate the Wizard’s spells roll a D6 for each of
his Wizard levels and consult the chosen lore to
see what spells have been generated.

Ordinarily, each spell can only be knows once in
the same army. The only exceptions are where a
spell is not generated randomly, such as:

* If a model has no cheice over which spell(s) it
knows, either because it is fixed by the model’s
rules, or because if has ‘bought’ a specific spell
as part of army selection.

® if the army book or spell Jore clearly states thal
a model can exchange another spell for the speil
in question.

Otherwise, if you roll a spell twice (whether for
the same Wizard or for a different Wizard in the
army) you must normally replace the duplicate
spell with another of your choice from the same
Lore. If you cannot, because all the other spells
have already been taken by other Wizards, for
example, then this extra spell slot is lost.

SIGNATURE SPELLS

Some Lores of Magic have signature spells.

A signature spell is so intrinsic to the lore’s
character that we can assume that any
practitioner of that lore will know how to cast it
After choosing replacements for duplicate spells,
a Wizard can always choose to substitute one of
the spells he rolls with the signature spell of a
lore ~ even if another Wizard in the same army
already knows the signature spell.

Regardless of the spells your Wizards have
generated, it’s worth making a note on your
army roster — its ail too easy to forget which
Wizard has exactly which spells otherwise!

Jeruvis has a Level 4 Celestial Wizard, who knows
spells from the Lore of Heavens. When the Wizard
is deployed, Jervis rolls four dice to generate fis
spells. Hevolls 1, 2, 4 and 4, thus generaling
Harmonic Convergence, Wind Blast and two
Urannon’s Thunderbolts. As each spett can anly be
knawn once in the same army, Jervis must soag ol
of the Urannon’s Thunderbolts for a diffirent spell in
the Lore of Heavens, In the end, he chases fo £30ap
one Urannon’s Thunderbult for the formidable Chain
Lightning! Jervis also wants to gt hold of Teeshered
Blizzard, the signature spetl from the Lore af
Heavens, He con exchange awy of his spells to gt




leeshard Blizzard, so, figuring that Chain Liyhtning
will give him all the zap he regnires, Jervis
exchanges his romaining Urannon’s Thnnderbuly,
leavving hine with Jeeshard Blizzard, Harmonic
Convergence, Wind Blast and Chain Lighening. If
Jervis had another Celestial Wisard in bis arnyy,
that Wizard would only be able to learn the
remaining spells from the Lore of Heavens, and the
signature spell ‘Jeeshard Blizzard’

LORE ATTRIBUTES

Some Lores of Magic, including those
presented in this book have something called a
‘lore attribute’, This is essentially a grouping of
one or more special rules that are applied to
certain spells for that lore. A lore attribute might
give certain spells an extra effect against a
particular traop type, or alter the way a spell
behaves. Regardless of the detail, a lore attribute
only has an cffect on spells from its own fore.

THE LORES
OF BATTLE MAGIC

Fach lore presented on the following pages is
but a splinter of the pure magic practiced by the
High Elves; one focused shard of magical
energy, with a particular trait all of its own. The
Lore of Fire, for example, is chiefly a repository
of raging and destructive spells, whilst the Lore
of Life specialises in spells of protection and
healing. Each of the eight lores harnesses energy
from one of the divisions in the Winds of
Magic. Some kinds of energy are denser than
others and sink low to permeate the ground,
others are more rarcfied, billowing like high
clouds through the upper atmosphere.

Your choice of lores will depend on how you
want to use your Wizards, and also upon how
many you plan to field. Presented on the
following pages are eight magical iores, the eight
sorcerous traditions as taught by the High Elves
to the Wizards of the Empire. Although many
of the Warkammer world’s races practise their
own magical traditions and thus have their own
spell lores (as detailed in the relevant
Warhammer Armies book), most alse have some
understanding of at least one of the gight lores
described in this section,

The Lore of Fire has its basis in
wo powerful ranged attack spells,
designed to wreak massive damage on
your foes. If you see your Wizards as essentially
‘magical artillery’ then the Lore of Fire is
probably the one for you.

The Lore of Beasts is dominated
by augmentative spells that grant your
models extra capabilities. It's best
chosen if your army intends to win its battles in
close combat, as a few timely spells from the
Lore of Beasts can transform mediocre troops
into fearsome battle winners.

The Lore of Metal is based
around the manipulation and
transformation of metals. As you
might expect, enemies that rely heavily on
armour should beware the Lore of Metal, as its
spells either ignore armour, or turn it against its
wearer with horrendous consequences.

é The Lore of Light can broadly be

described as protective magic, granting
defensive bonuses to your troops.
It also contains a few ‘exorcism’ spells that can
banish Undead and Daemonic creatures,

The Lore of Life unleashes the
@'ﬂ power of the natural world. Tt is
primarily a defensive lore, with an

array of spells that heal your troops and augment
their resilience.

The Lore of Heavens
O manipulates the forces of the sky,
harnessing destructive weather or
drawing upon the predictive power of
astrology to aiter probabilites — it’s particularly
effective against flying enemies.

The Lore of Shadow is a force of
illusion and deception, relying chiefly
on phantasmal attacks to sap the
enemy’s will (or ability) to fight.

Last, but not least, The Lore of

Death has a formidable battery of

short-ranged damage spells that
specialise in zapping enemy characters. Death
magic is more destructive even than Fire magic,
but the Wizard has to'be pretty close to his foe

(perhaps dangerously close) to use the Lore of
Death to its full, fearsome potential.

THE [LORES OF MAGIC
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FIREBALL (Signature Spelf) Cast on 5+
The Wizard conjures a ruiling ball of magic flame and hurls it at a
neaiky for,

Hireball is 0 magic missile with a range of 24" and causes D§
Strength 4 hits, The Wizard can choose to extend the range of this
spell to 36" and the number of hits to 2D6. If he does so, the casting
value & increased to 10+ Alternatively, the Wizard can chosse to
extend the range of this spell to 48" and the number of hits so D5,
I he dous so, the casting value is increased to 18+

l. CASCADING FIRE-CLOAK Cast on 5+
A sthiield of flame appears arownd the Wizard, scorching nearby foes,

Remains in play. Cascading Fire-Cloak is an augment spell cast upon
the Wizard und s unit (if any). At the end of cach Magic phase,
uny enemy unit in base contact with the target imrcdiately suffers
2126 Strength 4 hits,

2. FLAMING SWORD OF RHUIN Cast on 8+
The Wizard ensorcels his allies® weapons, makinyg them burn with
a savagely hungry flame.

Flaming Sword of Riin is an angment spell with & range of 24",

The target unit has u +§ bonus when rolling to wound with all
shooting and close combat attacks wntil the start of the caster’s next
Magic phase. The target unit also counts as having both magical
attacks sad the Flaming Attacks speciaf rule. The Wizard can choose
to uxtend the range of this spell w 48", If he does 50, the casting
value is increased to 11+,

3. THE BURNING HEAD Cast on 10+
A cackling visage, wreathed in Slame, appears before the Wizard
With a fiual screech of gize, it bounds towards the enemy.

The Buruing Head is a direct damage spell. Extend a straight line,

18" in length, within the caster’s front are and directly away from his
base. Fach model in the way (determined as for a bouncing
cannenball) suffers a Strength 4 hit. A unit that suffers one or more
casualties from the Buruing Head must take 2 Panic test. The Wizard
can choose to extend rhe Burning Heaes “hounce’ 1o 36" I he does
s0, the casting value is increused to 13+,

THE LORES OF MAGIC
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KINDLEFLAME (Lare Atribute)

Fire feeds fire, and two blazes together are more dangerous than two apLrt,

All of the spells in the Lore of Fire are Flaming Attacks. In addition, if

direct damage or magic missile spell from the Lore of Fire is cast at 2 unit

that has already been hit by a direct damage or magic missile spell frons the
Lore of Fire in the same Magic phase {even if the spell was cast bya
different Wizard) the casting Wizard adds D3 10 his custing total.

——
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4. PIERCING BOLTS OF BURNING Cast on 104+
Focusing all his mystical might, the Wizard strikes his Jor with a
Jherry of incandescent missiles.

Piercing Bolts of Burning is a magic missile with a range of 24" and
causes D3 Strength 4 hits for each rank of five or more models in
the target unit. The Wizard can choose to extend the range of this
spell to 48", If he does so, the casting value is increased to 134

5. FULMINATING FLAME CAGE Cast on I+

Searing rods of magical flame shoot from the Wizard's outstretched
leandls, trammelling his chosen foe in a Jiery prison,

Fidminating Flame Cage is 2 hex spell with a range of 24" The target
unit immediately suffers D6 Strength 4 hits. In addition, if the
target unit moves for any reason, every model in the unit suffers an
immediate Strength 4 hit and the spell ends. If the unit does nol
move, Fdminating Flame Cage automatically ceases at the start of the
caster’s next Magic phase. The Wizard can chouse to extend the

range of this spell to 48". If he docs so, the casting valuc is increased
to 14+.

6. FLAME STORM Cast on 13+

A column of roiling flame bursts from the battlefield, the roar of its
creation almost drowning out the screams of #ts wictims.

Flame Storm is a direct damage spell. Place the smali round templage
anywhere within 30" of the Wizard — it then scatters D", All
models hit by the template suffer a Strength 4 hit. The Wizard can
choose to create a farger conflagration, using (he large template
rather than the small template. IF he does so, the casting value is
increased to 16+ and the tempiate seatters 216" rather than 126",

LY
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WYSSAN'S WILDFORM (Signature Spell) Cast on 10+
The Wisard unleashes the beast within, shaping 325 fury to
transforin his allies in to bestial forms.

Wyssaw's Wildform is an augment spell with a range of 12", The
target unit gains +1 Strength and +1 Toughness uatil the start of
the caster’s next Magic phase, The Wizard can choose to extend the

range of this spell to 24". If he docs so, the casting value is increased
to 134,

1. THE FLOCK OF DOOM Cast on 5+
Wil a inighty bellow, the Wizard invokes Corvus the Cromw Lord,
sunnianing his servants to peck at the foe's £yes.

The I-fock of Donm is 2 magic missile with a range of 24" and causes
2D6 Strength 2 hits. The Wizard can choose to extend the range of
this spell to 48", If he does so, the casting value s increased to 8+

2. PANN'S IMPENETRABLE PELT Cast on 8+

Calling npon the beast-spirits of the wild, the Wizard sheathes his
valnerable flesh in unyielding fur and hide.

Pannr’s Ipenetrable Pelt is an angment spell that is cast upon the
Wizard or another friendly character within 12", The target gaing
+3 Toughness until the start of the caster’s next Moagic phase. The
Wizard can choose to instead have his spell target all friendly

characters within 12" (including himself). If he does so, the casting
value is increased to 16+,

3. THE AMBER SPEAR Cast on 9+
Sounding a guarled horn, the Wizard summons a glowing amber

Spear: Seizing hard upon the spear’s transiucent shaft, he hurls it ar
the foe with uncanny accuracy.

The Nmber Spear is 2 magic missile with a range of 24", It inflicts 2
single Strength 6 hit that causes Multiple Wounds (D3} and then
penetrates ranks in the same manner as a shot from a bolt thrower if
the first medel is slain - the Strength of the hit is reduced by 1 for
each subsequent rank. Armour saves are nat permitted against
wounds caused by ke Amber Spear. The Wizard can attemnpt to call
forth a larger, deadlier spear that inflicts a Strength 10 hit, causing
Moultiple Wounds (D). If he does so, the casting value is increased
o 5+,

WILDHEART (Lore Attribute)

Spells from the Lore of Beasts are easier to cast on beasts, or ereatures

attuned to the wilderness. If a spell from the Lore of Beasts is targeted on

one or more units of war beasts, cavalry, monstrous beasts, monstrous

cavalry, chariots, monsters, swarms or any unit from Warhammer Armivs:
Beastmen, then the casti ng difficulty of the spell is reduced by 1.

bt

4. THE CURSE OF ANRAHEIR Cast on 10+ |
At the Wizard's command, nebutous nature spirits assail the fos,

clonwing at them with hands not nearly as insubstantial as hey appear

The Curse of Anvakeir is a hex with 2 range of 36". The target unit
suffers a -1 penalty to its To Flit rolls (to both its shooting and close
combat attacks) until the start of the caster’s next Magic phase, In
addition, the unit treats all terrain {other than impassable terrain) as
dangerous terrain and will fail Dangerous Terrain tests on a | or 2,
rather than a 1. The Wizard can choose to extend the range of this
spell to 72" If he does so, the casting value is increased to 13+,

5. THE SAVAGE BEAST OF HORROS Cast oo 0+

The beast within #5 a formidable thing i unleashed to its
Juil potential.

The Savage Beast of Horros is an augment spell with 2 range of 12"
and is cast on a friendly character, which can be the Wizard himself.
The model gains +3 Strength and +3 Attacks undl the start of the
caster’s next Magic phase. The Wizard can choose to jnstead have
his spell target all friendly characters within 12" {including himself).
If he does so, the casting vaiue is increased to 204+

6. TRANSFORMATION OF KADON Cast on 16+

Kadon was a master of forms, able 1o shift bis shape to that of any
monster: One day he found that he conld not vhange back.

Remains in play. The Trangformation of Kadon is an augment spell that
can only be cast upen the Wizard, and only if he is on foot, Whilst
the spell is in effect, the Wizard transmogrifies himnself into one of
the following monsters: Feral Manticore, Black Hydra, or Horned
Dragon. If the Wizard is in a unit, he can remain within the unit,
even though he is now technically a monster {although you may have
to reorder the unit a ittle to make him fit - see page 98 for some
guidance). If he cannot be placed because there is not enough room,
the spell does not work. Whilst transformed, the Wizard cannot
channe} or cast spells, and all of his magic items and mundane
equipment (armour, weapons, etc.) temporarily stop working. Any
wounds suffered by the Wizard are carried over hetween
transformations. The Wizard can choose to cast 2 more powerful
version of the spell, and become a Mountain Chimera or 2 Great
Fire Dragon. If he does so, the casting value increases o 204
Profiles for these monsters can be found at the end of the Bestiary.
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METALSHIFTING (1. it /

Armour js litde defence against a skilled alchemist ~ under his command, piates,
links and rivets turn molten, searing their wearer. Magic missiles mel direct

damage spells from this Lore do net have 2 Strength — their o Wound scorg is
ahways equal to the unmodified armour save of the target. For example, a1 model

with light armour and shield (for a 5+ save) is wounded on 2 S+, whitst 2

heavily armoured knight, who carties a shield and rides on a barded steed, is
wounded on a 2+. Remember thata 1 always fails, so even a model with n 14
armour save is only wounded or 2 2+. Models without an armour save canmol

be wounded. No armour saves are permitted against wounds causcd by spelis ¢

frons the Lore of Metal, whicls also alwsys count as Flaming Attacks,
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SEARING DOOM (Sigpature Speil) Cast on I+ 4 GEHENNA'S GOLDEN HOUNDS Cast on 9+ ‘F
A scintillating spray of sizzling silver shivers skips from the Blowing on a glimmering golden whistle, the Wizard susmmons a /5 .

U Wisard’s amst wicheed fingers. massive pair of clockwork hounds, which bound after his chosen prey .

and drag it screaming o its doorn,
Searing Dunn s w magie missile with 2 range of 24" and causes D4
hits. The Wizard cun choose to have the spell instead inflict 2D6 Gehenna’s Golden FHounds is a direct damage spell with a range o
hits. 1 he does so, the casting value is increased to 20 +. 12". Choose a single enermy model within range — it suffers D§ his.
This spell can be used to single out a character in 2 usit, although
. PLAGUE OF RUST Cast on 7+ e character is allowed to make a “Loak Qut Sirl” roll for each of
At the Wizard s command, the armour of the enenyy begins o vol, the hits (representing his comrades defending him from the
shieeteling aouy in elouds of tiny flatkes. hounds). The Wizard can choose to extend the range of this spell to

24" If he does so, the casting value is increased to 12+,
Plugire of Rust is w hex with 2 range of 24", The target’s armour save

is lowered by vne point for the rest of the game (e.g. a model with 5. TRANSMUTATION OF LEAD Cast on I+

light wrmour and shield will only have a 6+ save). Plugue of Rust can As the Wizard gestures at his foes, their weapons become much

heaier and cumbersome — twice the burden they were but
moments before.

be repeatedly vast on the same target, reducing its armour save bya
further -1 each time. The Wizard can choose to extend the range of
this spell to 48" 1f he does so, the casting value is increased to 10+

Transmutation of Lead is a hex with a range of 24", The target

2. ENCHANTED BLADES OF AIBAN Cast op 9+  suffersa -1 penalty to its Weapon Skill, Ballistic Skill and armour

The Wizard sends powerful magic coursing over bis allies” saves until the start of the caster’s next Magic phase. The Wizard
weapons, making them infinitely stronger and sharper than before. can choose to extend the range of this spell to 48" If he does so, the

casting value is increased to 15+,
Luchanred Blades of Asban is an augment spell with a range of 24",

The target unit has a +1 bonus when rolling to hit with all shooting 6. FINAL TRANSMUTATION Cast on 15+

and close combat attacks until the start of the caster’s next Magic

The Wizand unleashes 2 hail of magical energy, transmuting the

phase. All of their attacks also count as both magival attacks and Fesh of his Jocs to wnliving golden statues

have the Armour Plercing special rule, The Wizard can choose to

extend the range of this spell to 48". If he does so, the casting value Final Transmutation is a direct damage spell with a range of 18".
1s increased to 124 Roll a D& for every model in the target unit — on 2 5+ it has been
turned to gold and is removed as 2 casualty, with no saves of any
3. GLITTERING ROBE Cast op 9+  kind allowed. Models with mere than one wound on their profile
 Shaping a sigil of posoes; the Wisard conjures a gaudy (but are only affected on a roll of 6,

effective) cloak of shimmering scale to protect his allies. B o .
In addition, any enemy unit within 12" of the target al the st of

Glitrering Robe is an augment spell with a range of 12", The target their following turn (including the target itself) must st for
unit has the Scaly Skin (54 ) special rule until the start of the Stupidity in order to avercome the lure of the riches that have
custer’s next Magic phase. The Wizard can chaose 1o instead have appeared in their vicinity. The Wizard can cheose to estend the

his spell target all fiendly anits within 127 10 he dovs so, the casting  range of this spell to 36". If he dous so, the casting value of the

value is incrensed to 16+, Final Transmutation is increased to 184,

.
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SHEM'S BURNING GAZE (Signature Spelf) Cast on S+

Bolis of cleansing energy fly from the Wizard's hands, searing evil
wherever they strike.

Stieni’s Buruing Gaze is a magic missile with a range of 24" and
causes 136 Strength 4 hits (which count as Flaming Attacks).
{ The Wizard can choose to extend the range of this speli to 48" and

increase the Strength from 4 to 6. If he does so, the casting value is
increased to F3+.

. PHA'S PROTECTION Cast on 6+

The Wizard calls upon the beneficent Guardian of Light 10 prozect
Jris allies from harm,

Phé’s Protectivs is an augment spel with a range of 24", All attacks
against the target unit (shooting or close combat) suffer a -1 penalty
to hit until the start of the caster’s next Magic phase. Shooting
attacks that do not use Ballistic Skill must roil 44 on a D€ before
firing, or the shot(s) is fost. The Wizard can choose to have this
spell affect all friendly units within 12", If he does so, the casting
value is increased to 12+.

2 THE SPEED OF LIGHT Cast on 8+

! Light knows no burden of flesh, and nor do these that receive
' its blessing.

The Speed of Light is an augment spell with a range of 24", The target
unit has Weapon Skill 16 2nd Initiative 10 until the seart of the
caster’s next Magic phase. The Wizard can choose to instead have

his spell affect all friendly units within 12". If he does so, the casting
value is increased to 16+,

3. LIGHT OF BATTLE Cast on 9+

Reathing into the Wind of Hysh, the Wizard draws Jorth
eunobling chergies to steady faint hearts.

Light of Baitle is an augment spell with 2 range of 12", If fleeing, the
target rallies immediately. Additionally, the target will pass all
Leadership tests (regardless of modifiers) until the start of the
caster’s next Magic phase, The Wizard can instead choose to have
his speil targer all friendly units within 12", I he does so, the casting
value is increased to 184,

o e T s s,

EXORCISM (Lore Anribute)

Light Magic excels at the scourging and destruction of sy pernatural

creatures — foul creatures from the Reaim of Chaos and the unquict dead can
all be banished back w6 whence they came by its blinding beams. If a spedl
from the Lore of Light inflicts a number of hits on an enemy uni, it will

cause an extra 6 hits (e.g. 2D6 hits would become 3D¢ hits)

if the turget 3s
Undead or a Daemon.

4. NET OF AMYNTOK Cast on 10+

The legendary Net of Amyntok was rumoured to have been wWoven
20 hold the Great Deceiver itself

Net of Amyniok is a hex with a range of 24", The target unit must
pass a Strength test every time it moves (included moving as a
charger, flesing, pursuing, moving compulserily, etc.) or shoots or
casts spells until the start of the caster's next Magic phase. If the test
is passed, the target acts normally. If the test is failed, the unit is
unzble to perform the desired action, remaining in place and taking
D6 Strength 4 hits from the net’s barhs of light. The Wizard can

choose to extend the range of this spell to 48", If he does o, the
casting value is increased to 134,

5. BANISHMENT Cast on 10+
The purest light can destroy anything tainted by darkness,

Banishment i3 a magic missile with a range of 24" - the target suffers
216 hits. The Strength of the hits is equal to 4 plus the number of
Wizards that know spells from the Lore of Light within 12" of the
caster (not counting the caster himself). Successful ward saves taken
against Bantshiment must be re-roiled. The Wizard can choose (o
extend the range of this spell to 48". If he does so,
is increaged to 13+,

the casting value

6. BIRONA'S TIMEWARP Cast on 12+

The Wizard infuses his allics with Light Magic, freeing them from
the pasiage of time and speeding their actions.

Birona’s Timewarp is an augment spell with 2 range of 12", The
target's Movement is doubled, and its Attacks increased by 1 unst
the start of the caster’s next Magic phase. The unit also gains the
Always Strikes First special rule unfil the start of the caster's next
Magic phase. The Wizard can choose to instead have his spell target
all friendly units within 12", If he does s0, the casting value is
increased to 24+,

ppie——
A S,

THE LORES OF MACIC




oy ———— E—

THE LORE

Jade Magic, Druid Lore, Animism

EARTH BLOOD (Signature Spell) Cast on 8+
Teapping intes the Winels of Magic, the Wizard creates a charm of rebirth
that besteros gread vesilince upon Jimself and his COMPANions.

fiarth Blund ts an augment spell that is cast upen the Wizard and his
unit (if any). They have the Regeneration (5+) special rule until the
start of the caster’s next Magic phase.

I AWAKENING OF THE WOGD Cast on 6+

Tives herve fung and wrathfid memoriss, necding only a Litle nagical
shconragensent to lash out oith ront and branch.

acnkening of the Wand i 1 divect damage spell with a range of 18" and
causes 136 Strength 4 hits, 1f the target is even purtially within a
farest, the number of hits is increased t 2D6.

2. FLESH TO STONE Cast on 8+

The Wizerd transmmdes bis allies’ mortad form to wnyielding rock.

Flesh to Stone is an augment spell with a range of 24", The target
unit has +2 to its Toughness valne until the start of the caster’s next
Nlapic phase.

3. THRONE OF VINES Cast on 8+
it Vizard fashsons for hinell'n walking throne of wine anel bracken, to
renew and srengthen his connection witl) the Euing world

Remains in play. Throne of Vines is an augment spell cast upon the
Wizard, Whilst the spell s in effect, every time the Wizard miscasts,
roll adice. On a 2+, the miscast is ignored.

Vurthermore, the Wizard's castings of the following spells have the
additional benefits given below (it does not change the effects of
spells that have already been cast):

* farth Blowd grants Regeneration (4+)
rather than Regeneration (5+).

= Awonkening of the Waord instead inflicts hits at Strength 6.
* Flesh to Stame instead adds + 4+ Toughness.
* Regrorotk instead restores D6+ | wounds worth of models.

¢ Shivkd of Thuras instead hits m Strength 4,
i

}
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LIFEBLOOM (Lore Astribute)

Life needs little excuse 1o propagate, and even the casting of the simplest of
spells can bring forth the fll bloom of renewal. Its wholesone LNETEies cin
reinvigorate and heal, reknitting broken bones and staunching bioud loss,
When a spell from the Lore of Life is successfully cast, the Wizard ({or

another friendly model within 12") instantly recovers a' single Wound lost
earlier in the battle,

4. SHIELD OF THORNS Cast on 9+

Az the Wizard'’s command, crawling brambles buyat Jfrom the grownd,
Jorming a living barrier around his allies,

Remains in play. SAizld of Thoras is an augment spell with a range of
24”. At the end of each Magic phase, any enemy unit in base contict
with the target suffers 2D6 Strength 3 hits.

5. REGROWTH Cast on 12+
Twvoking the name of Duthandos; lord of the ansient wildshrines, the

Wiard infuses his fallen friends with fresh Uife, closing wounds and healing
droken bones with supernatuval speed,

Regrowth is an augment spell with 2 range of 24". The target unit
instantly recovers D3+ 1 Wounds® worth of models slain earlier in
the battle (cavalry count as 2 models). The wounds in the unit are
regained in a strict order. First, the champion s resurrected, and
then the musician (standard bearers are never resurrected — if the
bearer’s been slain, the banner is gone for good), displacing rank-
and-file models as required. Then rank-and-lile models with
multiple Wounds (including command figures) are healed to their
starting value, Finally, any remaining wounds resurcect rank and file
models (in the case of multiple wound rank and file models, the first
resurrected models must be fully healed before another can be
resurrected, and so on). These models are added to the front rank
until it reaches at least five models — additional models can then be
added to the front or rear rank. If the unit already has mare than
one rank, models can only be added to the rear rank. Regronuth
cannot take a unit beyond its starting size, and cannat be nsed to
heal characters or their mounts. The Wizard can choose to extend
the range of this spell to 48". If he does so, the casting value of
Regrowrk is increased to 15+,

6. THE DWELLERS BELOW Cast on 18+
Gharled creatures emerge from the ground, their steely sirong fingers ieaving

at the foes’ flesh, clutching their limbs and dragging them diwon o iy
kuotos what fate,

The Duwellers Below is a direct damage spell with a rnge of 12",
Every model in the target unit must pass i Strength test or be shain,
with no saves of any kind allowed. The Wizard can choose to estend
the range of this spell to 24", Tf he does so, the casting value is
increased to 21 .




Celestinl Magic, Astromancy, Divination

ICESHARD BLIZZARD (Signature Spell)  Cast op 7+

Ruzor-sharp shards of ice hurl ot the chill shies to blind and dishearten
f/.’t'. Jfor.

fecshard Bljzzord is a hex with a range of 24", The target suffers a -1
modifier 1o ail To Hit rolls (both sheoting and close combat) and to its
Leadership until the start of the caster’s next Magic phase. Shooting
attacks that do not use Bailistic Skill must roll 4+ on 2 D¢ before
firing, or the shot(s) is Iost. The Wizard can choose to extend the

range of this spell to 48", If he does so, the casting value is increased
to i+,

1. HARMONIC CONVERGENCE Cast on 6+

Divining anspivious signs, the caster guides the minds of s fellow warriors,

Harmanic Conrvergence is an angment spell with « range of 24", Unil
the start of the caster’s next Magic phase, the target re-rolls all To
Hit, To Wound and armour save rolls of 1. The caster can choose to
have this speil target all friendly units within 12", If he does so, the
casting vulue is increased to 12+,

2. WIND BLAST Cast on 7+
The Wizard seizes the winds of the battlefield, directing them against the  foe.

Wind Blast is a magic missile with a range of 24". The target is
‘pushed’ 23+ 1" directly away from the caster {it does not change
facing). I the rarget unit comes into contact with impassable terrain
it stops 1" uway and suffers D6 Strength 3 hits. If the target unit
comes into contact with another unit it stops 1" away and both units
suffer D6 Strength 3 hits. Targets that cannot move are not pushed
back at all, but stilf suffer Dg Strength 3 hits. The caster can chaose
to summon i more powerful wind that pushes the target back
Dg-+2", rather than D3+1" I he dges 50, the casting value is
increased to 144,

3. CURSE OF THE MIDNIGHT WIND Cast on 10+
Ondy thve words of this ancient tongue are bnows i modern days; three
words to unfeash a eitrse that was old when the world was Joung.

Curse of the Miduight 1¥5nd is 2 hex with a range of 24", The target
must re-roll all s when rolling to hit, to wound and armour saves

e e e et et ...

ROILING SKIES (Zore Asribuze)

Spells from the Lore of Heavens manipulate the ethers of the skivs. Even a single -';f}
cantrip can upset the delicate balance of the heavens, unleashing waves of force thar é’
buffet and pummel skybound creatures. When a spell from the Lore of Hleavens j
targets an enemy flying wnit or a model with the Fly special rule, the target suftirs 'l%
D8 Strength 4 hits, in addition to any other effects caused by the spell. ¢ \f’
o T
‘\A \! : ii\‘%.

4 URANNON'S THUNDERBOLT Cast on 10+ ;

With a crack of thundes, the Wizard calls down an almighty ball of
Lightning and hurls it at the enemy. =~

Urannon’s Thunderbolt is a magic missile with a range of 24" that causes
D6 Strength 6 hits. The Wizard can choose to extend the range of this
spell to 48". If he does sq, the casting value is increased to 13+,

5. COMET OF CASANDORA Cast an 12+
Reacking out across the Winds of Magic into the highest heavens, the
Wizard draws a wandering meteorite down towards the battleficld

This spell is cast upon any fived point on the tabletop, Place a
suitable marker over the exact spot affected — 2 small coin is ideal for
this. For as long as the spell Jasts, the player rofls a D6 at the start of
each player’s following Magic phase. On 2 score of [-3 nothing
happens, but place another marker on the first, On the score of a 4-6
the comet strikes the spot. All units from either side that are within
2D6" are struck by the comet. Each umit struck by the comet takes
2D6 hits, +1 hit for cach marker en the comet, at a Strength equal
t0 4 plus the number of markers on the comet. Once cast, the comet
cannot be dispelled, The Wizard can choose to cast this spell so that
the comet starts with two counters rather thar: one, and two counters
are added each time the comet fails to land, If he does g0, the casting
value is increased to 244,

6. CHAIN LIGHTNING Cast on 15+
Lightning bursts from the Wizards hands and ares across the battlefield,
leaping from foe to for with crackling fury.

Chan Lightning is 2 direct damage spell with a range of 24". Chasn
Lightning causes D6 Strength 6 hits. Once the damage has heen
resolved, roll a Dé: on 2 3 or mare, choose an enemy within 6" of the

initial target — the lightring leaps to that unit, which suffers Ds

Strength 6 hits. Keep rolling for further victims {each within 6" of the

until the start of the caster’s next Magic phase. The Wizard can
instexd choose to have this spell targer all enemy units within 12",
I he does so, the casting value is 20+,

Last target struck), until the roll is failed or there are no mare viable
targets (a unit can onjy he the trget of Chain Lightning once per
Magic phase).

THE [ORES OF MAGIC




i

(C)s' Ly @ THE LORES OF MAGIC

MELKGTH'S MYSTIFYING MIASMA
(Signature Spell)

The Wizard creates a nunbing Jog that causes his foolish foe to
listlessty staguer and stumble.

Cast on 5+

Mulborhs Mstifying Miasma is 2 hex with a range of 48", The target
unit’s Weapon Skill, Ballistic Skill, Tnitiative or Movement (you
choese which) is reduced by D3 (to 2 minimum of 1) until the start
of the caster’s next Magic phase. The Wizard can choose to cast a
more powerful version of this spell that instead reduces all four
characteristics (don’t roll a D3 for each — make one roll and apply it
to all four chiuracteristics). I he does so, the casting value of
Melkatl's Mystifying Miasma is increased to 10+,

1. STEED OF SHADOWS Cast on 5+

A coal-black, insubstantial drake materialises to carvy a hero away
o7 wngs of wiyht,

Steed of Shadiios is an augment spell that can be cast on the Wizard
or a friendly charucter within 12", The target immediately makes a
move using the Fiy special rule as if it were the Remaining Moves
sub-~phase.

2. THE ENFEEBLING FOE Cast on 10+
Decerved by the Grey Wizard’s wiles, the enemy’s burdens lie
impossibly heavvy upon their shoulders.

Remuins in play. The Enfecbling Foe is a hex spell with a range of 18",
All models in the target unit have their Strength reduced by D3 (1o
a minimum of 1) for the duration of the spell, The Wizard can
choose to extend the range of this spell to 36". If he does 50, the
custing value of the Enfeebling Foe is increased to 13-+,

3. THE WITHERING Cast on 13+
The Wizard reaches into the minds of the Joe, instigating nebulous
fneages of weakuess and doubi,

Remains in play. The Wirkering is 2 hex with 2 range of 18", All
models in the target unit have their Toughness reduced by D3 (1o a
minimum of 1} for the duratinn of 1he spell. The Wizard can extend
the range of this spell o 36" H he does so, the casting value is
increased to 16+,

e i ey R L I e

SMOKE AND MIRRORS (Lore Attribute)

Shadow Wizards zre masters of illusion and displacement, able 1o melr away
into the mist as if they had never been there at all. Their spells ofien have
minor cantrips of teleportation woven into the larger soreery, uanaticed and
unseen by the enemy, After 2 speil from the Lore of Shadow is successfully
cast and resolved, the casting Wizard can chocse to immediately swap places
with a friendly character of the same troop type anywhere within 18",

4. THE PENUMBRAL PENDULUM Cast on 13+
A ghostly razor-edged pendulum materialises in the air above the
Wizard. On kis single word of command, the pendulum swings
towards the enemy, picking up speed as it does so. Is the pendium
real enough to kill or is it just a congurer’s trick? Only a _fool wonlel
stand in 115 path to find out.

The Penwembral Pendulum is a direct damage spell. Extend a straight
lire, 66" in length, directly away from the caster. Fach model in
the way (determined as for a bouncing cannonball) must pass an
Initiative test or suffer a Strength 10 hit causing Maltiple Wounds
(I03). The Wizard can choose to double the Penumbral Fendulum’s
range (making the distance twice the total rolled). If he does so, the
casting value of the spell is increased to 18 +.

5. PIT OF SHADES Cast on 14+
The Wizard opens a vortex to the infamous Pit of Shades. Tervifieed
warriors fall screaming through the portal, Phummsting to a
dimension filled with shadow and the incessant wailing of ‘those
who dwell beyond”

Pit of Shades is a direct damage spell. Place the smail round template
anywhere within 24" — it then scatters D6". All models underneath
the template must pass an Initiative test or be dragged to their
DOOM! (remove them as casualties with no saves of any kind
allowed). The Wizard can choose to create 2 vaster portal, using the
large template rather than the small template, If he does so, the
casting value is increased to 17+ and the template scatters 2Dg"
rather than Dg".

6. OKKAM'S MINDRAZOR Cast on 18+
Tlie Wizard summons phantasmal weapons for his allies that shred
the folds of consciousness and reason. Victims of these mindrazor
believe themselves slain, and so they die,

Okkarm’s Mindrazor is an augment spell with a range of 18" and lusts
until the start of the caster’s next Magic phase. Models in the target
unit use their Leadership instead of Strength when rotting to wound
with all close combat attacks whilst the spell remuins in cffeet (any
Strength bonuses from weapons are ignored). The Wizard can
choose to extend the range of this spell to 36", If he dous so, the
casting value of Okkam’s Mindvazwr is increased 1o 21+
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Awmethyst Magée, Neeromancy, Sont-stealing

SPIRIT LEECH (SIGNATURE SPELL) Cast on 7+
The Wizard extends an ebon hand towards the chosen jfoe, leeching
i1s spirit through tainted sorcery.

Spirit Leech is a direct damage spell with a range of 12" that targets a
single enemy model (even a character in a unit}. Both caster and
target roll 2 D6 and add their respective unmodified Leadership
values. For every point the caster wins by, the target suffer a wound,
with no armour saves allowed. The Wizard can choose to extend the

range of this spell to 24", Tf he daes so, the casting value is increased
to 10+,

. ASPECT OF THE DREADKNIGHT Cast on 4+
At invisible sura of horror surrounds the Wizard's allies. Only the
brarvest foes will now stand before them.

Aspect of the Dreadinight is an augment spell with a range of 24", The
target unit causes Fear until the start of the caster’s next Meagic
phase. The Wizard can choose (o make the trgel even more
horeifying if he wishes, and cause Tervor, rather than Fear. If he does
s, the casting value is incrensed o 9+

2 THE CARESS OF LANIPH Cast on 6+
Laniph zoas an Avabyan sorceress whose ardent Paisions were
ectipsed ouly by her capriciousness, 1t takss lirtle effore to call her back
Soun the spivit world to cavess @ new lover of the caster’s choosing...

The Caress of Laniph is a direct damage spell with a range of 12" that
targets a single enemy model (even a character in a unit). Iff
successfully east, the target suffers a number of hits equal to 206
minus his own Strength, Hits from rhe Caress of Laniph cause a
wound on a roli of 4+, with no armour saves allowed. The Wizard
can choose to extend the range of this spell to 24", If he does s0, the
casting value is increased to 12+

3. SOULBLIGHT Cast on 9+

Harnessing the sickly power of Shyish, the Wizard weakens his
Soes™ woill o swvive the battle,

Soulblight is a hex spell with a range of 24", The target has -1
Strength and -1 Toughness {to a minimum of I3 until the start of
the caster’s next Magic phase. The Wizard can choose to have this

spell target all enemy units within 24" — in which case the casting
valae is 18+,

g gt

LIFE LEECHING (Lare Attribute)

Wizards who practise the magic of death can channe] the [ife-force of foes into their
spells. When a Lore of Death spedl is resolved, roll a D for each unsitved wotind
caused by the spell {mode!s removed by the Purple Sun of Xereus each add a

number of dice equal to their Wounds characteristic). For each $ or 6 rolled on p
these additional dice, the Wizard immediately adds a dice 1o his any’s power pool. ¢ ‘:;i

e

4 DOOM AND DARKNESS Cast on 10+
Spirits of the departed assasl the caster’s Joss, sapping thesr resolve.

Remains in play. Doowm and Dashness is a hex spell with a range of 24,
The target suffers 2 -3 penalty to its Leadership, The Wivard can
choose to extend the range of this spelt to 48", If he does so, the
casting value is increased to 13+

5. THE FATE OF BJUNA Cast on 13+
Biuna was a mighty warrior, so the story goes, but famonsty never
smiled — leastways nor untél the trichster &od cursed him to langl)
until his sides ruptured and split. Tollers of this tale cannot agree

whose fate was worse: Bjuna’s, or the servants who Aad ta clean
up the mess.

The Fate of Bjuna is a direct damage spell with a range of 12" and
targets a single enemy model (even a character in 2 unit). The target
suffers a number of hits equal to 2D6 minus his own Toughness.
Hits from the Fate of Bjuna cause a wound on aroll of 24, with no
armour saves allowed. If the target survives, he is subject to
Stupidity for the remainder of the game.

6. THE PURPLE SUN OF XEREUS Cast on 15+
A colossal orb of purple-edged darkness materialises upon the
baslefield. Thase who do not escape 315 touch are turned to inert
and unfeeling crystal,

Remains in play. The Purple Sun is a magical vortex that uses the
small round template, Onge the template is placed, the player then
nominates the direction in which the Purple Sun will move.

To determine how many inches the template moves, roll an artillery
dice and multiply the result by 3. Any model touched by the
template must pass an Initiative test or be slain outright with no
saves of any kind allowed. If the result on the artillery dice js a
misfire, centre the template on the caster and roll a scatter dice and a
D6. The template moves the number of inches equal to the result of
the D6, in the direction shown on the scatter dice (i you roll a Hiel,
use the little arrow shown on the Hitl symbol). In either event, in
subsequent turns, the Purple Sun travels in a random direction and
moves & number of inches equal to the roll on an artillery dice. Ifa
misfire is rolled in subsequert turns, the Purple Sun collapses in
upon itself and is removed. A particularly brave Wizard can infuse
the Parple Sunt of Xevens with more power, so that it uses the large

round template instead. If he does s0, the casting value is 25 4-,

THE LORES OF MAGIC
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SELECTING MAGIC ITEMS

Rach Warhammer Armies book describes in
detail the many different kinds of magic item
that each army can use. Here we shall examine
the magic items that are commonly used by alt
races. Where a model has the option of choosing
one or more magic items, it will be clearly stated
in his army list entry, as will any restrictions on
the magic items he can take. If a magic item is
listed both here and in your Warhammer Armies
book, use the points value printed with the latter
— some races have lesser or greater access to
certain magic items, which is reflected in their
points value.

Ln addition to any specific restrictions noted in
the relevant Warhammer Armies book, there are
rules that govern the selection of all magic items,
regardless of the bearer’s allegiance. These can
be summarised as follows:

UNIQUE

Magic items are considered to be unique — you
can only have one of each in your army unless
otherwise stated in the magic itern’s rules.
Whilst 1 describe the magic items in this
appendix as ‘common’ I mean to say that they
are common to all armies in the Warhammer
world and not that they are commonplace in any
sense. Fven the least potent magic item 1s a
dangerous device, steeped in the fickle powers of
sorcery, and is extremely rare. A fortunate
hoarder of trinkets can consider himself lucky to
sce ene example of a particular ‘common’ magic
item in his fifetime, if at all,

MAGIC TTEMS

The Warhammer world is rich in magical artefacts and holy relics of great power.
Soul-drinking swords, impenetrable suits of armour, ancient tomes of sOreerous
knowledge and lost rings of incalculable might — many a war has been fought solely
for the possession of such treasures and the power they bestow.

BALANCE OF POWER

Usually, only characters can carry magic items,
Each model can only carry one of cach type of
magic item, Magic items are divided into six
categories: Magic Weapons, Magic Armour,
Talismars, Enchanted Items, Arcane Items and
Magic Standards. Each category covers a
particular kind of item and “family’ of effects —
Magic Weapons give bonuses fo a model’s
fighting skill, for example, whilst Talismans
provide protection. A model can only ever
choose one item from each category. If he were
to do otherwise, the magical emanations from
two similar types of item would overlap, cancel
out and ultimately explode in a suitably messy
fashion (although it would probably look very
spectacular, so it wouldr’t be a complete loss),
The only exceptions to this rule are some special
characters, who might well have two magical
weapons, for example. In these (rare) cases, we
assume that magical safeguards have been built
in to the items so that both can be borne by the
same Individual.

MAGICAL INTERFERENCE

Wizards cannot choose magic armour vnless
they have an option for ‘normal’ armour. Magic
is the stuff of dreams and nebulous imagination,
and rests uneasily alongside the physical. There
is little more real and physical than wrought
metal, and its tenacious actuality casts a peculiar
and unyielding shadow in 2 Wizard’s mind. As 2
result, most Wizards cannot wield the Winds of
Magic if they wear armour of any kind — their
magical senses are smothered by the armour's
embrace -- and so cannot choose an item of
Magic Armour.

The only exception to this is when a Wizard has
armour as part of his standard equipment or an
optien for ‘normal’ armour, such as light armour,
or a shield. Such sorcerers have tained their
mind to focus and can wear armour without
confusion or penalty. The chief examples of this
kind of Wizard are the dread Chaos Sorcerers of
the frozen north.




MAGIC WEAPONS

Magic weapons arc artefacts of bloodshed, pure
and simple — they grant the wicider extra
abilities or an increased characteristic profile so
that he might better slay his enemies.

Unless otherwise stated, a magic weapon is
treated as a hand weapon, and follows the rules
for such, with these exceptions:

® A magic weapon cannot be used alongside an
additionat hand weapon to gain an extra attack.

* A magic weapon cannot be used alongside a
shicld to gain a parry save.

PAIRED WEAPONS

Paired weapons are Magic Weapons that are
bought as a pair. In addition to their other
effects, paired weapons grant the bearer the
Fxtra Attack special rule,

WHAT'S IN A NAME?

The magic weapons listed below often have a
name that describes them as specifically being a
sword or another particular type of weapon. This
doesn't mean that the mode] has to have a sword
to use the ‘Ogre Blade’. We can simply assume
that his axe, hammer or other suitable hand
weapon has the same properties and is, for
example, an ‘Ogre Axe’,

I'M USING THIS ONE

A character that has 2 magic close combat
weapon cannot use any other close combat
weapons (his magic weapon is his pride and joy,
and he’s sure as sunrise going to use it). If a
character has more than one magic weapon, he
must choose which one to use at the start of the
combat (unless a rule specifies that both can be
used at the same time) — the chosen weapon
must be used for the duration of the combat.

;

GIANT BLADE 60 points
Close combat attacks made with this sword are
resolved at +3 Strength,

SWORD OF BLOODSHED 60 points
The wiclder has +3 Attacks.
OBSIDIAN BLADE 50 points

Armour saves cannot be taken against wounds
ciused by the Ohsidian Blade.

OGRE BLADE 40 points
Close combat attacks made with this sword are
resolved at +2 Swength.

SWORD OF STRIFE 40 points
This wiclder of the Sword of Strife has +2 Attacks.

FENCER'S BLADES 35 points
Paired weapons. The bearer has Weapon Skill 10,

SWORD OF ANTI-HEROES 30 points
The bearer has + 1 Strength and 4+ Attack for
every encmy character in base contact with him or
his unit. These honuses are calculated at the start of
cach round of clese combut and last until its end.

SPELLTHIEVING SWORD 25 points
A Wizard that suffers unsaved wounds from the
Spellthieving Sword losts one of his spells
{determined randomly) for each unsaved wound.

SWORD OF SWIFT SLAYING 25 points
The wiclder of the Sward of Swift Slaying has the
Always Serikes First specia) rule,

SWORD OF BATTLE
The wielder has +1 Artack.

20 points

BERSERKER SWORD 20 points
The bearer has the Frenzy special rule and can
never lose his Frenzy.

SWORD OF MIGHT 20 points
Close combat attacks made with this sword are
resolved at +1 Strength.

GOLD SIGIL SWORD 15 points
Attacks from the Gold Sigil Sword are made at
Initiative 10.

SWORD OF STRIKING 15 points
Attacks made with the Sword of Striking receive a
+1 benus to hit.

BITING BLADE 10 points
Close combat attacks made by the Biting Blade are
armour piercing.

RELIC SWORD 10 points
Attacks made with the Relic Sword will always
wound on a 5+, unless they would normafly need a
lower resuit.

SHRIEKING BLADE 1) points
The bearer causes Fear.
TORMENTOR SWORD 5 points

A monster or character that suffers an unsaved
wound from the Tormentor sword has the Stupidity
special rule for the rest of the game,

WARRIOR BANE 3 points
A monster or character that suffers unsaved wounds
from Warrior Bane permanently loses one Attack for
cach unsaved wound (to 1 minimum of Attacks 1.

MAGIC 1TEMS




MAGIC ARMOUR

This section contains enchanted suits of armour
~ magical breastplates, ensorcelled shields, and
so on. Only the most influential characters will
be clad in magical armour from top to toe. Most
characters might have a single piece of magical
armour, which they combine with ardinary
pieces of equipment.

Except where otherwise stated, magical suits of
armour and shields follow the same rules as

mundane ones, but keep in mind that;

* A model can only have vne suit of armour and
one shield, so if you give 2 mode] 2 magical suit
of armour or a magicat shield, it replaces any
mundane equivalent already worn by the model,

* A magic shield is treated as a normal shieid,
but cannot be used alongside a hand wenpon
to gain a parry save,

—

ARMOUR OF DESTINY 30 points
Quern Khalida HMeavy armour, The Armour of Destiny grants the
wearer 2 4+ ward save.

TRICKSTER'S HELM 50 points
The wearer counts his armour save as being one
point higher than normal, Any successful rol} to

. wound made against the wearer of the Trickster’s
Hetm must be re-rolled.

ARMOUR OF SILVERED STEEL 45 paints
The Armour of Silvered Steel grants its wearer

a 2+ armour save that cannot be improved by

i any means.

ARMOUR OF FORTUNE 35 points
Heavy armour. The Armour of Fortune grants the
wearer 2 5+ ward save,

HELM OF DISCORD 30 points
The wearer counts his armour save as being one
point higher than normal, In addition, at the start of
each Close Combat phase, choose an enemy
character in base contact with the bearer or his unit.
That charecter must immediately take a Leadership
test. If the test is failed, the character succumbs to
the helm’s sibilant whispers of malice and jealousy.
In this Close Combat phase, the victim cannot make
attacks and is hit automatically.

MAGIC ITEMS

GLITTERING SCALES 25 points
Light armour. Enermies suffer a -1 to hit penalty
when attempting to strike the wearer in close combat.

SHIELD OF PTOLOS 25 paints

Shield. The bearer has a 1+ armour save againsi
shooting attacks.

SPELLSHIELD 20 points
Shield. The bearer gains Magic Resistanee (1).

GAMBLER'S ARMOUR 20 points
Heavy armour. The Gambler’s Armousr grants the
wearer 2 6+ ward save,

DRAGONHELM 10 points
The wearer counts his armour save as heing one
point higher than normal. The wearer has a 2+
ward save against flaming attacks.

ENCHANTED SHIELD 5 points
Shield. The bearer counts his armour save as being
two points higher than normal, rather than the
usual one point that a shisld would normally grant.

CHARMED SHIELD 5 points
Shield. One use only. The first hit suffered by the
bearer of the Charmed Shield is discounted on a
roil of 2+




TALISMANS

The Talismans category includes charms,
amulets and other tokens of protection.

T T e e e o

TALISMAN OF PRESERVATION 45 points
The Talisman of Preservation grants the bearer a 4--
ward save.

QBSIDIAN LODESTONE 45 points
The Obsidian Lodestone grants Magic Resistance (3).

TALISMAN OF ENDURANCE 30 points

The Talisman of Endurance grants the bearer a 5+
ward save.

OBSIDIAN AMULET 30 points
The Obsidian Amulet grants the bearer Magic
Resistance (2),

DAWNSTONE 25 points

The bearer re-rolls failed armour saves.

OPAL AMULET 15 points
One use only. The Opal Amulet bestows a 4+ ward
save against the first wound suffered by the bearer,
after which its power fades and it cannot be used again
during the game.

MAGIC STANDARDS

OBSIDIAN TRINKET 15 points
The Obsidian Trinket grants Magic Resistance .

TALISMAN OF PROTECTION 15 points
The Talisman of Protection grants the bearer 3 6+
ward save.

SEED OF RERIRTH 10 points
The bearer of the Seed of Rebirth has the
Regeneration (64 special rule.

DRAGONBANE GEM 3 points
The bearer of the Dragonbane Gem has a 2+ ward
save against flaming attacks.

PIDGEON PLUCKER PENDANT 5 points
This item grants the bearer 2 S+ ward save against
wounds caused in close combat by models that have
the Fly special rule.

LUCKSTONE 3 points
One use only. The Luckstone allows
the bearer to re-roll a single failed armour save,

Some units are allowed to carry magic banners,
as detailed in their army fist entry. A Magic
Standard can only be carried by a standard
bearer, as shown in the army [ist in the relevant
Warhammer Armies book.

The only character permitted to carry a Magic
Standard is the army’s Battle Standard Bearer.

RAMPAGER'S STANDARD 35 points
A unit with this magic standard can re-roll its
charge distance dice.

WAILING BANNER 50 points

A unit with this banner causes Terror in its enemies.

RANGER'S STANDARD 50 points

A unit with the Ranger’s Standard has the Strider
special rule.

RAZOR STANDARD 45 points
Models ir a unit with the Razor Standard have the
Armour Piercing special rule.

WAR BANNER 35 points

A unit with this binner adds +1 to combat resolution.

BANNER OF SWIFTNESS I5 poiats
Models in a unit with the Banner of Swiftness have
+1 to their Movement characteristic,

LICHEBONE PENNANT 15 points
Maodels in a unit with the Lichebone Pennant have
Magic Resistance (1),

STANDARD OF DISCIPLINE 15 points
Models in a unit with the Standard of Discipline
have +1 Leadership, but cannot use the General’s
Inspiring Presence special rule.

BANNER OF f0 points
ETERNAL FLAME

Models in a unit with the Banner of Eternal Flame
have Flaming Attacks.

GLEAMING PENNANT 5 points
One use only, A unit with the Glearning Pernant
can re-oll its first fajled Leadership test.

SCARECROW BANNER 5 points
A unit with the Scarecrow Banner causes Fear in
madels with the Iy special rule.
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ARCANE ITEMS

Arcane items are items that enhance a Wizard’s
magical powers in some fashion. Only 2
character with a Wizard leve] can carry an
Arcane ltem. Characters with no sensitivity to

- —

magical essences and mysteries will either find
an Arcane [tem useless and inert, or have their
brains sucked out through their cars should they
try to use it.

BOGOK OF ASHUR 70 points
The bearer receives a +1 bonus on attempts to cast
and dispel.

FEEDBACK SCROLL 50 points
One use vnly. When an enemy spell has been cast, a
‘Wizard who has a Feedback Scroll can read it instead
of attempting to dispel the spell.

The spell is cast as normal, but, after the spell has
been resolved, roll a dice for every dice used to cast
the spell. The casting Wizard takes a wourd for every
result of 5+ rolled, with no armour saves allowed.

SCROLL OF LEECHING 50 points
One use only. When an enermy spell has been cast, a
Wizard wha has a Scroll of Eecching can read it
instead of attempting to dispel the spell. The spell is
cast as normal, but, after the spell has been resolved,
the bearer of the scroll adds a number of dispel dice to
his pool equal to the number of dice used to cast the
spell (remember that your dispel paol cannot exceed
12 dice).

SIVEJIR'S HEX SCROLL 30 points
One use only When an enemy spell bas been cast, &
Wizard who has a Hex Scroli can read it instead of
attempting to dispel the spell. The spell is cast as
normal, but a portion of the spell’s energy is
transformed and redirected at the caster. The enemy
wizard can resist the spell’s effects by rolling equal to
or under his wizard level on a D6, If he fails, an
amnphibian transformation takes hold and he becomes
a small, slimy toad! Whilst transformed, the wizard
cannot channel or cast spells, all of his magic items
and mundane equipment (armour, Weapons, etc.)
temporarily stop working and all of his charactenistics
are reduced to 1 (except for his wounds, which are
unaffected). His controlling player can roll 2 D§ at
the start of each of his subsequent magic phases; the
spell dissipates on 2 roll of 4+ and the wizard returns
to his normal form (but still attempts to eat flies for
several days afterward),

POWER SCROLL 35 points
One use only. A Power Scroll can be used when the
Wizard makes a casting attempt, During that casting
atiernpt, any roll of a double will cause irresistible
foree (and a miscast).

WAND OF JET 35 points
One use only. The bearer can increase one of his
casting results by an additional +D§, after other
casting dice have been rolled. This extra power dice
cun contribute tw casting a spell with irresistible force
G o maisenst),
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FORBIDDEN ROD 35 points
One use only. The forbidden rod adds + 16 dice 10
the power pool at the start of the casters uwn magic
phase, but also inflicts D3 wounds un the bearer (with
ne armour saves allowed).

TRICKSTER'S SHARD 25 points
One use only. Declare you are using this item a1 the
start of one of your magic phases. For the duration of
the phase, when one of the bearer’s spells is dispeiled
by an enerny wizard, roll a D6, On 2 § -+, thal wizard
suffers a wound with no armour saves aflowed,

EARTHING ROD 25 points
One use only. If the wizard rolls on the miscast table
he can re-roll the result.

DISPEL SCROLL 25 points
One use only. When an enemy spell has been cast, o
wizard who has a dispel scroll can read it instead ol
attempting to dispel the spell by using dispel dice.
This automatically dispels the enemy spell; no dice
roll is required. Note that even a dispel scrolt witl nol
help if the spell has been cast with irresistible force.
Note aiso that a dispe! scroll cannot be used to dispel
spells that remain in play other than at the moment
they are cast.

POWER STONE 20 points
One use only. The Wizard can declare that he js using
the power stone immediately before casting a spell. If
he does so, two extra dice are added to the power dice
that he is going to rofl (you stll need to roll at Jeast
one dice from the power peol).

SCEPTRE OF STABILITY 15 points
Cne use ondy. The bearer can choose to increase ong
of his dispel results by an additional +D6, after his
other dispel dice have been rolled. “This extra clispel
dice can contribute to dispelling with irresistible force.

CHANNELLING STAFF 15 points
The Wizard adds -1 to il of his channeding atemps,

SCROLL OF SHIELDING 15 points

One use only. When an enemy spelt has been east,
Wizard who has a Scroll of Shiclding van read it
instead of attempting to dispe] the spell, The spell is
«ast as normal, but the target of the spell s granted a
4+ ward save against any wounds caused by the spell.




ENCHANTED ITEMS

The Enchanted Items category includes ali
manner of wonderful artefacts too unique or
specific ta be included in another category.

They are often amongst the most prized magical
itemns to possess,

WIZARDING HAT 100 points
The wearer is treated as being a Level 2 Wizard
who can use a randomly chosen spell Jore. However,
he also has the Stupidity special rule.

FOZZRIK'S FOLDING FORTRESS 100 points
After deployment zones have been agreed, but
before the armies have been deployed, place a
watchtower building (or scratch-huilt structure of a
similar size) in your deployment zone to represent
the Folding Yortress. This is treated as a standard
building (sce page 126 for details).

If you do not have a suitable building to place, you
canaol use Fozzril's Felding Fortress.

ARABYAN CARPET 50 points
Infantry or menstrous infantry models on foot only.
The owner of this magical carpet has the Fly special
rufe, Flowever, he cunnot join units.

CROWN OF COMMAND 35 points
The hearer of the Crown of Command has the
Stubborn special rale,

HEALING POTION 35 points
One use only. The Healing Potion can be drunl at
the start of the controlling player’s turn. The
imbiber immediately recovers D6 Wounds lost in
the battle.

FEATHERFOE TORC 35 points
Flying creatures (and their riders) must re-roll
successful rolls to hit against the bearer (and any
unit he is with) in close combat.

RUBY RING OF RUIN 25 points

Bound spell (power levet 3). The Ruby Ring of Ruin
contains the Firebalt spell (see the Lore of Fire).

THE TERRIFYING MASK OF EEE!25 points
The wearer of this mask causes Terror. However,
other models can never use his Leadership.

POTION OF STRENGTH 20 points
One use only. The Potion of Strength can be drunk

at the start of any player’s turn. The imbiber has +3
Strength until the end of the turn.

POTION OF TOUGHNESS 20 points
One use only. The Potion of Toughness can be
drunk at the start of any player’s turn. The imbiber °
has +3 Toughness untit the end of the turn,

THE OTHER
TRICKSTER'S SHARD

Models in base contact with the bearer (friends and
foes) must re-roll successful ward saves.

I5 points

IRONCURSE ICON 5 points
The character (and any unit he is with) gain a 6+
ward save against war machine weapons.

POTION OF FOOLHARDINESS 5 points
One use only. The Potion of Foolhardiness can be
drunk at the start of any player’s turn. The imbiber

bas the Immune to Psychology and the Devastating
Charge special rules until the end of the player turn.

POTION OF SPEED 5 points
One use only. The Potion of Speed can be drunk at
the start of any player’s turn. The imbiber has +3
Initiative until the end of the turn,

Chans Sorcerer of Treentoh
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PLAYER TURN

I MOVEMENT PHASE

Under normal circumstances, each unit can
act in just one of the following sub-phases:
1. Start of Turn
. Charge
ul.  Compulsory Moves
iv.  Remaining Moves

2. MAGIC PHASE
Roli for Winds of Magic, then follow the
steps below until the player cannot, or does
not wish to, cast any more spells:

1 Cast

i.  Dispel

iii.  Spell Resolution

. Next Speil

3. SHOOTING PHASE

Work through each unit that wishes
to shoot, one by one, following

the steps below:

1. Nominate Unit to Shoot
i.  Choose A Target

. Roll to Fit

iv.  Roll to Wound

. Take Saving Throws

vi.  Remove Casuaities

4 CLOSE COMBAT PHASE

The player whose turn it is decides which
order to resolve close combats, each time
following the steps below:

i.  Fighta Round of Close Combat
ii.  Calculate Close Combat Result
iii.  Loser takes a Breal Test

. Flee and Pursue

— e~

MOVEMENT

_ ———

MOVEMENT TYPES SUMMARY
All Movement is calculated at the speed
of the slowest model in the unit.

Movement
Characteristic

Normal Move =

March Move = Movement
Characteristic x 2

Charge Roll = Movement
Characteristic + 26"

Flee Roll = 2Dg*

Pursue Roll = 2Dg*

* IF the unit has the Swifistride spocial rule, rolt 306
and wse the two highest dice scores.

]

SHOOTING

TO HIT

Bailistic Skill 1 2 3 4 5 g 7 8 910
ToHitscore 6 5 4 12 1 ¢ -1 -2 -3

SHGOTING MODIFIERS

Moving and Shooting -1
Firing at Long Range -1
Standing and Shooting -1
Target Behind Soft Cover -1*
Target Behind Hard Cover -2

Target has Skirmishers special ruie -1

* If the rarget is in both soft and hard cover, uge only the
hard covver modifier

7+ TO HIT

7 6 followed by a 4, 5or 6
8 6 followedbyasors

9 6 followed by a 6

10+  Impossible!
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COMBAT
COMBAT RESULT POINTS
i\ Wounds Inflicted + 1 combat result for each wound inflicted.
Charge! +1 combat result if the unit charged.
Extra Ranls -+ 1 combat result for each extra rank with at least five models, to a maximum of +3.
Count the highest rank bonus on your side in the fight *
Standard +1 combat result for one or more standard bearers.
Flank Attack F1 combat result if your unit is fighting the enemy unit’s flank.**
Rear Attack +2 combat result if your unit is fighting the enemy unit's rear.**
The High Ground *+1 combat result if one or more of your units charged downhill.
| Battle Standard +1 combat resuit for one or more Battle Standard Bearers.
Overkill + 1 combat result per excess wound caused in a challenge, to 2 maximum of + 5.

!
)
& " Cmanr b claimed by units that are being artacked in the flank or rear by ensusies that themselves havue one or move entra vk

* Can anly be claimed once per facing, per untl,

TO HIT CHART ARMOUR SAVES
TARGET'S WEAPON SKILL Armour Saving Throw
b 1l213lai5|6]7!8|09]10 None None
j Lt j 4t 5+ s+ | s+ st 5+ ] sk ' s+ s+ Lightarmour 6+
e — f : ; i Light armour and shield 5+
, ; 2 34+t 4+ 44 ] 4+ | 5+ i} 54 i 5+ 5+“ S5+ 0 54 Heavy armour I
%5 3! b3 A | 4 4 | S| S+ 5+ 5+ Heavy armour 2nd shield 4+
g 413+ 3+ |3+ | 4+ | 4+ | 44+ 4+ | 4+ | s+ | s+ | Mounted + no armour 6+*
- ; i Mounted + light armour S+*
- : i i 24
B 5_ NER AN Tl Bl R R R s Mounted + light armour and shield = 4+*
w 0 3+ ' 3+ ; 3+ 1 3+ 3+ S A QAT 4t Mounted + heavy armour 4%
é 7 3+ { 3+ 0 34 | 34| 34 1 3+ | 4+ | 4t | 4+ A+ Mounted + heavy armour and shield 3+4#
1 é 8 -3;_; I+ | 3+ |3+ T3a i 3T E 3+ | 4t |4 [ a7 * If the madel’s mownt has barding, these saves improve by ane poin,
T 913t 3+ P34 3+ 03+ ) 3+ D3+ Do Taq T ar ARMOUR SAVE MODIFIER TABLE
10 3+ | 3+ 3 | 34 | 34 | 3+ | 34 | 3+ | 3+ | 44| Swength 4 5 6 7 3 9 1

Modifier L2 3 4 5 6 7

TO WOUND CHART ’
' TARGET'S TOUGHNESS
1'2]3!'4ls5]le6l71l8,9]10 W
1 4+ f 5+ 16+ |6+ 716+ 6+ 6+ 16+ ! g+ 6+ PANIC
- 2 3+ l At [ S+ 16+ 6+ |6+ [ 6+ | 6+ | 6+ 6+h_ A unit immediately takes a Panic test when: X
5 3 2: 3 4t LS 6k L6+ | 6+ 6+ | 6+ | 6+ * A unit suffers 25% casualtes. I
é 4 24 24 {3+ L4+ | S+ 16+ | 6+ | 6+ | 6+ | 64 * A friendly unit is destroyed within 6",
& o o A o e s
© 5 24 |24 |2+ |3+ 4t |5+ | er Ter Ter T es A ‘fnendly unit fails a brt.zak test ththin 8",
@ - * Itis fled through by a friendly unit.
g 6 2+ 2+ ! 2 P24 34 4t st 6t 6k | 6 Only one Paric test is taken per phase.
= 7 24+ 2+ I 2+ |24 | 2+ |3+ | 4+ | 54+ | 6+ | 6+
{ %8 2+ 2+ 2% |24 2% 2% 3t 4 55 en
9 2+ 24 2+ 2+ Do+ 24 2w [ 3% | 4t | 5+
10 Ers T ey

24 2+ 2+ 24 2+ 24, 24 "2t 3+ |
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MAGIC

GENERATING POWER AND DISPEL DICE
1. Roll 2D6 for Winds of Magic.
i. Power Pool = total result,

iti. Dispel Pool = highest scoring dice result.
v Jivery Wizard channels one extia dice on the roll of 2 6,
v, Neither the power nor the dispel poul can exceed {2 dice.

CASTING SUMMARY

If the dice roll + caster’s Wizard Jevel (the casting total)
beats the spell’s casting value, the spell is cast.

|

I

!

| Flowever...

|+ ...if the total dice rol is less than 3, the spell fails.

| * - .if two or more 65 are rolled, the spell is both cast with
drresistible force, and miscast,

v ® Spells cast with irresistible force cannot be dispelled.

DISPELLING SUMMARY

If the dice roll + dispelling Wizard’s level (the dispel total)
beats the spell’s casting total, the speil is dispelicd.

However. ..
.--if the total of the dice roll is less than 3, the dispel fails.

-..if the dispel attempt contains two or more &s, the dispel
automatically succeeds.

a

|
|

i}

( SPELL TYPES DIRECT MAGIC AUGMENT HEX MAGICAL
( DAMAGE MISSILES VORTEX
) Lic within forward arc? Y Y N N Y 1
i Needs line of sighc? N Y ; Y Y Y l
i) Must be within range? Y Y Y Y Y !
i Can be trgered into combat? | N N ’ Y Y a/a
j Targets friends N N Y N nfa [
{ Targets enemies Y Y N Y nfx

. — 3
5 MISCAST TABLE

2D6 RESULT B 2D6  RESULT

2-4  Dimensional Cascade. Centre the large round 7 Detonation! All models in base contact with the

template over the Wizard - every model underneath
the template (including the Wizard) suffers a
Strength 10 hit, Once the damage has been resojved,
roll a 6. On the score of 3 or less, the Wizard is
removed as a casualty. On a roll of 4-6, D6 dice are

} lost from the power pool instead.

5-6  Calamitous Detonation. Centre the small round
template over the Wizard — every model underneath
the tempiate (including the Wizard) suffers a
Strength 10 hit. Additionally, D6 dice are lost from
the power poaol,

. @ SUMMARY

Wizard (but not the Wizard himself) suffer a
Strength 10 hit. Additionally, D6 dice are lost from
the power pool.

8-9  Magical Feedback. The Wizard and every model
on the same side that can generate power or dispel
dice suffer a Strength 6 hit. Additionally, D6 dice
are lost from the power poo).

10-12

Power Drain. The Wizard’s level is reduced

by D3, to a minimum of 0 and he forgets a single
spell for each Wizard level lost {the first is the spell
that was miscast — other spells lost are determined
randomly). The Wizard cannot attempt to cast
farther spells this phase.




REFORMING TROOP TYPES
TYPE WHEN Id TEST? , RANK'  HORDE SUPPORTING SWIFT-
‘Normal’ Reform  Before moving No 'WIDTH + WIDTH | ATTACKS ’ STRIDE?
. . ) Infantry 5 10 ] No
Swift Reform Ist after making a Yes* | | \
normal reform i War Beasts] 5 P10 [ ! .
I
) s Cavalr 5 1o 1#* Yes
Combat Reform After passing Break test  Yes®#* Ay | | ¢
(lost fight) Monstrous 3 i 6 Upto3  No
l ! Infantry | i !
Combat Reform | After enemy has passed | No Monstrous 3 p Upto3 Yes
(won/drew fight)  Break test "
i Beasts
Restrain and After enemy has fled Yes Monstrous 3 E 6 Up to 3 Yes
Reform from combat Cavalry E
\ |
Restrain and | After wiping out all | No Monsters n/a n/a n/a No
Reform ; combat enemies E Chariot | n/a | nfa ] No ; Yos
® Requires o msician. Swarms 5 10 1 No
B L avdership test is modified by the avmont the  fight was lost by. * The mount does not make Supporiing attacks,

BLACK POWDER WAR MACHINE STONE THROWER
MISFIRE CHART MISFIRE CHART

Dé RESULT D6 RESULT
1-2 Destroyed! The war machine is destroyed. 1 Destroyed! The war machine is destroyed.
3-4  Malfunction. The war machine cannot fre this 2-3 Disabled. The stone thrower suffers a wound and
turn or the next, cannot fire this turn or the next
5-6 May Not Shoot. The war machine can shoot as 4-6 May Not Shoot. The war machine can shoot as
normal again next turn. normal again next turn,
ALIIES CHART TRUSTED SUSPICIOUS DESPERATE ]
Can use allied General’s Inspiring Presence Yes No No
]
Can use allied battle standard’s Hold Your Ground * No No
i
Can be joined by allied characters Yes No No
Cause Panic tests in allies Yes Yes No
Are treated as friendly units for the purposes of spells Yes Yes No
Have to take Dangerous Terrain tests when No No i Yes
i fleeing through allies f
i
Can use allied battle standard if the same race Yes No No

® Only if they are chiosen from the same Armivs bonk.
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