






























































































































































































































































































































































Jungle RULES
THE SKIRMISHES

The ruined cities and temples of the Lizardmen are protected by a number of traps.
Numerous dead-end tunnels lead the explorers in circles and venomous serpents
occasionally swarm through the tunnels, attacking anything that comes in their path. The
plunderers are thus forced to camp in the cities, while they explore the depths of the
temples and plan how to overcome the numerous traps. As most cities host less than half
a dozen small and large temples, many skirmishes are fought for possession of a temple
so that it can be explored without interruption. Many plunderers are shrewd and wait for a
rival warband to retrieve the treasure and then ambush them. However, they still need to
be present in the city to keep an eye on the other warband so that they don't escape into
the jungle unseen. The warbands guard  their accumulated  treasure jealously and will
fight anyone who strays too close. Most of the fighting erupts while the warband makes
their way into the city or tries to set up a new camp closer to a temple. On top of all that,
many warbands are often forced out of their camps by lizardmen hit and run groups.

WARBANDS

There are quite a few new warbands that have been written for this setting. These can be
used in your regular Mordheim games and campaign, if you wish. Similarly, you can use
any of the Mordheim warbands in Lustria - Cities of Gold as well.

TERRAIN

Many players will want to establish house rules when it comes to terrain and this is
encouraged. We have provided the following rules for jungle battles based in Lustria for
your convenience. All rules follow the Mordheim Rulebook except as noted otherwise.    

Open Ground
Models move without penalty

1.) Clear underground passages.
2.) Unobstructed ruined city streets.
3.) Vines and ladders leading up or down.
4.) Bridges with no gaps or gaps less than 1" in length.
5.) Steps leading up or down.

Difficult Ground
Models move at 1/2 speed
1.) Steps that are higher than 1".
2.) Rubble or light shrub.
3.) Shallow swamp or marsh.
4.) Jungles.
5.) Shallow rivers.



Very Difficult Ground
Models move at 1/4 speed
1.) Dense rubble.
2.) Muddy swamp or marsh.
3.) Thorny or dense shrub.
4.) Going against the current of a slow moving river.
5.) Open ground for aquatic models

Impassable Terrain
No movement allowed
1.) Deep rivers or lakes. (Difficult ground for aquatic models)
2.) Quicksand or deep mud.
3.) Going against the current of a fast moving river.

Line of Sight

A stand of jungle trees can be either a group of trees clumped together on a base or two
or more freestanding trees standing near each other. As you want to be able to place your
models in the jungle, there should be enough space on the base for this. It is important
that players work their way through all the jungle terrain on the board to determine if they
are a jungle or simply some trees that happen to be near each other.

1.) A jungle stand of any width blocks LOS to the other side, even a stand 1" wide blocks
line of sight to the other side.
2.) A model must be within 2" of edge of the jungle stand in order to fire out, charge, be
fired upon, or be charged from outside the jungle.
3.) Models inside the jungle stand may see 4" for purposes of shooting and declaring
charges.
4.) Models fighting while in difficult terrain, other than on steps, suffer a -1 penalty to hit.

Swimming

Lustria is a rain forest much like the Amazon Jungle in South America, as such it gets
plenty of rain. Seven to ten months out of the year rivers and lakes stay at peak levels.
Most jungle battles and some ruined city battles will occur around some kind of
waterway. Players should establish which way the river is flowing at the start of the
game. To represent how models interact with water these basic rules apply:

1.) All rivers count as difficult (or worse) terrain for all models except those considered
as aquatic. See Terrain Types above.
2.) Models swimming with the current will double their base move.
3.) Models swimming against the current of a slow moving river may only move a
quarter of their base move, but you may not swim against the current of a fast moving
river.
4.) Aquatic models suffer no reduction of their base move when swimming against the



current of a slow moving river but may not swim against the current of a fast moving
river.
5.) Models wearing armor may not attempt to move through any water deeper than
shallow, shields and bucklers do not count for this as they are assumed to be strapped on
the backs.

Aquatic models in water either swamp, streams or rivers can elect to be "hidden" at the
discretion of the player. Models cannot move upstream in fast moving rivers without
floating transportation, such as a boat or canoe.

Trees and Vines

The ruined buildings of the temple cities are often covered in vines, while still others
have trees bursting through their walls. These vines and trees count as ladders for the
purpose of moving up and down the buildings. Jungle trees can provide both a haven and
a hazard to explorers. A model can climb a tree with a bonus of +1 to their Initiative
value, but a 6 is still a failure. In Lustria a model does not have to be placed at the base of
a tree before it can attempt to climb. As long as there is sufficient movement left to get to
a safe place within the tree the model can be 1 inch away and still climb 3 inches into the
tree provided it passes the required initiative test.

A model placed in a tree can be declared as “hidden” as described on page 29 in the
Rulebook. A hidden model that is discovered or gives its position away is no longer
hidden but is still afforded cover. If a model is knocked down or stunned while in a tree it
has to take an initiative test with a penalty of –1 or fall out of the tree and take falling
damage as described in the Mordheim Rulebook.

A brief word on trees

Many players will find very creative ways to make trees in Lustria that are both
functional from a game standpoint and attractive to put on the table. Our suggestions for
such trees are:

1.) If a tree, or similar nasty place, should house a sniper, place the structure that you
want him standing on no higher than 4" off the table top. This way the miniature can
climb to it in one movement phase.
2.) Make sure the structure is large enough for a 25mm base. We don't usually see
Kroxigors and Rat Ogres climbing trees!
3.) It's a good idea to make the bases so that several trees can be placed together to form a
clump or tree stand. Tree bases made in a “jigsaw puzzle pattern” work very well this
way. This helps to avoid confusion during the battle.

Fighting in Water

Most players will find it advantageous to fight around or actually in a waterway. We have
included some simple rules to cover fighting in water.



1.) If a non-aquatic model is knocked down in a shallow river or stream they are swept
down river one d6 inches. Aquatic models that are knocked down will not drift with the
current and can still get back into combat the following turn.
2.) If any model is stunned while in shallow water must make an initiative test. If it
passes it can be turned over in the following turn. If it fails it is considered drowned and
will be out of action. The player will need to roll for survival at the end of the game. This
doesn’t mean that the model is gone for good but just a tad bit water-logged!
3.) Any undead model that is knocked down in shallow water will recover as normal to
the standard Mordheim rules for undead.
4.) Any model fighting in a shallow stream while wearing light armour will be considered
out of action if it is stunned. No initiative test is to be taken. This does not apply to
models whose skin or clothing is considered natural light armour. I.e. Amazons’ skins
and charms and the toughened hide of Skaven.

Carnivorous Plants

The jungles of Lustria are home to a wide variety of carnivorous plants. A typical plant's
profile is shown below. These plants make an appearance in a few of the scenarios. You
can include these in your games if all the players agree.

Profile M WS BS S T W I A Ld
Carnivorous
Plant 0 2 0 4 2 2 1 2 7

Fighting against a carnivorous plant is handled much the same way as two warriors
would do battle. The plant will attack any model that stops within a 3" radius of it and the
attacks are made during the combat phase, as normal. The plant always strikes first in the
initial round of combat unless the model it is fighting has been outfitted with a pike. The
pikeman will go first.

If the plant suffers a wound in any round, roll against it’s leadership. If the check is
failed, the plant will attempt to defend itself. If this occurs, it’s Toughness and
Leadership will increase by +1 point and it’s attacks will decrease by -1 point until it is
left alone or wins a round of combat.

If a model is put out of action by a plant, the player must roll for casualties as normal,
however both Heroes and Henchmen roll a single D6. On a roll of 1, the model was eaten
by the plant and is removed from the campaign. Of course, these are only basic rules and
stats for any carnivorous vegetation. We encourage players to create different varieties
and interesting rules for these nasties. Any model that kills a carnivorous plant will
automatically be awarded 1d6 gc due to finding all the loot from the plant’s past victims.

SCENARIOS



Use these scenario tables instead of the one on page 126 in the Rulebook. We have
included a separate table for multi-player scenarios as this setting works very well with
these games. As usual, the winner of a scenario may roll one extra dice in the exploration
phase. Roll 2D6 to work out which scenario to play:
(Please note that in future issues of the Town Cryer we will present all the rules for
each scenario where applicable.)

2D6 Two-player scenarios
2 The warband with the lower rating picks the scenario.
3 The Hunters become the hunted
4 The Secrets of Beujuntae
5 Skirmish
6 Jungle Skirmish
7 Dem’s My Gubbinz!
8 Island Hopping
9 Defend the Find
10 Hidden Treasure
11 Chance Encounter
12 The warband with the lower rating picks the scenario.

2D6 Multi-player Scenarios
2 The warband with the lower rating picks the scenario.
3 The Hunters become the hunted
4 The Secrets of Beujuntae
5 Lost Temple of Slann
6 Jungle Skirmish
7 Treasure Hunt (WD 242)
8 Street Brawl (WD 242)
9 Island Hopping
10 The Pool (WD 242)
11 Ambush (WD 242)
12 The warband with the lower rating picks the scenario.

An interesting scenario to try is “kidnapped” from WD 234, where a Lizardmen player
takes over the role of the Possessed in sacrificing a captive. If the Lizardmen manages to
sacrifice the captive they earn 3D3 exp to distribute among its heroes.

NEW SKILLS

Add this skill to the Academic skill list.

Tomb Raider
The hero is experienced in traversing the underground tunnels to locate the hidden
chambers. If the hero was not taken out of action and is free to explore in the Exploration



phase, you may re-roll one dice on the Exploration chart. Note that this skill replaces the
Wyrdstone Hunter skill in the Mordheim Rulebook.

SERIOUS  INJURY  CHART

Use the Serious Injury chart on page 119. As there are no Fighting Pits in Lustria treat
"Sold to the pits" as "Animal Attack".

Animal Attack

The Hero stumbles upon a nest and finds a baby Cold One. Unfortunately for the hero,
the mother has returned from an unsuccessful hunt. The Hero must fight the beast to
escape. Place the Hero and the Cold One 6" away from each other, roll off to determine
who gains the initiative and takes the first turn. If the hero wins the fight, he earns +1 exp
for the fight, and another +1 exp if he kills the Cold One. In addition, the hide will be
worth 50 gold. If the hero loses the fight the mother won’t have to worry about feeding
it’s young one dinner.

Profile M WS BS S T W I A Ld
Cold One 8 3 - 4 4 1 1 2 3

Special rules
Cause fear, in addition, the mother is affected by frenzy.



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

At the end of each battle, each Warband roll on the Exploration chart. This is done  using
the rules on page 134 in the Mordheim Rulebook, but you will use this Exploration chart
instead of the one on page 135. One difference is that while all Heroes that were not
taken out of action, may search the ruins, you have to nominate one of them to lead the
search. There are some multiples that result in a trap or encountering a fearsome monster.
The entry for the result will detail what happens. While the Hero runs a risk of being
seriously injured, it is a good idea to choose a hero with good characteristics as it
improves his chances of surviving the encounter. In Lustria, the Warbands search for
Valuables, in the form of gems, gold items, and exotic furs or stones, rather than
Wyrdstone. However, this makes no difference as far as the rules go, where the rules read
Wyrdstone treat it as Valuables. The only difference is with the skill, Wyrdstone Hunter,
which is detailed in the rules section.

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

EXPLORATION CHART
If you roll several of a kind in your exploration phase, you have found additional items
just as exploring the ruins of Mordheim.

Doubles
(1 1) Metal Axe
The Hero has found a metal axe, a rare item among the Lizardmen but not very
impressive to anyone  else. The axe is decorated with Lizardmen glyphs and its handle is
clad in Salamander skin and inlaid with a few valuable gems.

The axe is worth 10 gc and can be sold for half this price.

(2 2) Stone Mace
The Hero has found an obsidian mace, slightly damaged on one side. It looks as if it has
been put to good use. The mace head is shaped in the form of a bird with emerald eyes.

The mace can be sold for 1D6 gc.

 (3 3) Sacrificial Dagger
This is one of the dreaded sacrificial daggers that the Lizardmen priests use to sacrifice



their captured enemies. The blade is dark brown in color and the handle is inlaid with
blood red gems. It will fetch a good price for the gems, but wizards might be able to use
the blood or life-force absorbed by the blade for their own uses.

It can be sold for 1D6 gc.

(4 4) Onyx Spear
This is a spear with an onyx tip and strips of exotic animal skin or fur tied around the
spear haft.

It’s worth 20 gc and can be sold for half this price.

(5 5) Obsidian Shield
This is a round shield and is made from obsidian with gem and gold insets. It might have
been made to fit a Saurus.

The shield can be sold for 2D6 gc.

(6 6) Obsidian Buckler
This is a small round shield and is made from obsidian with gem and gold insets. This
might be a shield for the small Skinks but it will fit a human as a buckler.

It can be sold for 2D6 gc.

Triples
(1 1 1) Dart Trap
The Hero finds a niche with a beautiful gold statuette. As he grabs it, a dart trap is set
off.

1D6 Strength 1 darts fly at him and will hit him on 3+. On a to hit roll of 6, the darts will
automatically wound. If the Hero has the Dodge skill, he may try to save against each
dart that hits. The statuette can be sold for 2D6 gc.

 (2 2 2) Stegadon Bone Armour
The Hero finds a suit of armour made from a stegadon skeleton.

The armour weighs so much that unless the model has a Strength of 4 they may not be
worn. The armour is accompanied by a Stegadon bone helmet and it counts as a suit of
heavy  armour. It is so heavy  that it confers a -1 movement penalty to the wearer and -2
if combined with a shield.

(3 3 3) Cranium Helmet
This is a helmet made from the cranium of a large beast, these are often worn by Saurus
Totem Warriors or Skink Priests.



This counts as a helmet but can be sold for 2D6 gc.

(4 4 4) Exotic Fur
Your Hero chances upon a Skink hunter, cleaning and preparing the fur of an exotic
animal, the Skink is swiftly dispatched.

The fur can be sold for 2D6 gc.

(5 5 5) Beads
You find a string of exotic beads.

These are worth 2D6 gold.

(6 6 6) Marketplace
The Hero finds what looks to be a Skink marketplace.

Roll to see what items you find:

D6 Result
1-2 D3 Short Bows
3 D3 Daggers
4 Blowpipe
5 Spear
6 Quiver of Hunting Arrows

Four of a Kind
(1 1 1 1) Gold Inlaid Plate Armour
The Hero finds a suit of armour inlaid with gold.

The armour counts as heavy  armour but can also be sold for 4D6 gc.

(2 2 2 2) Skink Corpse
The Hero finds the body of a long since dead Skink.

The body has the following items that you take possession of: a short bow and D3 doses
of Dark Venom

(3 3 3 3) Feather Cloak
You find a heavy  cloak decorated with colorful feathers and gold threads. It was most
likely  worn by a Skink High Priest.

It counts as a Middenheimer Wolf cloak and can be sold for 3D6 gc.

(4 4 4 4) Artisan’s Workshop
Your Hero finds an old Skink artisan’s workshop.



Among the debris you find several uncut gemstones worth D6x5 gc.

(5 5 5 5) Human Corpse
The Hero finds the body of a long since dead human mercenary.

Roll to see what you find what is still usable:

D6 Result
1 Dueling Pistol

2-3 Brace of Pistols
4 Handgun
5 Blunderbuss
6 Brace of Dueling Pistols

(6 6 6 6) Tunnel Entrance
You have found a tunnel that leads to the top level of one of the temple ruins.

You can use the tunnel you found in the next game you play. You may position up to
three warriors (but no large warriors like a Rat Ogre or Ogre) anywhere on the battlefield
as long as they are placed on the top floor of a temple ruin. Place the warriors at the end
of your first turn but they cannot be placed within 8” of any enemy models. This
represents the warriors sneaking forward and shooting the enemy from their elevated
position.

Five of a Kind
(1 1 1 1 1) Map room
The Hero enters into an oval room with a very high ceiling, the ceiling is set with gem
stone form star constellations.

The Hero manages to pluck the lower gems for a total value of D6x10 gold.

(2 2 2 2 2) Snake Pit
As the Hero is making his way around a hole in the floor, he notices that its a nest of
venomous snakes, obviously a snake sacrificial pit. There are several corpses down in the
pit and some of them still have their equipment with them.

You manage to get hold of the following items. Roll for every item separately (apart from
the gold crowns) to see if you find it.

Item D6 Result Needed
Purse with 2D6 gc auto
Dueling Pistol 5+
Sword 4+
D3 valuables 4+



(3 3 3 3 3) Boulder Race
As the Hero pries a carved jade statue from its place in the temple wall, he suddenly
realizes that he triggered a trap. At that moment, a giant boulder comes rolling down into
the tunnel  he’s standing in!

The Hero must roll under his Movement value to escape the boulder or suffer D3 rolls on
the Serious Injury table. If the Hero has the Sprint skill, he may roll two dice and choose
one of them (i.e. the lowest result). Remember that a roll of 6 is always a failure. If the
Hero survives, he at least has the jade statue which  will sell for 50 gold that you can add
to your treasury.

(4 4 4 4 4) Maze like Structure
On the way in the tunnel seemed fairly straight forward, now the Hero is well and truly
lost.

The Hero will miss the next game and possibly others after that too. At the start of the
second game roll a D6 and on a 5+ your adventurer has found his way out and joins the
battle. Each time you roll the dice you may add one to the roll as it is more likely that he
will have found his way out by now. But after three rolls of the dice, if he still hasn't
returned something has befallen him and he isn't coming back at all. However the Hero
will find 1 Valuable per game that he misses.

1st game: missed
2nd game: comes back on 5+
3rd game: comes back on 4+
4th game: comes back on 3+
5th game: lost!

(5 5 5 5 5) Nest
The Hero stumbles upon a nest and finds a baby Cold One. Unfortunately, the mother has
just returned and is not happy to see the intruder.

The Hero must fight the beast to escape. It is a small Cold One. Place the Hero and the
Cold One 6” away from each other, the Cold One automatically gets the first turn  and
charges. If the Hero wins the fight, the baby  Cold One will attach himself to him. Treat it
as a War Hound and mark this on the Hero’s equipment. In addition he earns +1
Experience for the fight, and another +1 Experience if he kills the Cold One. If the Hero
loses the fight roll on the Serious Injury Chart as normal.

Profile M WS BS S T W I A Ld
Cold One 8 3 0 4 4 2 5 2 6

Special Rules
Cause fear, in addition the mother is affected by frenzy.



(6 6 6 6 6) Hidden door
You stumble upon a hidden door and learn how to recognize these in the tunnels.

You may always re-roll one die when making Exploration rolls. Make a note of this on
your Warband’s roster sheet. Second and subsequent Hidden Doors you find do not grant
you any additional re-rolls, but you may find further re-rolls from other sources.

Six of a Kind
(1 1 1 1 1 1) Pool of insight
The Hero enters a room with a pool set in the floor. The surface of the pool is moving
slightly like clouds in a spring breeze. As the Hero gazes into the pool, the clouds fade
away and he is presented with images of the future.

The Hero gains +D6 experience points, but he also gains the Old Battle Wound injury.
Roll a D6 before each battle. On a roll of 1, the Hero recognizes this battle from the pool
and refuses to take part in it as he is afraid that he will be killed. The insight from the
pool is not always beneficial. The Hero is likely to be driven insane. A decade of
remembering haunting images of death and destruction to your friends will do that. In
addition to the experience points, the Hero can now learn from the Academic Skill list
and may learn Lesser Magic if he is already a wizard or if he later learns the Arcane Lore
skill.

(2 2 2 2 2 2) Gold Plaque
The Hero stumbles upon one of the Lizardmen’s sacred plaques. It is still on the body of a
Tilean explorer that had been caught in a vicious trap.

The plaque is worth 100+D6x10gc. Word of the plaque will reach the Lizardmen, who
will hate this Warband for eternity. If a Lizardmen Warband finds the Plaque they will
earn 200 gc worth of rewards by the High Priests.

(3 3 3 3 3 3) Dagger of Sotek
The Hero enters a room that has walls lined with rat skulls and severed rat tails. A
dagger rests on a podium, surrounded by rat skulls. The hilt is in the shape of a twin
tongued snake and the blade is serrated.

The dagger always wounds Skaven on a roll of 2+ and causes critical hits on the roll of
5+. The Hero that wields this dagger is immune to all alone tests caused by Skaven. Giant
Rats and Rat Ogres do count as being Skaven. A Skaven hero can wield the dagger and it
is a potent weapon in fighting for higher positions in the Skaven society. But, on a roll of
1 to wound the Skaven hero takes a wound himself.

(4 4 4 4 4 4) Slaughtered Warband
You find the remains of an entire Warband. Bodies lay scattered among the ruins, killed
by stone tipped  spears and poison tipped arrows.



Profile M WS BS S T W I A Ld
5 3 0 4 4 3 1 2 10

Special Rules
Causes Fear, Natural armour save 4+ and Venomous – any wounds of 5 or 6 are treated
as critical.

6 Coat1
The warrior has surprised one of Lustria’s most enigmatic inhabitants, the Coat1.
Possessing a snake-like body measuring up to ten feet in length and brightly coloured
feathery wings Coat1 are often worshiped by the Lizardmen as a living embodiment of
Sotek.

Profile M WS BS S T W I A Ld
9 4 0 4 3 3 5 2 10

Special Rules
Causes Fear, Venomous – any wounds of 5 or 6 are treated as critical, Flight – As flying
creatures Coat1 are able to traverse the jungles with ease and Magic Aura – being part
magical, the Coat1 has a natural save against hostile magic of 4+.

7 Cold Ones
A dreadful pair of the reptilian beasts have set their bloody – thirsty sights on the
warriors.

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

Special Rules
Scaly skin – Natural armour save 5+ and Causes Fear.

8 River Toll

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

Profile M WS BS S T W I A Ld
6 3 1 5 4 3 1 3 4

Special Rules
Causes Fear, Regeneration – any wound suffered is automatically ignored on a 4+. Only
fire based attacks cannot be regenerated, Vomit attack – A single, Strength 5 hit may be
used in place of the Troll’s other attacks and hits automatically. Trolls are subject to
Stupidity.



You find the following items. Roll for every item separately (apart from the gold crowns
and daggers) to see if you find it.

Item D6 Result Needed
3D6x5 gc Auto
D3 Suits of Light
Armour

4+

Heavy Armour 5+
D6 Daggers Auto
D3 Halberds 5+
D3 Swords 3+
D3 Shields 2+
D3 Handguns 5+
D3 Helmets 2+
D6 Pistols 4+

(5 5 5 5 5 5) Elven Explorer
Deep under the temple you are exploring you find the body  of a long dead Elven
explorer.

You find the following items. Roll for every item separately (apart from the gold crowns
and daggers) to see if you find it.

Item D6 Result Needed
3D6x5 gc Auto
Ithilmar armour 4+
Sword Auto
Holy Relic 5+
Elf Cloak 4+
Elf Bow 4+

(6 6 6 6 6 6) Egg
The Hero finds a small room with a large egg placed on a pillow. It has been left here for
some unknown  purpose.

It can be sold for 2D6x10 gc to a wizard or collector.



 Hazards

‘The teeming landscape of Lustria whispers of dangers only the foolhardy would brave.’
–Roberto Fortuna, Pathfinder

Before the start of the game a D6 is rolled to determine the number of hazards plaguing
the area. Once play begins, each player will Roll a D6 for the Heroes and Henchmen
groups in the Warband. This roll is made Before any movement occurs, and will therefore
exclude any model unable to move. If a ‘1’ is rolled the model or models have stumbled
into harm’s way! Now roll 3D6 and consult the table below.

3D6 Roll Hazard Result
3 Tar pit
4 Reptile Swarm
5 Giant Spider
6 Coat1
7 Cold Ones
8 River Troll
9 Quicksand
10 Giant Constrictor
11 Giant Frog
12 Swamp Flies
13 Pygmies
14 Salamander Nest
15 Vampire Bats
16 Sabre-toothed Tiger
17 Amazon Scouts
18 Man-eating Plant

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

4 Reptile Swarm
A deadly nest of vipers or lizards has been awoke by the warrior’s careless misstep. Roll
D6 + 2 for the number of cold-blooded menaces.

Profile M WS BS S T W I A Ld
5 2 0 2 2 1 5 1 4

5 Giant Spider
Stumbling into the rope-like strands of web has alerted the deadly occupant. The giant
arachnid will attack any models within 3” of it’s lair as well as the initial offender.



9 Quicksand
The jungle floor is full of surprises, but none as subtle as quicksand. The same rules
govern this hazard as the tar pit, except that the model has D6 turns in which to be saved.

10 Giant Constrictor
Tales of snakes reaching gargantuan proportions have not been exaggerated! This
predator will attack any additional models within 2” of the victim using its constricting
coils.

Profile M WS BS S T W I A Ld
6 3 0 5 4 2 4 2 5

Special Rules
Causes fear, Constricting coils- The snake may scarf its normal attacks in the attempt to
engulf its pray within its massive coils. Though its attack has a –1 “to hit” it gains a +1S,
and may wrap up to 3 models consecutively. Anyone so held by the snake is unable to
move and suffers a –2 “to hit” in close combat.

11 Giant frog
A most unusual carnivorous predator, the giant frog possesses razor sharp teeth and can
as long as five feet.

Profile M WS BS S T W I A Ld
7 3 0 5 4 2 4 2 5

Special rules
Causes fear, Tongue Strike- The giant frog may lash out at any model up to 6” away with
its tongue for a single Strength 3 hit.

12 Swamp Flies
A cloud of Lustria’s most common inhabitants has found its mark. The unfortunate
warrior is immobilized for one turn and thereafter suffers a –1 to any rolls involving
combat, and initiative for the rest of the game.

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

Profile M WS BS S T W I A Ld
4 2 3 2 2 1 4 1 8

Equipment
Blowpipe, spear, dagger, and shield

14 Salamander Nest



The Warband has regrettably disturbed the nest of a giant salamander who sees all
models within 8” as a potential meal.

Profile M WS BS S T W I A Ld
6 3 0 4 5 3 4 2 7

Special Rules
Causes fear, Venom spray- The creature may issue forth a cone of poison mist up to 6”
away hitting all models within 2” of the targeted area with Strength 4.

15 Vampire Bats
A swarm of ravenous bats has set upon a warrior from out of nowhere. D6+2 bats will
attack

Profile M WS BS S T W I A Ld
8 2 0 2 2 1 6 1 4

Special Rules
Fly, Erratic- Due to their strange pattern of flight, bats are a challenging targets. All rolls
to hit then suffer a –1

16 Sabre-toothed Tiger
As the Warband stalks the jungle, so too does the jungle stalk the Warband. The primeval
predator has found its prey! Consider the saber-tooth charging for the purpose of combat.

Profile M WS BS S T W I A Ld
6 3 1 5 4 3 1 3 4

Special Rules
Causes Fear, Ferocious Bite- One of the attacks of the Sabre-toothed tiger comes in the
form of a flesh rending bite, which adds +1 to the injury roll with no armour save.

17 Amazon Scout
Lithe, athletic, and amazingly beautiful, Amazons do not take kindly to intruders–
especially male ones! D3+1 scouts are encountered

Profile M WS BS S T W I A Ld
4 4 4 3 3 1 3 1 7

Equipment
Spears, daggers, sling/bows, and light armour.

18 Carnivorous Plant
The jungle does indeed come alive, often in the strangest of forms!



Profile M WS BS S T W I A Ld
0 2 0 4 2 2 1 2 7

Special Rules
The plant will attack anyone within a 3” radius, First Strike- The plant will attack first in
the initial round of combat unless the model is fighting has been outfitted with a pike.
The pikemen will go first.

If the plant suffers a wound in any round, roll against its Leadership. If the check is
failed, the plant will attempt to defend itself . If this occurs, its Toughness and leadership
will increase by +1 point and its attacks will decrease by –1 point until it is left alone or
wins a round of combat.

If a model is put out of action by a plant, the player must roll for casualties as normal,
however both Heroes and Henchmen roll a single D6. On a roll of a 1, the model is eaten
by the plant and is removed from the campaign. Of course, these are only basic rules and
stats for any carnivorous vegetation. We encourage rules for these nasties.

Any model that kills a carnivorous plant will be automatically be awarded 1D6 gc due to
finding all the loot from the plant’s past victims.



Clan Pestilens Warband

Clan Pestilens exist to spread plague and pestilence through their foul rites and experiments. They have been chosen by the Horned
Rat himself as his Disciples of Decay and are responsible for more deaths than any other clan, mainly due to the plagues and diseases
they have unleashed on the cities and empires in the Old World. The main strongholds of Clan Pestilens consist of captured Slann
temple-cities in the humid jungles of Lustria and a mighty stronghold in the southlands. They also have their own quarter in
Skavenblight, maintaining their position as one of the most powerful clans in the Skaven Under-Empire.

Plague Monks favour knives and staffs while the higher ranked members carry heavier weapons and even warplock pistols. The
knives are long and serrated and are often rusty or smeared in rotten corpses to ensure that the any non-lethal wound becomes
infected. The Clan members do not need to wear armour since their bodies are hardened by the diseases they carry they feel little pain,
they rely on their thick fur to protect them. The robes themselves offer protection equal to soft leather and will be considered as light
armour when combined with the scattered pieces of chain mail or plate that some plague monks do wear underneath their putrid robes.

Choice of Warriors

A Clan Pestilens Warband must include a minimum of three models. You have 500 Gold Crowns to recruit your initial Warband. The
maximum number of warriors in the Warband may never exceed 20.

Plague Priest: Each Clan Pestilens Warband must have one Plague Priest to lead it—no more, no less.
Plague Champions: Your Warband may include up to two Plague Champions.
Monk Initiates: Your Warband may include up to two Monk Initiates.
Plague Monks: Your Warband may include up to seven Plague Monks.
Clanrats: Any number of models may be Clanrats.
Slaves: Your Warband may include up to five Slaves.

Starting Experience

A Plague Priest starts with 20 experience.
Plague Champions start with 8 experience.
Monk Initiates start with 0 experience.
Plague Monks start with 0 experience.
Clanrats start with 0 experience.
Slaves start with 0 experience.

Maximum Characteristics

Characteristics for Skaven warriors may not be increased beyond the maximum limits shown on the following profile. If a
characteristic is at its maximum, take the other option or roll again if you can only increase one characteristic. If both are already at
their maximum, you may increase any other by +1 instead. Remember that Henchman can only add +1 to any characteristic.

Profile M WS BS S T W I A Ld
Skaven 6 6 6 4 4 3 7 4 7

Special Clan Pestilens Equipment

Plague Censer
75+5D6 gold crowns

Availability: Rare 12, Clan Pestilens Champions only

A Plague Censer is a hollow spiked metal ball attached to a long chain and is swung as a flail. A plague-infested shard of warpstone is
burning inside the ball so that it emits a foul bubonic vapour as the censer is swung. Flesh exposed to the vapour quickly erupts into
sores and fluid-filled blisters and lungs liquefy as the poisonous gas is inhaled. Only members of Clan Pestilens that have proven their
skill in combat and knowledge of the Liturgus Infecticus are given the honour of wielding a Plague Censer, smashing the skulls of



their enemies or watching them die as their lungs liquefy. More often than not the Censer Bearers themselves die from the lethal
fumes but they die with a grim smile on their lips as they know they will now meet the Horned Rat, their master.

Range                                  Strength                             Special Rules                                    
Close Combat As user, as user +2 Heavy, Two-handed, Fog of Death

SPECIAL RULES
Heavy: The Plague Censer is wielded as a flail, and offer +2 Strength only on the first round of combat.
Two-handed: A flail requires two hands to use and a models using a flail may not use a shield, buckler or additional hand weapon in
close combat. If the model has a shield he still gets a +1 bonus to his armour save against shooting.
Fog of Death: The billowing clouds of vapour created by the swinging Censer makes the wielder a difficult target to shoot at, there is
an extra penalty of -1 to hit for shooting at the wielder of a Plague Censer. In addition a model hit by a Plague Censer must roll equal
to or under his Toughness or the bubonic vapours overcome the model and inflict one wound, but will not cause critical hits. A roll of
6 always causes a wound on a model, regardless of its Toughness, no armour save is allowed as the vapours penetrate any defenses.
This wound is taken in addition to the hit by the flail which means that the model may suffer several hits.

Special Clan Pestilens Skills

Combat Shooting Academic Strength Speed Special

Plague Priest r r r r r

Plague Champions r r r r

Monk Initiates r r r

Cloud of Flies
The Skaven is surrounded by a cloud of buzzing flies. The flies will get in the eyes of enemy models. Any model in base contact with
the character suffers a -1 penalty to all to hit rolls. Members of Clan Pestilens and followers of Nurgle are immune to this effect.

Frenzy
The Skaven has contracted a disease that gives him feverish nightmares that turn him into a frothing madman in combat. The Hero is
subject to Frenzy.

Resilience
The disease-ridden Skaven has an increased resilience to wounds and his Toughness is increased by +1, note that this is the only way
for a Skaven to gain T5.
No Pain
The Skaven has little feeling left in his rotten body and ignores blows that would have sent a manling or clanrat to the ground. The
Hero treats a Stunned result as Knocked down.

Fear
The Skaven's body is ridden with open sores, numerous pus spilling blisters and his rotting flesh is likely to come off any minute. The
Hero causes Fear.

Clan Pestilens Equipment List

Hero Equipment List Henchmen Equipment List

Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger 1st free/2 wt Dagger 1st free/2 gc
Flail 15 gc Club/Staff 3   gc
Halberd 10 gc Sword 10 gc
Spear 10 gc Spear 10 gc
Sword 10 gc Flail (Plague Monks only) 15 gc
Staff  3  gc
Double-Handed Weapon 15 gc Missile Weapons
Plague Censor 100 gc* Sling 2   gc



Missile Weapons Armour
Sling 2   gc Light Armour 20 gc
Warplock Pistol 35 gc (70 for a brace) Shield 5   gc

Helmet 10 gc
Armour
Light Armour 20 gc
Shield 5   gc
Helmet 10 gc

* – The lower cost of these items represents the Plague Priest outfitting his Warband with the best equipment available in
Skavenblight or their Temple cities in Lustria. These prices are for a starting Warband only. Later purchases of these items are done
using the price and rarity chart from the Mordheim rules.

Heroes

1 Plague Priest
65 Gold Crowns to hire
The Plague Priests are senior members of Clan Pestilens and command lesser strongholds or lairs and lead the smaller armies to battle.
Although Clan Pestilens follow the Cult of the Horned Rat they have some rituals of their own designed to initiate new Plague Monks
and to honour the Horned Rat. These rituals also consolidate the intimate bond between Clan Pestilens and the Horned Rat as his
chosen disciples of pestilence and it is the Plague Priests that hold these rituals or assist a Plaguelord if one is present.

Profile M WS BS S T W I A Ld
5 4 3 4 4 1 5 1 7

Weapons/Armour: The Plague Priest may have any equipment from the Clan Pestilens equipment list.

SPECIAL RULES
Leader: Any models in the Warband within 6” of the Loremaster may use his Leadership instead of their own.

0-2 Plague Champions
40 Gold Crowns to hire
Plague Champions rank between Plague Monks and the much-feared Plague Priests and have studied the Liturgus Infecticus well. The
most skilled of the Champions are set to lead regiments of Plague Monks in combat, where their leadership and oratory abilities are
expected to install strength in the Plague Monks around them. They are to lead the way to the enemies of the Horned Rat and Clan
Pestilens, be the first to enter in the fray and the last to leave. Besides their duties on the battlefield they assist the Plague Priests in
preparing new lethal diseases and hold a vital position in the rituals in honour of the Horned Rat.

Profile M WS BS S T W I A Ld

5 4 3 4 4 1 5 1 6

Weapons/Armour: Plague Champions may have any equipment from the Clan Pestilens equipment list.

0-2 Monk Initiates
15 Gold Crowns to hire
Monk Initiates are Clanrats that have just recently been introduced into the ranks of the plague ridden monks of Clan Pestilens.

Profile M WS BS S T W I A Ld
5 2 2 3 3 1 4 1 5

Weapons/Armour: Monk Initiates may have any equipment from the Clan Pestilens equipment list.



Henchmen

0-7 Plague Monks
30 Gold Crowns to hire
The mainstay of the Clan Pestilens forces are the disease-ridden Plague Monks, they enter conflict blind to anything but the
destruction of their enemies and they view the battle through a red veil of mad wanton destruction.

Profile M WS BS S T W I A Ld
5 3 3 3 4 1 4 1 5

Weapons/Armour: Plague Monks can be armed with weapons and armour chosen from the Henchman Equipment list.

Clan Rats
20 Gold Crowns to hire
Every Skaven Clan counts large numbers of Clanrats who make up the skilled working force as well as warriors in times of need. The
Clanrats fight with scavenged weapons and crude spears. Those that survive a few battles form a rough militia, of course serving as a
warrior grants you the right to feed on the fallen enemies.

Profile M WS BS S T W I A Ld
5 3 3 3 3 1 4 1 5

Weapons/Armour: Clan Rats can be armed with weapons and armour chosen from the Henchman Equipment list.

0-5 Skaven Slaves
10 Gold Crowns to hire
The Skaven race consists of numerous lesser Warlord clans, even the largest clans are divided into smaller factions, and they all wage
war on each other. Food is scarce in the Under-Empire and the workforce and goods of a neighboring clan are always attractive. The
clans are locked in a stalemate however and only when several clans ally together or sign non-aggression pacts may a clan triumph
over another. Of course said alliances and pacts are often broken, in fact they are broken more often than not and the clans therefore
form numerous alliances and pacts to at least have someone backing them up. The defeated Skaven are taken as slaves and forced to
work in the mines, carrying goods and generally being assigned the most dangerous or menial tasks.

Profile M WS BS S T W I A Ld
5 2 2 3 3 1 4 1 4

Weapons/Armour: Slaves can be armed with weapons and armour chosen from the Henchman Equipment list.

SPECIAL RULES
Doomed: The Skaven Slaves have only two things to look forward to: a hard life with long working days, no food, constant abuse,
and a short life. If the slave becomes so individual minded and confident that he becomes a Hero, i.e. he rolls the "the lad's got talent"
advance, he is quickly executed by the leader who fear an uprising, this is regardless if you have the full quota of Heroes or not.
Remove the unfortunate Slave from your roster.



Dark Elf Warband

Special Rules

All Dark Elves are subject to the following special rules:

Kindred Hatred. The Dark Elves have been fighting the High Elves for many centuries. The wars between the two races have been
very long and bloody affairs. Dark Elves hate any High Elf warriors including High Elf Hired Swords.

Excellent Sight. There are numerous legends detailing the excellent eyesight of the Elves, both Druchii and Ulthuan kin. Elves can
spot Hidden enemies from twice as far away as normal warriors. (i.e. twice their Initiative value in inches).

Black Powder Weapons. Dark Elves may never use black powder weapons as they find them too crude, noisy and unreliable.

Choice of Warriors

A Dark Elf Warband must include a minimum of three models. You have 500 gold crowns to recruit your initial Warband. The
maximum number of warriors in the Warband may never exceed 12.

High Born: Each Dark Elf Warband must have one High Born to lead it—no more, no less.
Beastmaster: Your Warband may include one Beastmaster.
Fellblades: Your Warband may include up to two Fellblades.
Sorceress: Your Warband may include one Sorceress.
Corsairs: Your Warband may include any number of Corsairs.
Shades: Your Warband may include up to five Shades.
Cold One Hounds: Your Warband may include up to two hounds if it also includes a Beastmaster.

Starting Experience

A High Born starts with 20 experience.
Fellblades start with 12 experience.
A Sorceress starts with 12 experience.
A Beastmaster starts with 8 experience.
All Henchmen start with 0 experience.

Maximum Characteristics

Characteristics for Dark Elf warriors may not be increased beyond the maximum limits shown on the following profile. If a
characteristic is at its maximum, take the other option or roll again if you can only increase one characteristic. If both are already at
their maximum, you may increase any other by +1 instead. Remember that Henchman can only add +1 to any characteristic.

Profile M WS BS S T W I A Ld
Dark Elf 5 7 7 4 4 3 9 4 10

Special Dark Elven Equipment

Dark Elf Blade
+20 gold crowns to weapon, Rare 9
Dark Elf Blades are forged in the city of Hag Graef, the Dark Crag. They are fashioned from Blacksteel, a rare form of steel found
deep within the mountains around the city. Dark Elf Blades have wicked protrusions and serrated edges, which inflict serious damage
on an opponent. Any Dark Elf can upgrade a sword or dagger to a Dark Elf blade by paying an additional 20 gc at the time of
purchase. Weapons upgraded to a Dark Elf Blade retain all of their abilities (i.e. swords can parry, daggers grant an armor save of 6).

Range Strength Special Rules
Close Combat As user Critical Damage, Wicked Edge



SPECIAL RULES
Critical Damage: Dark Elf blades inflict serious damage on their opponents, when rolling on the critical hit chart a Dark Elf blade
will add +1 to the result.

Wicked Edge: The Dark Elf blades are set with sharp protrusions and serrated edges which inflict serious damage on an opponent, a
roll of 2-4 on the injury table is a Stunned result.

Beastlash
10+D6 gold crowns, Rare 8 (Beastmaster only)
Beastmasters make good use of their whips to goad their hounds and creatures into combat.

Range Strength Special Rules
Close Combat As user –1 Beastbane, Reach

SPECIAL RULES
Beastbane: The Beastmaster wielding a Beastlash causes fear in animals, any animal charged or wishing to charge a Beastmaster with
one of these weapons must first take a Fear test as mentioned in the psychology section of the Mordheim rules.
Reach: A Beastlash may attack opponents up to 4" away (see Sisters of Sigmar Steelwhip).

Sea Dragon Cloak
50+2d6 gold crowns, Rare 10
The Dark Elf Corsairs use special cloaks fashioned from Sea Monsters that dwell deep in the ocean depths. These cloaks are tough and
resilient and offer Dark Elves a very good amount of protection.

SPECIAL RULES
Scales: 5+ save in close combat, 4+ save against missiles.

Special Dark Elf Skills

Combat Shooting Academic Strength Speed Special

High Born r r r r r

Sorceress r r r

Fellblade r r r

Beastmaster r r r

Dark Elf Special Skills
Dark Elf Heroes may use the following Skill table instead of any of the standard skill tables available to them.

Fury of Khaine
The Dark Elf is infused with an intense raging thirst for blood and is a whirlwind in hand-to-hand combat, moving from opponent to
opponent. The Dark Elf may make a 4” follow up move if he takes all of his opponents out of action. If he comes into contact with
another enemy model this starts a new combat. This new combat takes place in the following turn and the model counts as charging.
May not follow up in the opponent’s turn.

Infiltration
The Dark Elf model can infiltrate, this skill is exactly the same as the Skaven skill.

Powerful Build
The warrior is strongly built for an Elf and is capable of feats of strength not common among the Elves races. A warrior with this skill
may choose skills from the Strength table. The Sorceress may never take this skill and no more then two warriors in the Warband may
take this skill at any one time.

Fey Quickness
Few can ever hope to match an Elf’s inhuman quickness and agility. An Elf with Fey Quickness can avoid missile or melee attacks on
a roll of 6. If the Elf also has Step Aside or Dodge this will increase to a 4+ in the relevant area. For example, an Elf with Fey
Quickness and Step Aside avoids melee attacks on a 4+ and missile attacks on a 6.



Master of Poisons
The Dark Elf is proficient in concocting different poisons. If the Hero doesn’t search for rare items, he may make D3-1 doses of Dark
Venom instead.  There is a chance of getting none, as the hero doesn't have access to a stable workplace. The poison must be used in
the next battle and cannot be sold or traded to other Warbands as the Dark Elves guard their secrets very carefully.

Dark Elves Equipment List

Dark Elf Equipment List Shades Equipment List
Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger 1st free/2 gc Dagger 1st free/2 gc
Double-Handed Weapon 15 gc Axe 5 gc
Halberd 10 gc Sword 10 gc
Axe 5 gc 
Spear 10 gc Missile Weapons
Sword 10 gc Repeater Crossbow 35 gc
Beastlash 10 gc

Armor
Missile Weapons Helmet 10 gc
Repeater Crossbow 35 gc Light Armor 20 gc
Crossbow Pistol 35 gc

Special Equipment
Armor Sea Dragon Cloak** 50 gc
Light Armor 20 gc Dark Venom* 15 gc
Shield 5 gc Dark Elf Blade* 15 gc
Buckler 5 gc * May be taken by Heroes only.
Helmet 10 gc ** May be taken by Heroes and Corsairs only.

Heroes

1 High Born
70 gold crowns
Dark Elf Leaders are typically drawn from the Dark Elf nobility and lead the Warband in search of gold, slaves and arcane artifacts to
bring home to Naggaroth. They are cold and ruthless killers and they command the respect of their troops through assassination and
terror.  They have attained their position of leadership by eliminating rival nobles who stand in their way and through their remarkable
cunning, they are dangerous foes who embody the merciless traits of the Druchii race.

Profile M WS BS S T W I A Ld
5 5 4 3 3 1 6 1 9

Weapons/Armor: A High Born may be armed with weapons and armor chosen from the Dark Elf Equipment list.

SPECIAL RULES
Leader: Any models in the Warband within 6” of the High Born may use his Leadership instead of their own.

0-2 Fellblades
40 gold crowns
The Fellblades are elite warriors of the Dark Elf armies and are often linked to the household of a particular Noble family. Fellblades
live a life of strict martial training, each specializes in a particular weapon and fighting style. Killing is a way of life for these warriors.
Enemies can expect no mercy from them.  Fellblades accompany raiding parties to Lustria as paid guards or to further hone their
killing skills.

Profile M WS BS S T W I A Ld
5 5 4 3 3 1 6 1 8

Weapons/Armor: Fellblades may be armed with weapons and armor chosen from the Dark Elf Equipment list.

SPECIAL RULES
Melee Specialists: Fellblades live by a strict code of close quarter fighting.  Fellblades may not use missile weapons of any sort.



0-1 Beastmaster
45 gold crowns
Whereas the High Elves have a great affinity with Dragons and Griffons and other noble creatures their malevolent kin have infamous
Beastmasters, Dark Elves of particularly cruel renown who breed many vicious beasts and lead them into contact. Unlike the High
Elves who treat their beasts as companions, the Dark Elf Beastmasters are very spiteful masters.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 6 1 8

Weapons/Armor: A Beastmaster may be armed with weapons and armor chosen from the Dark Elf Equipment list.

SPECIAL RULES
Cold One Beasthound: The Beastmaster may be accompanied by up to two Cold One Beasthounds, these are bought as henchmen
and follow all rules for listed for them.

0-1 Dark Elf Sorceress
55 gold crowns
Dark Elves are strange in that apart from the fell Witch King there are no other male sorcerers, all the other practitioners of magic in
the Dark Elf race are female. It is rumored that any males who do develop an affinity for magic amongst the Dark Elves are
immediately put to death to fulfil some dark prophecy. Dark Elf Sorceresses are mysterious, raven-haired beauties who are grudgingly
respected even from the powerful High Born and their services are in high demand.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 6 1 8

Weapons/Armor: The Sorceress may be armed with weapons and armor chosen from the Dark Elf Equipment list.  Note they may
not normally wear armor as it interferes with spellcasting.

Special Rules
Wizard: The Dark Elf Sorceress is a wizard and uses Dark magic, detailed below.

Henchmen
(Bought in groups of 1-5 models)

Corsairs
35 gold crowns
The Dark Elves are cruel and fierce fighters. This is especially true of the Corsairs - the Black Ark Raiders. They are skilled with
sword and axe, as well as the repeater crossbow, the distinct missile weapon of the Dark Elves. Whenever a Black Ark explores the
coast of Lustria the Corsairs are the first to launch raiding parties.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 6 1 8

Weapons/Armor: Corsairs may be armed with weapons and armor chosen from the Dark Elf Equipment list, in addition they may
wear Sea Dragon Cloaks even though they are not heroes.

0-5 Shades
30 gold crowns
The stealthy Dark Elf Scouts rely on their repeater crossbows to harass and snipe at the enemy, rather than engaging them head on.
Ambush is the preferred fighting style of the Scouts. Shades are young and inexperienced scouts that see the expeditions to Lustria as
a valuable training opportunity.

Profile M WS BS S T W I A Ld
5 3 3 3 3 1 5 1 8

Weapons/Armor: Shades may be armed with weapons and armor chosen from the Shades Equipment list.
Natural Stealth: The first thing that Dark Elf Scouts master is the art of moving without being seen or heard. If a Shade is Hiding,
enemy models suffer –1 to their Initiative value for determining if they can detect them.



0-2 Cold One Beasthounds
30 gold crowns

The Dark Elves capture and breed many exotic creatures to fight for them and fights between pets are often staged as a form of
entertainment amongst the Dark Elves. One such animal was discovered in Lustria. Distantly related to Cold Ones, the Cold One
Beast Hound lives in swamps and bogs. Cold One Beasthounds are larger than wardogs and of similar build, but are in all other
respects reptilian. Rows of sharp teeth fill its maw, and when provoked, the Cold one Beasthound is a very aggressive beast. The Dark
Elves capture and train these creatures to fight in battles all over the Warhammer World.

Profile M WS BS S T W I A Ld
6 3 0 4 4 1 1 1 4

Weapons/Armor: Cold One Beasthounds are animals and do not need any weapons save their claws and massive jaws.

SPECIAL RULES
Animals: Cold One Beasthounds are animals and all animal rules apply to them. They never gain experience.
Beastmaster: Cold One Beasthounds are nasty vicious brutes that are barely kept under control. If the Beastmaster dies the beasts
escape from the Warband and are removed them from the Warband roster. If the Beastmaster is unable to participate in a battle, then
neither will the beasts.
Stupidity: Cold One Beasthounds may use the basic leadership of the Beastmaster if they are within 6” of him. They may never use
the leadership of the Warband leader, nor may they benefit from the Beastmaster’s increased Leadership if he is within 6” of the
leader.
Scaly Skin: Cold One Beasthounds have tough scaly skin, and are considered to have a 6+ armor save. This save cannot be modified
beyond 6 due to strength modifiers, but any result of ‘no save’ on the injury chart will negate the unmodified 6+ save.
Fear: The Cold One Beasthound cause Fear.

Dark Elf Magic

Doombolt Difficulty 91
Whispering an ancient incantation the Sorceress conjures a bolt of pure dark energy and unleashes it from her
outstretched hand.

The bolt of doom may be targeted at any enemy model in line of sight. The bolt of doom has an 18” range and
causes a Strength 5 hit. If the target model is wounded, then the next closest model within 6" is also hit on a
4+, at -1 Strength than the previous hit. The bolt will keep leaping until there are no more targets within range
or until its Strength drops to a one. Each model can only be hit by a bolt once per turn. Take armor saves as
normal.

Word of Pain Difficulty 82
The Sorceress calls the curse of the Witch King down on her enemy lessening their willingness to fight.

The spell may be cast at an enemy model within 12”. The victim must re-roll all successful hand to hand or
missile attacks and all to wound rolls. If the victim wishes to charge, he must pass a successful Leadership test
first. Lasts until the beginning of the next Dark Elf turn.

Soul Stealer Difficulty 93
At the Sorceresses touch, the essence of life is drained from his enemy and absorbed into her body giving her
renewed strength and vigor.

Once successfully cast, the Sorceress has to make a to hit roll against a model in base contact. If the attack is
successful and his opponent is struck, he suffers a wound with no armor save possible. The Sorceress feeds on
this life-force and adds one wound to her profile. Note: the Sorceress can never have more then one extra
wound from the use of this spell and the extra wound is lost at the end of the battle.

Flamesword Difficulty 84
Summoning dark magic the Sorceress engulfs a weapon in twisted black flames.

The Sorceress may choose a hand-to-hand combat weapon of a member of her Warband within 6” to be
engulfed in flames. A weapon with dire flame acts as a normal weapon of its type, but also adds a +2 bonus to
the users Strength. Hits inflicted from the weapon ignore armor saves. Lasts until the Sorceress’ next shooting
phase.

5 Deathspasm Difficulty 10



The Sorceress channels dark magic into her enemy, causing him to writhe in excruciating pain.

The Deathspasm has a range of 6” and must be cast on the closest enemy model. The affected model must roll
on the injury chart. If successfully cast, the casting Sorceress is immediately knocked down.

Witch Flight Difficulty 76
The Sorceress bends the winds of magic to her will and flies unhindered through the air.

The Sorceress may immediately move anywhere within 12”, and may count as charging. If she engages a
fleeing enemy in the close combat phase she will score 1 automatic hit and then the opponent will flee.



Forest Goblins Warband

Forest Goblins are presumably the result of a lost expedition of Goblins that somehow tunneled their way to Lustria ages ago. They
have completely adapted to their surroundings, learning stealth and camouflage to evade their Lizardmen and Amazon neighbors.
They resist the invading warbands as best they can, while continuing their constant fighting with the Lizardmen. Gold motivates the
Forest Goblins as it does any warband, albeit for different reasons. It is worthless to them as currency, but as the only abundant
metallic resource, it is valuable nonetheless. Instead of using gold to buy weapons and armor, Forest Goblins actually coat their stone
equipment with the metal. This has led unscrupulous leaders to send their henchmen into certain ambush, only to arrive later to collect
the arrowheads and spear points from the remains of their former employees. Forest Goblins are able to create poisons with a precision
surpassing even the Dark Elves. Their natural surroundings harbor any number of poisonous creatures, including the gigantic spiders
they are rumored to prod into. Coating their weapons with deadly venom, the Goblins are capable of felling any foe, no matter how
large. Led by their Chieftain (usually the Goblin with the loudest voice), the Forest Goblins appear from nowhere and strike with feral
ferocity before receding into the trees, leaving only their victims’ injuries as the only proof they were ever there.

Special Rules

All Forest Goblins are subject to the following special rules:

Camoflague. Forest Goblins make their clothes from available forest materials, which also helps to conceal them among the foliage.
Instead of spotting them automatically if they are hidden within an enemy’s Initiative distance, the enemy must first roll equal to or
under their Initiative to detect the Goblin.
Natives. Used to poking through the underbrush, Forest Goblins suffer no movement penalties from moving through jungle terrain.
Animosity. [These rules reprinted from White Dwarf 243, with slight modification] Goblins enjoy nothing more than a good scrap,
unfortunately they’re not very discerning about whom to scrap with! To represent this, at the start of the Goblin player’s turn, roll a d6
for each hero or henchman who suffers from animosity. A roll of 1 means that the warrior has taken offense to something one of his
mates has done or said. Do not roll for models that are engaged in hand to hand combat (they’re already scrappin’!). To find out just
how offended the model is, roll another d6 and consult the following chart to see what happens:
D6 Result:
1:I ‘Erd Dat! The warrior decides that the nearest friendly Gobin henchman has insulted his lineage or personal hygiene and must pay
the price! If there is a friendly Goblin henchman or Hired Sword within charge reach (if there are multiple targets within reach, choose
the one nearest to the mad model), the offended warrior will immediately charge and fight a round of close combat against the source
of his ire. At the end of this round of combat, the models immediately move 1” apart and no longer count as being in close combat
(unless one of them fails another Animosity test and rolls this result again). If there are no friendly Goblin henchmen or hired swords
within charge reach, and the warrior is armed with a missile weapon, he immediately takes a shot at the nearest Goblin henchman or
hired sword. If none of the above applies, or if the nearest friendly model is a Goblin hero, the warrior behaves as if a 2-5 had been
rolled on this chart. In any case, the warrior in question may take no other action this turn, though he may defend himself if attacked in
hand-to-hand combat.
2-5:Wud Yoo Say? The warrior is fairly certain he heard an offensive sound from the nearest friendly Goblin, but he’s not quite sure.
He spends the rest of the turn hurling insults at his mate. He may do nothing else this turn, though he may defend himself if attacked in
hand-to-hand combat.
6:I’ll Show Yer! The warrior imagines that his mates are laughing about him behind his back and calling him silly names. To show
them up he decides that he’ll be the first one to the scrap! This model must move as quickly as possible towards the nearest enemy
model, charging into combat if possible. If there are no enemy models within sight, the Goblin warrior may make a normal move
immediately. This move is in addition to his regular move in the movement phase, so he may therefore move twice in a single turn if
you wish. If the extra move takes the Goblin within charge reach of an enemy model, the warrior must charge into close combat
during his regular movement.

Choice of Warriors

A Forest Goblin Warband must include a minimum of three models. You have 500 Gold Crowns to recruit your initial Warband. The
maximum number of warriors in the Warband may never exceed 20.

Chieftan: Each Forest Goblin Warband must have one Chieftan to lead it—no more, no less.
Bosses: Your Warband may include up to four Bosses.
Shaman: Your Warband may include one Shaman.
Forest Goblins Any number of models may be Forest Goblins.
Red Toof Clan Goblins: Your Warband may include up to five Red Toof Clan Goblins
Forest Goblin Sluggas: Your Warband may include up to five Forest Goblin Sluggas.
Gigantic Spider: Your Warband may include one Gigantic Spider.



Starting Experience

A Chieftan starts with 17 experience.
Bosses start with 6 experience.
A Shaman starts with 6 experience.
Forest Goblins start with 0 experience.
Red Toof Clan Goblins start with 0 experience.
Forest Goblin Sluggas start with 0 experience.
A Gigantic Spider does not gain experience

Maximum Characteristics

Characteristics for Forest Goblin warriors may not be increased beyond the maximum limits shown on the following profile. If a
characteristic is at its maximum, take the other option or roll again if you can only increase one characteristic. If both are already at
their maximum, you may increase any other by +1 instead. Remember that Henchman can only add +1 to any characteristic.

Profile M WS BS S T W I A Ld
Forest Goblin 5 3 5 4 4 2 6 3 7

Special Forest Goblin Equipment

Bosspole
20 gold crowns

Availability: Common, Forest Goblin Chieftan or Bosses only

Some influential Goblins carry badges of office, usually taking the form of long wooden poles with an icon or sharp blade on the end.
This allows the hero and any Goblin henchmen within 6" to ignore animosity. Additionally, the bosspole acts as a spear in close
combat.

Range                                  Strength                             Special Rules                                    
Close Combat As user Strike First, Cavalry bonus

SPECIAL RULES
Strike First: A warrior with a spear strikes first, even if charged. Note that this only applies in the first turn of hand-to-hand combat.
Cavalry Bonus: If using the optional rules for mounted models, a mounted warrior armed with a spear receives a +1 Strength bonus
when he charges. This  bonus only applies for that turn.

Blowpipe
25 gold crowns

Availability: Common

The Blowpipe is a short hollow tube which can be used to shoot poisoned darts. While the darts by themselves are too small to cause
significant damage, the poison can cause searing agony and even death.

Range                   Strength              Save Modifier                    Special Rules                                    
   8”       1         +1 Poison, Stealthy

SPECIAL RULES
Poison: The needles fired by a blowpipe are coated in a venom very similar in its effects to the Black Lotus (if you roll a 6 on the To
Hit roll, the victim is automatically wounded). A blowpipe cannot cause critical hits. This weapon has a positive armour save
modifier, so a model that normally has a save of 5+ will get a save of 4+ against a blowpipe dart. Even models that normally do not
have an armour save will get a 6+ save to take into account protection offered by clothes, fur, or the like.
Stealthy: A Goblin armed with a blowpipe can fire while hidden without revealing his position to the enemy. The target model can
take an Initiative test in order to try to spot the firing Goblin. If the test is successful, the Goblin no longer counts as hidden.



Magic Gubbinz
50 gold crowns

Availability: Rare 9

These are odds and ends carried around by the Shaman to focus his powers. Most are bat feet, lizard lips, and the like, but still seem to
provide benefits to their owner. The Shaman may re-roll a failed magic test on a D6 roll of 4+.

Poisoned Weapon
25 gold crowns

Availability: Common

Forest Goblins commonly jab their weapon points into the bodies of giant spiders in hopes of coating them with deadly poison. Once
this poison is bought, it is applied to one weapon, and may not be traded or sold later on. The weapon in question, once poisoned, adds
+1 to any injury rolls from then on.

Red Toof Clan Membership
40 gold crowns

Availability: Rare 9

Only proving one’s prowess in battle can attract the attention of this cadre of warriors. Once inducted, the membership can never be
removed; the owner is too proud! The model will now be subject to the rules for Frenzy as described in the Mordheim rulebook.

Arachnid Mount
45 gold crowns

Availability: Rare 5

If you are using the optional rules for mounts, then your warband’s heroes may ride giant spiders. The rider’s Movement is increased
to 6, and armor save increased by +1, exactly as if mounted on an ordinary horse. The rider need not dismount to climb terrain
(including building exteriors) and the spider’s natural climbing abilities allow the rider to re-roll any failed climbing attempts.

Special Forest Goblin Skills

Combat Shooting Academic Strength Speed Special

Chieftan r r r r

Bosses r r r r

Shaman r r r

Animosity
A Forest Goblin Boss may chose to remove his Animosity instead of chosing a skill, should they earn one.

Forest Goblin Equipment List

Hero Equipment List Henchmen Equipment List

Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger 1st free/2 gc Dagger 1st free/2 gc
Sword 10 gc Sword 10 gc
Axe 5   gc Spear 10 gc
Spear 10 gc
Halbard 10 gc Missile Weapons
Double-Handed Weapon 15 gc

Short Bow 5   gc



Missile Weapons Throwing Weapons 15 gc
Blowpipe 25 gc

Blowpipe 25 gc
Shortbow 5   gc Armour

Shield 5   gc
Armour
Light Armour 20 gc
Shield 5   gc

Heroes

1 Chieftan
50 Gold Crowns to hire
Forest Goblins are usually led by the biggest, strongest, and most cunning Goblin in the band. This Chieftain routinely comes up with
ways to drive off the Old World invaders, and collect gold for M’rrk and G’rrk.

Profile M WS BS S T W I A Ld
4 3 4 3 3 1 4 1 7

Weapons/Armour: The Chieftan may have any equipment from the Forest Goblin equipment list.

SPECIAL RULES
Leader: Any models in the Warband within 6” of the Loremaster may use his Leadership instead of their own.

0–4 Bosses
20 Gold Crowns to hire
Forest Goblin Bosses are just a tad more intelligent than their peers, and aid the Chieftain in directing them in battle. This does not
improve their temperament, however, since they are as prone to infighting as their henchmen.

Profile M WS BS S T W I A Ld

4 2 3 3 3 1 3 1 6

Weapons/Armour: Forest Goblin Bosses may have any equipment from the Forest Goblin Heroes equipment list.

SPECIAL RULES
Animosity: Bosses are subject to the rules for Animosity.

0–1 Forest Goblin Shaman
20 Gold Crowns to hire
Shamans use the power of the Waaagh to direct the might of G’rrk and M’rrk against their foes. Usually found scrounging up
mysterious animal parts instead of gold, most other Goblins agree that "dey’s odd."

Profile M WS BS S T W I A Ld
5 2 2 3 3 1 4 1 5

Weapons/Armour: A Forest Goblin Shaman may have any equipment from the Forest Goblin Heroes equipment list.

SPECIAL RULES
Wizard: A Forest Goblin Shaman begins with one spell randomly chosen from the Forest Goblin Spell list.

Henchmen

Forest Goblins
15 Gold Crowns to hire
Forest Goblin warriors form the rank and file of a Goblin warband. They use their natural talents to harass their enemies while keeping
out of sight in the dense foliage.



Profile M WS BS S T W I A Ld
4 2 3 3 3 1 3 1 6

Weapons/Armour: Forest Goblins can be armed with weapons and armour chosen from the Forest Goblin Henchman equipment list.

SPECIAL RULES
Animosity: Forest Goblins are subject to the rules for Animosity.

1–5 Red Toof Clan Goblins
25 Gold Crowns to hire
Of all the various factions that comprise the Forest Goblins, the infamous Red Toof Clan is the most feared. They are elite shock
troops, valued by Chieftains for their berserk rage in battle.

Profile M WS BS S T W I A Ld
4 2 3 3 3 1 3 1 6

Weapons/Armour: Red Toof Clan Gobblins can be armed with weapons and armour chosen from the Forest Goblin Henchman
equipment list.

SPECIAL RULES
Animosity: Red Toof Clan Goblins are subject to the rules for Animosity.
Berserkers: Forest Goblins of the Red Toof Clan allow themselves to be bitten by all sorts of poisonous wildlife before entering
battle. The mingling venom drives them into frothing convulsions, making them extremely ferocious. Red Toof Goblins are affected
by the rules for Frenzy as described in the Mordheim rulebook. In addition, if they begin their turn within charge range of an enemy,
they are immune to animosity for that turn.

0–5 Forest Goblin Sluggas
20 Gold Crowns to hire
Sluggas practice the art of throwing various objects until they can hurl several projectiles in a split second. This makes them useful for
distracting enemies with a hail of heavy stones.

Profile M WS BS S T W I A Ld
4 2 3 3 3 1 3 1 6

Weapons/Armour: Sluggas can be armed with weapons and armour chosen from the Forest Goblin Henchman equipment list.

SPECIAL RULES
Animosity: Forest Goblin Sluggas are subject to the rules for Animosity.
Sluggas: In the shooting phase, the Sluggas may throw thrown weapons up to three times. This may not be combined with Quick Shot
if they should be promoted to hero status.

0–1 Gigantic Spider
200 Gold Crowns to hire
Gigantic Spiders are best avoided when encountered in the wild, due to their deadly poison and huge size. When urged into fighting by
Forest Goblin beastmasters, they become doubly dangerous and much harder to evade.

Profile M WS BS S T W I A Ld
6 3 0 5 5 3 4 2 4

Weapons/Armour: Sluggas can be armed with weapons and armour chosen from the Forest Goblin Henchman equipment list.

SPECIAL RULES
Fear: Gigantic Spiders cause fear as described in the Mordheim Rulebook.
Large Monster: Gigantic Spiders are large targets, and may always be shot at regardless if they are closest or not.
Poisonous: The Gigantic Spider’s maw drips with vile poisons. When it wounds an enemy and a roll is made on the injury table, 1=
knocked down, 2-4= stunned, and 5-6= Out of Action.
Native: Negotiating jungle terrain is no trouble for spiders. They move through jungle without penalty.



May Ride: The Forest Goblin Chieftain may ride the gigantic spider if you are using the optional rules for mounts. If so, the chieftain
gains +1 armor save, and moves at the spider’s rate of 6. Shooting attacks hit the Chieftain on a die roll of 1-2, and the spider on a 3-6.
In close combat, the opponent may choose which to hit. The gigantic spider no longer has to check for Stupidity if it is being ridden,
as the Chieftain is directing its actions.
Nonsentient: Spiders are affected by the Stupidity rules in the Mordheim rulebook. In addition, they never gain experience, as they
are animals. Note however that they may climb as normal.

[Author’s Note: Gigantic Spider models are still available through GW US mail order, and presumably through the GW UK archive
service. If neither of these is available to you, plastic spiders are readily available in any toy store for a low price. With a little paint
and conversion, they could work nicely.]

Forest Goblin Spells

The magic of the High Elves is the most powerful magic in the Known World. Its powers and arcane secrets are far beyond the
understanding of other mages with the exception of the Slann.

Wind of G’rrk Difficulty 61
A blast of foul flatulence signals G’rrk’s Wrath.

A blast of foul flatulence signals G’rrk’s wrath. Range:12” The first model in its path must roll
under its Toughness or take a S2 hit and be knocked down automatically.

Gaze of M’rrk Difficulty 82
The Shaman invokes the presence of the Forest Goblin god M’rrk to smite his foes with lightning.

Range 12”. D3 S3 hits strike the first model in their path.

‘Eadbanger Difficulty 83
The Shaman channels pure Waagh energy through his body and vomits it toward the enemy.

Range 6”. Fires a number of bolts equal to the Shaman’s Attacks with a strength equal to the
Shaman’s Toughness at the first model in their path. After the bolts’ effects are resolved, roll a die.
On a 1, the Shaman has drawn upon too much power and collapses, going out of action.

Leap of Waaagh! Difficulty 74
The Shaman summon a giant green hand to lift any Goblin and carry him into the fray.

The Shaman or any other Goblin within 3” may be moved up to 12”. If this move brings them into
close combat, they count as charging in the close combat phase.

Idol of G’rrk Difficulty 85
Swirling energy crackles around the Shaman, giving him the appearance of a huge orc hero.

The Shaman gains +1 WS, +1 S, and +1 A. This enhancement lasts until the Shaman takes a wound.

‘Ere We Go! Difficulty 86
The Shaman and nearby Goblins become filled with the essence of the Waaagh!

All friendly models within 6” of the Shaman treat ‘stunned’ results on the injury table as ‘knocked
down’ instead. The effects last until the Shaman takes a wound.



High Elf Warband

The Citadel of Dusk was built for the dual purpose of guarding the seaways off the east coast of Lustria against incursions from the
rest of the world, and as a staging post from which the High Elves could watch the movements of the Lizardmen and their Slann
masters. Despite the High Elves’ best efforts to keep Lustria free of human adventurers, the people of the Old World have been
dogged in their attempts to penetrate Ulthuan’s extensive naval web and explore the jungle continent.

So far the mighty Slann Mages have not appeared unduly concerned by the constant incursions onto their lands by the greedy
peoples of the Old World and Naggaroth, and appear to have done little to prevent these predatory races from returning. Yet the High
Elves know that despite the Slann's relative calm in the face of these constant raids, the patience of ancient Mage-Priests is not
limitless.

The Elves fear that the Slann might one day rouse themselves from their century-long meditations to make a concerted effort to end
any and all threats to the continuation of their culture as the inheritors of the Old Ones. If the Slann were to throw all their intellect and
resources into total war, they could conceivably wipe out whole nations before they could be stopped, such is their awesome power.

Fearing for their own survival as much as anything else, the High Elves have taken it upon themselves to keep Lustria secure from
the predations of all other races, and protect the ancient secrets left behind by the Old Ones that the Slann safeguard. The High Elves'
cause has not been helped by the many fantastic stories that persist throughout the Old World; stories of lost cities made entirely of
gold lying hidden within its dense foliage, just waiting to be discovered and plundered.

Special Rules

All High Elves are subject to the following special rules:

Excellent Sight. Elves have eyesight unmatched by mere humans. Elves spot Hidden enemies from two times as far away as other
warriors (ie, twice their Initiative value in inches).
Haughty. The High Elves are a very proud and noble race. A High Elf Warband may never include hired swords that are not of High
Elven blood, nor can they use any equipment of Dwarf origin. This includes Gromril weapons and armour.
Honorable. High Elves can never use poison or drugs of any kind no matter what the circumstance.
The Old Ways. The High Elves may never use black powder weapons of any sort. This goes against their ancestors and the traditions
of the Old Ways.
Resolve. The High Elves have been fighting the Dark Elves for countless centuries. When fighting their dark kin the High Elves are
driven by unwavering determination. They are considered to have a Leadership of 10 when taking Rout Tests against the Dark Elves.
In addition, High Elves can never choose to voluntarily Rout as they must stop their evil kin at any cost.

Choice of Warriors

A High Elf Warband must include a minimum of three models. You have 500 gold crowns to recruit your initial Warband. The
maximum number of warriors in the Warband may never exceed 12.

Loremaster: Each High Elf Warband must have one Loremaster to lead it—no more, no less.
Sword Wardens: Your Warband may include up to two Sword Wardens.
Rangers: Your Warband may include up to two Rangers.
Seaguard: Your Warband may include up to four Seaguard.
Warriors: Any number of models may be Elf Warriors.
Cadets: Your Warband may include up to three Cadets.

Starting Experience

A Loremaster starts with 20 experience.
Sword Wardens start with 11 experience.
Rangers start with 8 experience.
Henchmen start with 0 experience.



Maximum Characteristics

Characteristics for Elf warriors may not be increased beyond the maximum limits shown on the following profile. If a characteristic is
at its maximum, take the other option or roll again if you can only increase one characteristic. If both are already at their maximum,
you may increase any other by +1 instead. Remember that Henchman can only add +1 to any characteristic.

Profile M WS BS S T W I A Ld
Elf 5 7 7 4 4 3 9 4 10

Special High Elven Equipment

Mage Staff of Hoeth
20 gold crowns

Availability: Rare 10, High Elf Loremaster only

Mage Staves of Hoeth are forged from the finest Ithilmar, and are works of art that are truly beautiful to behold. They are usually
decorated with gems and other precious materials. Only a Loremaster may use a Mage Staff.

Range                                  Strength                             Special Rules                                    
Close Combat As user, as user +1 One or two-handed, Concussion

SPECIAL RULES
One or Two-handed: A Mage Staff of Hoeth can be used either one or two-handed. When used one-handed a Mage Staff counts as a
club. When using a Mage Staff in two hands it counts as a club and gives the Loremaster +1 Strength.
Concussion: Mage Staves are excellent for striking people senseless. When using a Mage Staff in close combat a roll of 2–4 is treated
as stunned when rolling on the Injury chart.

Elven Greatsword
25 gold crowns

Availability: Rare 10, High Elf Sword Warden only

The Greatswords of Ulthuan are superb weapons: over six feet long and razor-sharp. Only disciples of the White Tower have the
necessary skills required to wield such a mighty blade.

Range                                  Strength                             Special Rules                                    
Close Combat As user +2 Two-handed, Strike Last, Parry

SPECIAL RULES
Two-handed: A Greatsword is a massive weapon and requires two hands in order to use. A Sword Warden armed with a Greatsword
may not use a shield or an additional weapon in close combat. If the Sword Warden has a shield he still gets a +1 bonus to his armour
save against shooting.
Strike Last: The Greatsword is a difficult weapon to use and the Sword Warden’s skills are not as refined as those of a full fledged
Sword Master. Greatswords strike last, even when charging.
Parry: A Greatsword is forged at Vaul’s Anvil from the finest Ithilmar making it better balanced then a conventional double handed
weapon. A model armed with a Greatsword may parry blows just as if he were armed with a normal sword.

Elven Wine
50 gold crowns

Availability: Rare 10, High Elves only

High Elven wines are well known to be the best in the world, and some are even rumored to have magical qualities. A fine Elven
Wine can cast out doubt and fear and leave a general feeling of well-being in a warrior.

A High Elf Warband that drinks Elven Wine before a battle will be immune to fear for the duration of the battle.



Special High Elf Skills

Combat Shooting Academic Strength Speed Special

Loremaster r r r

Sword Warden r r r r r

Ranger r r r

High Sorcery
A Loremaster’s knowledge of magic goes far beyond that of any other race. When an enemy spellcaster successfully casts a spell the
Loremaster may attempt to dispel it. If the Loremaster rolls greater then his opponent’s casting roll for the spell then it is dispelled.
Only the Loremaster may have this skill.

Stand and Fire
If the Elf passes a leadership test he may choose to stand and fire at a charging opponent. The Elf suffers a –1 penalty to hit and may
only fire once, at a single opponent. If his opponent is knocked down or stunned, place him halfway between the Elf and where he
started from (or in view if he was out of sight).

Ghilead
The Elf has been trained in the martial art of the White Tower called Gilhead, allowing him to parry with any weapon. If he has a
weapon that he can parry with he gains an additional parry attempt

Expert Archer
This Elf’s skill with a bow is legendary even among his own people. The Elf may run and still fire his bow, however this shot is taken
at a –2 penalty. The penalties for range, cover, and size still apply.

Unerring Strike
The Elf is an expert at delivering deadly accurate blows. He may re-roll any failed to wound rolls.

High Elves Equipment List

Hero Equipment List Henchmen Equipment List

Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger 1st free/2 gc Dagger 1st free/2 gc
Axe 5 gc Spear 10 gc
Halberd 10gc Sword 10 gc
Spear 10 gc Axe 5 gc
Sword 10 gc
Mage Staff 20 gc Missile Weapons
Double-Handed Weapon 15 gc Bow 10 gc
Elven Greatsword 25 gc Long Bow 15 gc
Ithilmar Weapon* 2 times the cost Elven Bow (Ranger only) 35 gc

Missile Weapons Armour
Long Bow 15 gc Light Armour 20 gc
Elven Bow 35 gc Shield 5 gc

Helmet 10 gc
Armour
Light Armour 20 gc Miscellaneous Equipment
Ithilmar Armour* 60 gc (High Elf Heroes Only)
Shield 5 gc Elven Wine* 50 gc
Helmet 10 gc Elven Cloak* 75 gc

* – The lower cost of these items represents the Loremaster outfitting his Warband with the best equipment available at the Citadel of
Dusk. These prices are for a starting Warband only. Later purchases of these items are done using the price and rarity chart from the
Mordheim rules.



Heroes

1 Loremaster
80 Gold Crowns to hire
Loremasters are the most powerful mages in the entire Warhammer world. Their knowledge of the arcane arts and their intensive
training at the Tower of Hoeth makes them perfect for leading expeditions into Lustria. They are capable and efficient with years of
extensive training and skill at their disposal. Loremasters alone command magic powerful enough to match the might of the
mysterious Slann. They delve into the temple cities of the Lizardmen in search of any remaining artifacts of the Old Ones power.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 6 1 9

Weapons/Armour: See Tutelage of the White Tower below.

SPECIAL RULES
Leader: Any models in the Warband within 6” of the Loremaster may use his Leadership instead of their own.
Wizard: The Loremaster is a wizard and may use High Elf Magic. The Loremaster starts with one High Magic Spell. Whenever the
Loremaster gains a new spell he can choose from either the High Elf Magic or the Lesser Magic spell lists.
Tutelage of the White Tower. The Loremaster received his magical training at the Tower of Hoeth and is bound by its ancient
traditions. He may only use a sword, dagger, or Mage Staff in battle.

0-2 Rangers
50 Gold Crowns to hire
Elf Rangers are expert trackers and woodsman. Their keen eyesight and excellent archery skills help them to serve as the perfect
lookouts. Rangers are more solitary then other High Elves and their quick decisiveness and ability to work on their own makes them
invaluable elements of the Warband. Their skills alone have brought many expeditions back from the brink of death. They have saved
countless Elven lives and continue to prove their worth in battle time and time again.

Profile M WS BS S T W I A Ld

5 4 4 3 3 1 5 1 8

Weapons/Armour: Rangers can be armed with weapons and armour chosen from the Henchman Equipment list.

SPECIAL RULES
Seeker. If not taken Out of Action, when rolling on the Exploration Chart the Ranger allows you to modify one die roll by –1/+1.
Cloak Craft. Rangers craft the majority of Elven Cloaks and can make their own at the time they are recruited for 40 gold crowns.
Ranger Skills. Rangers may use the following skill table as well as any of the standard Skill tables available to them.

RANGER SKILLS
Fey. Hostile magic spells will not effect the Ranger on a D6 roll of 4+.
Luck. The Ranger is blessed by Lileath, the Elven goddess of luck. One per game he may re-roll any dice roll he makes (but not one
made by other members of the Warband).

0-2 Sword Wardens
55 Gold Crowns to hire
Sword Wardens are young Sword Masters in training recently sent out from the White Tower in order to better hone and refine their
martial prowess. Though not as deadly as a full-fledged Sword Master, their skills are still beyond the understanding of ordinary
Elves. In battle a Sword Warden wields his trademark Greatsword with effortless grace, dashing aside enemy missiles as he charges
into combat. They are the elite warriors of the Warband and their lighting fast strikes have left many enemies lying dead at their feet.
Sword Wardens serve as the Loremaster’s personal attendants and protectors.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 6 1 8

Weapons/Armour: Sword Wardens can be armed with weapons and armour chosen from the Heroes Equipment list. They are
honorable warriors and may never use missile weapons of any sort.

SPECIAL RULES
Sword Master Protégé: A Sword Warden’s reactions are so fast that they can deflect arrows and other missile weapons from the air
with a deft slash of their blade. Anyone shooting at a Sword Warden armed with a sword or a Greatsword (not a double-handed
sword) must deduct –1 from their roll to hit. This does not include black powder weapons.



Henchmen

0-4 Seaguard
40 Gold Crowns to hire
Most Elven soldiery is called to arms only in times of great need, for there are too few Elves to maintain armies at all times. The
Seaguard however, are always kept at strength and they retain a full-time contingent of warriors for this purpose. As a result they are
better equipped and better trained then other High Elf henchmen.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 5 1 8

Weapons/Armour: Seaguard can be armed with weapons and armour chosen from the Heroes Equipment list.

Warriors
35 Gold Crowns to hire
Elf warriors are drawn from the regular garrison of soldiers that are stationed at the Citadel of Dusk. They are flexible, battle hardened
fighters that are well equipped trained and trained. They form a solid and flexible core to any High Elf Warband.

Profile M WS BS S T W I A Ld
5 4 4 3 3 1 5 1 8

Weapons/Armour: Warriors can be armed with weapons and armour chosen from the Henchman Equipment list.

0-3 Cadets
25 Gold Crowns to hire
Cadets are young Citizen Levy of Ulthuan serving in the High Elf army for the first time. Their skills have yet to fully develop and
most of them have yet to see battle. They are expert archers and travel light, thus making the perfect quick striking troops. Cadets are
used primarily as scouts and are assigned the less important duties within the Citadel of Dusk and aboard High Elf Dragonships.

Profile M WS BS S T W I A Ld
5 3 3 3 3 1 4 1 7

Weapons/Armour: Cadets can be armed with weapons and armour chosen from the Henchman Equipment list.

High Elf Magic

The magic of the High Elves is the most powerful magic in the Known World. Its powers and arcane secrets are far beyond the
understanding of other mages with the exception of the Slann.

Word of Power Difficulty 81
The Elven Mage utters the True Name of Asuryan, the lord of the Elf gods. Shaken by his awesome
power, the enemies of the Elves become weak and ineffective.

Any enemies within 8” of the Mage suffer a -3 Weaponskill penalty, down to a minimum of one.
Lasts until the beginning of the next High Elf turn.

Fiery Wrath Difficulty 82
With one delicate movement the Elven Mage traces an intricate Sigil of Flame in the air.

Range 12”. May be cast on any model within range. The target is hit with Strength 4. Any models
within 3” of the target model suffer a Strength 3 hit on a D6 roll of 4+. Take armour saves as
normal.



The Phoenix Crown Difficulty 93
A crown of white flames appears above the head of the Elf Mage, enveloping him within a glorious
array of flames.

The Elf Mage has an armour save of 2+ that replaces his normal armour save. In addition, he gains a
+2 to his Weaponskill and a +1 to his Strength. Roll at the beginning of each turn in the recovery
phase. On a D6 roll of 1 or 2 the Phoenix Crown disappears.

Roar of the Dragon Difficulty 84
A shadow of a wrathful Dragon strikes out from the outstretched hand of the mage, and speeds
forward roaring it's anger.

The roar of the Dragon has a range of 12” and it is absolutely straight. Any model in its path must
roll equal or under it's Strength or be Knocked Down. If the spell hits a building it stops.

The Anger of the Earth Difficulty 105
At the command of the Elven Mage, the very earth raises up against the enemies of the Elves.

Draw a 12” direct line from the mage in any direction. The line is 1” wide and absolutely straight.
Any model in its path suffers a single S5 hit.

The Light of Glory Difficulty 86
A radiant white light emerges from the mage’s hand, banishing all fear and doubt in his comrades.

Any friendly models within 8” of the Elven mage are immune to psychology and will never break
from combat. This spell lasts until the mage suffers a wound. If the mage suffers a wound then the
enchanted Elves become startled and uneasy. All models with 8” must take a Leadership test. If any
fail, they are treated as if they had failed an All Alone test.



Lizardmen Warband

The Lizardmen and indeed their bloated toad-like masters, the Slann, were once the servants of the divine ‘Old Ones’. Ever since
the great catastrophe and the departure of the Old Ones from the world, the Lizardmen have been closely observing the rituals and
plans laid down by the Old Ones as closely as possible. But the tranquil peace of this once hidden race has been shattered forever
since the coming of the dreaded ‘Dry Skins’!

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

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

Not only do the Lizardmen keep watch over the ruins they are also protected by a fiendish variety of traps and mazes of tunnels that
lead would be robbers around in circles. The plunderers are thus forced to camp outside the ruins while they explore the depths of the
temples and try to overcome the traps.

Special Rules
All Lizardmen are subject to the following special rules:
Scaly Skin: All lizardmen have a natural save thanks to their thick scales. Saurus have a 5+ save and Skinks have a 6+. This save
cannot be modified beyond 6 due to Strength modifiers but any result of ‘no save’ on the injury chart will negate this 6+ save. Light
armour adds +1 to the save, as does the addition of a shield.
Armour: Armour is rare amongst the Lizardmen and the cost of light armour is always 50 gc, even if you are buying it from
Equipment chart.
Bite Attack: The Saurus have a powerful bite attack, this bite attack uses the Saurus’ own strength to wound and receive no penalty
for not using a weapon. The Bite attack always strikes last, regardless of who charged or which weapon is used. The Bite even attacks
after Double-Handed Weapons.
Cold Blooded: All Lizardmen are slow to react to psychology, they may roll 3D6 and select the lowest two dice when taking a
psychology test or Rout test. A Lizardmen Warband may never use the Leadership of the Saurus or Kroxigor when taking a Rout test.
Aquatic: Skinks may move through water terrain with no penalty, and count as being in cover whilst they are in the water.
Jungle born: All Skinks can move through jungle terrain without penalty.
Saurus Rarity: The Slann mage-priests would never include more Saurus braves in a warband than Skink braves and thus you can
never have more Saurus braves than Skink braves in the Warband.

Choice of Warriors
A Lizardmen Warband must include a minimum of three models. You have 500 gold crowns (or the Lizardmen equivalent) to recruit
your initial Warband. The maximum number of warriors in the warband may never exceed 20.

Skink Priest: Your Warband must have one Skink Priest to lead it—no more, no less.
Saurus Totem Warriors: Your Warband may include one Saurus Totem Warriors.
Skink Great Crests: Your warband may include up to two Skink Great Crests.
Skink Braves: Any number of models may be Skink Braves.
Saurus Braves: Your warband may include up to four Saurus Braves.
Kroxigor: Your warband may include a single Kroxigor.

Starting Experience
A Skink Priest starts with 20 experience.
Saurus Totem Warriors start with 11 experience.
Skink Great Crests start with 8 experience.
Henchmen start with 0 experience.

Maximum Characteristics

Characteristics for Lizardmen may not be increased beyond the maximum limits shown on the following profile. If a characteristic is
at its maximum, take the other option or roll again if you can only increase one characteristic. If both are already at their maximum,
you may increase any other by +1 instead. Remember that Henchman can only add +1 to any characteristic.



Profile M WS BS S T W I A Ld
Skink 6 5 6 4 3 3 7 4 8

Saurus 4 6 0 5 5 3 4 4+1 10

Special Lizardmen Equipment
Blowpipe
25 gold crowns

Availability: Rare 7, Lizardmen and Forest Goblins only

See page 92 of the Mordheim Rulebook for the full rules.

Bolas
5 gold crowns

Availability: Common, Lizardmen only

Bolas are a set of three bronze balls on strings tied together. They are used in a manner similar to a sling, rotated around the head for
speed. Bolas are a hunting weapon which are designed to not seriously harm the animal. They immobilize it and allow the hunter to
subdue, or kill it, with his spear. The bolas have a range of 16” and can only be used once per battle. They are automatically recovered
after each battle.

SPECIAL RULES
Dangerous: If the to hit roll is a natural 1, the bolas brain the wielder with a Strength 3 hit.
Entangle: A model hit by bolas isn’t hurt, but his legs are entangled and he is unable to move. The model suffers a –2 Weapon Skill
penalty in hand-to-hand combat, but may still shoot normally. The model may try to free himself in the Recovery phase. If the model
rolls a 4+ on a D6 he is freed and may move and fight normally.

Javelin
10 gold crowns

Availability: Common

Javelins are throwing spears that are used by young Norse warriors who can’t afford better weapons. They are also frequently used by
Skink and Forest Goblin hunters.

Range: 8”; Strength: As user; Special Rule: Thrown weapon

SPECIAL RULES
Two-handed: Models using javelins do not suffer penalties for range or moving as they are perfectly balanced for throwing.

Poisoned Weapons
Skinks are experts at extracting and refining poisons from poisonous frogs, spiders and snakes. Skink Heroes may buy Dark Venom at
a cost of 20 gold crowns and Black Lotus at a cost of 10 gold crowns. Both of these items are treated as a common item however,
Skinks may only use them on missile weapons. Saurus warriors may buy Dark Venom or Black Lotus and use it on their close combat
weapons as normal, but they have to purchase it as normal from the Trading Chart.

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

SACRED MARKINGS

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

Oversized Jaws 40 gold crowns
The Saurus has been granted the addition of powerful neck muscles and oversized jaws, even greater than those of a normal Saurus.
The Hero may make his bite attack at +1 Strength. (Saurus Only)



Poison Glands 40 gold crowns
The Skink has been gifted with glands that produce a deadly poison. The Skink may choose to attack with his teeth instead of his
weapons. These attacks are treated just like a Saurus bite attack but are resolved at a +1 save modifier regardless of the Skink’s
Strength. In addition, when rolling on the injury table add +1 to the result. (Skinks only)
Mark of the Old Ones 50 gold crowns
This is the greatest mark a Lizardman can be born with, for these Albinos are destined for greatness in the eyes of their gods and other
Lizardmen. The Hero may change one of his failed dice rolls into a successful one; this mark may only be used once per battle and
only on actions that the Hero is making himself. You may use this mark on a failed Rout test if you wish.

Special Lizardmen Skills

Combat Shooting Academic Strength Speed Special

Skink Priest r r r

Totem Warriors r r r

Skink Great Crests r r r

SKINKS ONLY
Infiltration
The Skink is a great hunter and is an expert at sneaking up on his prey unnoticed. The Hero may set up anywhere on the table but no
closer than 12” to an enemy and he must start the game in hiding.

Great Hunter
The Skink Great Crest is adept at making the most of the cover available and imposes an additional -1 to hit the Skink if he is in cover
(i.e. a -2 to hit penalty).

SAURUS ONLY
Saurus skill list prohibitions: Saurus can never receive Academic skills and can never use missile weapons.

Bellowing Battle Roar
The Saurus’ roar is so deafening that enemy models in base contact suffer -1 to hit in the first round of combat against them.

Toughened Hide
Through years of battle the Saurus’ hide has become hardened and the Saurus will only be taken out of action on a 6+.

Lizardmen Equipment List

Saurus Equipment List Skinks Equipment List

Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger 1st free/2 gc Dagger 1st free/2 gc
Stone Axe (counts as a club) 3 gc Stone Axe (counts as a club) 3 gc
Axe 5 gc Axe 5 gc
Sword 10 gc Sword (Heroes only) 10 gc
Double-Handed Weapon 15 gc Spear 10 gc
Spear 10 gc
Halberd 10 gc Missile Weapons

Short Bow 5 gc
Missile Weapons Bolas 5 gc
None Javelin 10 gc

Throwing Knives 15 gc
Armour Blowpipe 25 gc
Bone Helmet 10 gc
Light Armour 50 gc Armour
Shield 5 gc Bone Helmet (Skink Priest only) 10 gc

Buckler 5 gc
Shield 5 gc



Heroes

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

Profile M WS BS S T W I A Ld
6 3 4 3 3 1 5 1 7

Weapons/Armour: The Skink Priest may be equipped from the Skinks Equipment list.

SPECIAL RULES
Leader: The Skink Priest is the leader of the warband and any Lizardmen within 6” may use his Leadership characteristic for any
Leadership test. If the Skink Priest is killed you may recruit a new Skink Priest, but you must play at least one game without the leader
to give him time to join up.
Wizard: The Skink Priest is a Wizard and may use Lizardmen magic.

0-1 Saurus Totem Warrior
60 Gold Crowns to hire
When a Saurus warrior has killed twenty foes he is accepted into one of the three Warrior Totems: Eagle, Jaguar or Alligator. He must
then go and kill the animal of his new Totem to prove his worthiness. Upon attaining the status of Totem Warrior, he is recruited by
the Skink Priests to join with them in their forays into the ruined temples.

Profile M WS BS S T W I A Ld

4 4 0 4 4 1 2 1+1 8

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

0-2 Skink Great Crests
30 Gold Crowns to hire
Great Crests, as they are known, are the leaders of many raiding parties and have become skilled at scouting, tracking, ambushing and
skirmishing. Their skin is more varied in color than normal Skinks so they blend in with the jungle more effectively. They also wear
leaves or cover themselves in mud to further blend in. They function as leaders and patrol the jungles reporting of the arrival of a new
ship laden with plunderers. They lay ambushes or provide a covering hail of arrows and javelins while a hit and run war party retreats
back into the jungle.

Profile M WS BS S T W I A Ld
6 3 3 3 2 1 4 1 7

Weapons/Armour: Skink Great Crests are equipped from the Skinks Equipment list.

Henchmen

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

Profile M WS BS S T W I A Ld
6 2 3 3 2 1 4 1 6

Weapons/Armour: Skink Braves are equipped from the Skinks Equipment list.



0-4 Saurus Braves
40 Gold Crowns to hire
Saurus have thick, horny, scaly hide which protect them as natural armour. Saurus are sufficiently intelligent to understand clear and
simple commands. They make excellent warriors, but they are not much good at anything else. They are extremely stubborn and are
very hard to shift in battle. They are very ferocious creatures and will rip at an enemy until they are slain.

Profile M WS BS S T W I A Ld
4 3 0 4 4 1 1 1+1 7

Weapons/Armour: Saurus Braves are equipped from the Saurus Equipment list.

0-1 Kroxigor
200 Gold Crowns to hire
Kroxigor resemble Saurus but are much bigger and are far more powerful creatures. They are not very intelligent and their speech is
limited to a blood-curling roar. They are strong and mainly used for construction, and they need to be goaded into working by the
nimble Skinks.

Profile M WS BS S T W I A Ld
6 3 0 5 4 3 1 3 8

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

SPECIAL RULES
Scaly Skin: Kroxigor have a natural save of 4+.
Aquatic: Kroxigor may move through water with no penalty, and counts as being in cover while he is in the water.
Cause Fear: Kroxigor are large and frightening monster and causes Fear.
Large: Kroxigor stand out amongst the rest of the Warband and may be picked out by an archer even if he is not the closest model.
Animal: Kroxigor are slow-witted creatures that never learn from their mistakes. Kroxigor do not gain Experience.

Lizardmen Magic

Lizardmen Spells work like the Prayers of Sigmar and may be used even if the Skink Priest is wearing armour.

Chotec’s Wrath Difficulty Difficulty 81
A lightning bolt shoots from the sky above and strikes the closest enemy model within 10” of the
Skink Priest, causing a single Strength 5 hit. However, add +1 to the Strength and +1 to the roll on
the injury table if the model is wearing armour like light armour, heavy armor, Ithilmar armour or
Gromril armour.

Sotec’s Blessing Difficulty 72
The spell may be cast on a single model within 6” of the Skink Priest or on himself. Roll a D6 to
determine the blessing. The effects remain in play until the Priest or the model is Stunned or taken
Out of Action. Only a single model may be affected by the blessing at any given time.

     D6     Effect
     1-2    +1 BS or +1 to hit in close combat.
     3-4    Toughness +1.
     5-6    Movement and Initiative +1.

Huanchi’s Stealth Difficulty 73
The spell affects all Skinks within 6” of the Skink Priest, including himself, and allows any model
that is in cover to immediately to go into hiding. A model may go into hiding even if they ran in the
movement phase or have already shot with a missile weapon.



The Old Ones’ Protection Difficulty 64
The Skink Priest and any Lizardmen within 4” of him gain a save of 4+ against the effects of spells
or prayers. This spell remains in play until the Skink Priest is taken Out of Action.

Tinci’s Rage Difficulty 85
A single Lizardman within 6” of the Skink Priest or himself, is overtaken by rage and follow the
rules for Frenzy, in addition he gains +1 Strength. This spell remains in play until the Skink Priest
or the model is Stunned or is taken Out of Action. At the beginning of the his next turn the Skink
priest must pass a Leadership roll in order to keep the spell going. Only a single model may be
affected by the blessing at any given time, but the Skink Priest can choose to release the spell at the
beginning of his turn if he wishes to attempt to recast it on another model later in the shooting
phase.

Itzl’s Speed Difficulty 76
A single Lizardman model within 6” of the Skink Priest or himself, may make an additional sprint
of movement and move up to 4”. This counts as running and a model may not move if he has
already shot with a missile weapon. A model may not charge with this extra move.













Dem’s My Gubbinz!

 

Forest and jungle goblins love to hoard vast quantities of gold as offerings to G’rrk and M’rrk, their 
principle gods. Sometimes the Goblins will uncover something of holy significance, and take it 
back to their camp. This might be a large gem, a rare Slann artifact, or simply a conspicuous 
shiny object. In any case, rival warbands are keen to discover hidden goblin villages to loot them 
of their would-be offerings.

 

Setup: This scenario can be played by 2—4 players. The players take turns placing the terrain in 
an area roughly 4’x 4’. The board could represent a goblin village and/or its immediate 
surroundings or a ramshackle assembly of lean-tos and ruins. Once this is done, players take 
turns placing 6 gubbinz counters on the tabletop. The counters could be any kind of small idol. 
Each counter should be numbered 1 to 6 and the numbers hidden on the underside of the 
counter. It is important that the numbers on the bottom of the counters remain secret from all the 
players. These may be placed anywhere on the table, but more than 10" from any edge and 8" 
from each other. Note that warband setup is random, so it is more advantageous to evenly 
distribute the counters.

 

All players roll a die, and the highest roller sets up first, followed by the next highest, and so on. 
The high roller chooses which table corner they want, and set up all of their models within the 
8"square created by that corner. The next highest takes the opposite corner, and so on. After the 
warbands are set up, all players roll a die. The high roller goes first, and turns proceed to the right.

 

Scenario: At the beginning of the game, one player rolls a die. The number rolled is the gubbinz 
counter that the fighters are searching for. This gubbin is now the sacred gubbin.

During the game a model may pick up a Gubbin by moving into base contact with it. A model 
keeps the Gubbin until the end of the game unless taken out of action. In that case, it remains 
where the model was standing.

The warband possessing the Sacred gubbin at the end of six turns is the winner. Once a gubbin 
is picked up, its number is checked and announced to all the players. Any of the other Gubbinz 
owned by a warband after the game are worth 2d6 gc each. 

 

Ending the Game: After six turns, the warband with the Sacred Gubbin is the winner. Rout tests 
are taken as normal, although Forest Goblins may re-roll failed rout tests as they are defending 
their village from attack. 
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Experience:

+1 Survives: Heroes and henchmen who live through the battle gain +1 experience. 

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

+  A hero who takes an enemy model out of action gains +1 
experience. 

1 Enemy Taken Out of Action:

+1 Got da Gubbinz!: The hero or henchman holding the Sacred Gubbinz at the end of the game 
gains +1 experience.
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THE LOST TEMPLE OF SLANN

"The Old Ones left the world we know. Bestowing Destruction! Terror! And feats of woe." 

Takako Shi-San, Shaman of the Amazon Tribe. 

  

3-5 players

  

Terrain

 

Each of the players take turns placing a piece of terrain, They may place jungle trees, man eating plants, 
quicksand, ruins or other similar items. I suggest that the terrain be set up in an area roughly 4'x6'. You should 
put a Building (temple) in the center of the table. The objective of this scenario is to take control of this building.

  

Warbands

 

One player is the defender, determined as normal representing the warband that reached the building first. 
However, if there is a Lizardmen warband, they become the defender automatically. The defender is deployed 
first, inside or within 6" of the objective building. The attacking warbands are set up as normal.

  

In addition, for each attacking warband beyond the first, the defender rolls once on the table to determine the 
additional equipment his warband gets to start with. Each item may only be found once. If the same number is 
rolled more than once, re-roll. These items represent the findings of the warband thus far and are meant to give 
the warband a chance against multiple opponents, 

D6 Roll Item Found 

1 Temple Stone Guard

2 1D3 doses of Dark venom 

3 1D3 doses of Crimson shade  

4 Holy (unholy) relic  
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5 Lucky Charm 

6 Heavy Armour  

  

All of the above are described in the Mordheim rules, except for the Temple stone guard. For rules on the 
Temple stone guard, see new items. 

  

Starting the game

Each player rolls a D6, the player rolling the highest has the first turn and order of play proceeds clockwise 
around the table.

Ending the game

The game ends when all warbands, but one, have failed their rout test. The routers automatically lose. If one or 
more warbands have allied, they may choose to share the victory and end the game.

 

Experience

+1 Survives: If a hero or henchmen group survives the battle, they gain +1 experience

 

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

  

+1 per enemy out of action: Any hero earns +1 experience for each enemy he puts out of action. 

  

  

The Old Relics

 

At the end of the game, the winning warband finds all of the items on the table above which were not found 
before the battle. In addition, roll on the following chart to see what additional items the warband finds in the 
temple. Note that you’ll roll for each item separately, apart from crystals (gold crowns), which are always 
found. For example, you will need a 4 + to find a tome of magic. Then roll to see if you find the Gromril sword. 
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Note you roll on the table once for each hero not taken out of action during the game. If you have 3 heroes, 
then you roll 3 times. The maximum times you can roll is 6.

  

D6 Roll D6 Roll Needed

 

3d6 crystals (GC) Automatic

D3 gems worth 10gc each 5+ 

Tome of Magic 4+ 

Gromril Sword 5+ 

Cloak of Mists 5+ 

D3 doses of Healing Herbs 4+ 

Dispel Scroll  5+ 

  

  

New Items

 

 

Temple Stone Guard: 

Profile 
  

M WS BS S T W I A Ld

5 4 4 4 4 1 6 1 8
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The Temple Stone Guard is a statue of an Old formidable Lizardman, created to protect the temple. The 
defending player gets to control the guard for this game. It will not leave the temple for any reason, even after 
the game. The Stone Guard may not be traded.

  

Cloak Of Mists: Only a hero can have this item. There is an additional  —1 penalty for any attacks against 
the wearer. There is also a —1 penalty to initiative when trying to spot the wearer, if he is hidden. 

  

Dispel Scroll: (as in WD242). This scroll contains a powerful counter spell. It may be read aloud immediately 
after an opponent has successfully cast a spell (but before results have been determined) to negate it’s effects. 
When used roll a D6. The enemy spell is cancelled on a roll of a 4 or more. After one use, the scroll will 
disintegrate and is useless. It may be traded for 25+2d6 gc.
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Henchmen

STORED EQUIPMENT

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS

TREASURY:

Gold crowns:

Wyrdstone shards:

WARBAND RATING:

Total experience:

Members (   ) x 5:

Rating:

WARBAND NAME: WARBAND TYPE:

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS

NUMBER TYPE

EQUIPMENT

Group experience:

SPECIAL RULESNAME

M S T W I A LdWS BS
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