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KNIGHTS OF
BRETONNIA

BATTLE EVIL

;Ye noble sons of ,
Bretonnia i have been

spotted doing all
things cknightly to ":

evil doers. ' .. '0

in what are thought to

be vicious territorial

disputes amongst the
godless heathens. All

upstanding. righteous
men are advised to

stay away from this

part of the city

Empire in
defeating the foul
followers of the
Chaos Gods.

As yet. there has
been little contact
with our brave
cousins from
across the Grey
Mountains apart
from trade and
lodgings and their
true intentions still
remain a mystery.

A spate of fires has

been reported in the

remains of the

northern quarters of

the city. Bands of

Possessed cultists are
believed to be linked

to these acts of arson

The chivalric sons
of fair Bretonnia
have been seen
leading their brave
and loyal retainers
in running battles
against the vile
creatures dwelling
in our once fair
city. The knights
of Bretonnia will
hopefully help the
beleaguered
warbands of the

Rumours abound.
of a wizened

priest of Ulric
wandering the

streets. 0li; , •
-.:- "

.A look at the
. spate !of arson

that appears to be
all too preva!ent

.in the city: i;.







Cenain
Before you begin the
scenario make sure you
have the terrain and
buildings required. It may
be necessary to create some
special terrain, or alternatively use
some other pieces to represent the terrain.

The size of the battlefield should be about
4'x4'. One of the sides must have a gate from
which any infiltrating warbands enter. If you
have a gateway from the Warhammer Fortress
this would be excellent, otherwise you must
make your own. It is very easy to make, and it
adds some variation to your scenery. You can
make the gateway very interesting by adding
ladders, balconies, small towers and so forth to
the building.

In the middle of the Forbidden Square the
Chaos cultists have built a huge totem in
honour of their gods. This totem can be made
in many different ways: From a single rod or
stone glued on a cardboard base to a finely
structured and detailed totem sculpted from
Green Stuff or wood. If you have a Chaos
monument or totem for your Warhammer army
this might fit too.

You will need a couple of buildings to
represent the borders of the Forbidden Square.

warband must be allocated some advantages to
counter their weakness. This could be
additional soldiers (either Chaos priests who
patrol the Forbidden Square or additional
zeal ots for the Witch Hunters) , special
deployments , weapons or any other similar
advantages you think are appropriate.

One side rep resent s the collective Cults of the
Possessed and the other the Witch Hunters and
their mercenary allies. If only evil warbands are
available then one of them should represent an
independent warband launching an attack
against their rivals.

Each Warband is at liberty to attack its
erstwhile allies . This represents in-fights,
quarrels and the greed over the stones.
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Little do the Cults of the
Possessed know but word has
been brought to the attention
of several zealous Witch

Hunters and mercenaries
of the whereabouts of this
den of evil and they have

dispatched their
toughest warriors to

cleanse this area (and
undoubtedly to
steal as much of
the stockpiled
Wyrdstone as they
can get their
grubby paws
on!). The
scenario should
be fought
between two
or more
warbands.
An equal
number of
warbands
must fight
on each
side, or
the
weaker

~a,~g\'cun~
This scenario takes

place in the north-eastern
quarter of Mordheim. Here

many Chaos cults of the
Possessed have gathered their

Wyrdstone in a great tribute for
the Chaos Gods. However, as is

all too common with the unruly Cults
of the Possessed subversion and intrigue are
always prevalent as betrayal is part of their way
of life.



If a warrior
at any time
is knocked

have been deploye d th e infiltrators must
depl oy. They deploy und er an d be hind th e
gate , but they may not be depl oyed in th e
Squa re itsel f.

6tatting tt}e (!;ame
The infiltrato rs get the first turn.

6pecia( ~u(es

If a warrior enters a Wyrdstone~
counter he may pick it up or ~

leave it (I can't see why he "'1-1;:-"
wouldn't pick up a pi ece of
Wyrdstone... but who
knows!) . These counters may be
th rown away or handed over to ano ther
frie ndly warrio r, and warriors can carry an y
number of Wyrdstone counters.

When a wa rrior has a counte r, simply place it
o n the wa rrior 's base or beside it if there is
no empty space left for th e
counter.6pecia( 6et'up ~u(es

Firs t 0 6+ 2 Wyrds to ne co unt ers may be placed .
Each player takes it in turn to pl ace a
Wyrdstone co unter. Th is mu st be placed at
least 14" fro m his deployment zo ne and at least
4" fro m th e tot em base . When he has
posit ion ed the co unter he mu st roll th e Scatter
d ice and move th e count er 06 inches in th e
direction shown by the dice. If a 'HIT' is ro lled
th e co unter ends up whe re it was placed .

If you have so me card buildings these can do it
very we ll, othe rwise you can easily create your
own build ings. Your buildings should roughly
cove r th e edges of the battlefield with maybe a
single hou se o r two in the Square itsel f. If you
do no t have enoug h buildings th e gaps can be
filled with wa lls or a steep hill.

To make th e sce ne more interesting you can
use addi tiona l terr ain pieces suc h as cargo
boxes (between three and seven boxes glue d
on to bases do not only look great - they also
provide excellent covers for the warriors and
add a lot of tactic to the game) , dead trees,
rocks and met eor craters, pillories, gallows an d
so forth.

Wyrdstone co unters: A set ofWyrdstone
counters mu st be mad e . The Warpstone
counters fro m Warha mmer Magic can be used
here , or you can ei ther paint o r model your
own co unters .

Cou nters may be placed in the en emy's
depl oyment zo ne if players wishes to do so .

When all Wyrdstone co unters have been
placed th e Warbands must deploy. The
Chaos side deploys first under th e
following res tr ictions: All henchmen
groups mu st be placed in the buildings at
th e tabl e edges. Onl y one group may
be deployed in ea ch
building. If your buildings
are closed like car d
buildings th e wa rrior s
must be set up behind the
buildings.

Whe n the Cult o f the Posses sed

3





down, stunned or wiped-out he will drop all
Wyrdstone co unters he is carrying.

Jen~ing t~e Q;4tme
When a wa rr ior has a Wyrdstone counter it is
his job to ge t away as quickly as possible. Th e
only way out is through the gate... The Cultis ts
of th e Possessed mu st carry the counters into
the totem . Every count er that is put besid e th e
totem will vanish into the realms of Chaos
where it will feed the Daemons that dwell
there.

These are the main o bjectives of the two sides.
When all Wyrdstone cou nte rs have been
carried away or absorbed int o the to te m the
gam e ends, and each player co unts tog ether
th e number of counters they have sto len or
offere d to the gods.

The player with the highest number of stones
is th e winner of the scenario . If the result is a
draw, then the side which sco red most
casua lt ies win th e game .
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J.Q:~rnal
Subscribe to the Citadel Journal and we 'll deliver
th e next 6 issues, plus the follo wing, FREE:

• A voucher for £5.00 off of your next Mail
Order (please note that this voucher is only

. redeemable with GW UK Mail Order) .

£24.00 (UK &BFPOJ
570.001USJ

New subscriptio ns will start with the next issue .publish ed .
Unfortunately we cannot include back co pies in
subscriptions becau se they are in limi ted su pply.

(This offer app lies to new subscri bers, re-subscribers and those of you
wish ing to extend an exis ting subscription .)

Subscribe to ·Warhammer Monthly and we 'll
deliver the next 12 issues, plus' th e following,
FREE:

• A voucher for £5 .00 off of your next Mail
Order (please note that this voucher is
only redeemable with GW UK Mail Order) .

• 2 back issues of any Black Library
publication.

£24.00 (UK &BFPOJ £80.00 (USJ



Subscribe to Inferno! and we'll deliver the
next 6 issues plus the following, FREE:

• An incredible saving of £5.00 on the
cover price.

• 2 back issues of any Black Library
publication.

£25.00 (UK &BFPOI

WRITE TO:
Games Worl(shop Mail Order, Willow Road, Lenton, Nottingham. NG7 2WS

or call: 0115 - 91 40000 (6.00am til Midnightl

MEGA SUBSCRIPTION DEAL!
You can subscribe to all the
Black Library publications
above and in addition to
receiving all of the
aforementioned free gifts
you'll get:

• A further saving of £3.00.

• A limited edition.poster
signed by one of the Black Library artists.
This month: Karl Kopinski! .

£70.00 (UK.&BFPOJ
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<!'>n t~e ~ntmepti~n C~ut'$e
Here is littl e so me thing that will hopefully
make the interce ption ru les a bit more
realistic . This piece of text is meant to replace
the original rules fo r inte rcepted charges.

A model may charge any mo del within its
charge ran ge, bu t it may not charge a model if
there is another u nen gaged (i.e ., not in ha nd
to -hand co mba t) enem y model withi n 2" of the
cha rge rou te . It will undo ubtedly be
intercept ed if it tr ies to run p ast th e enemy!

In th is situatio n, move th e intercepting model
into th e cha rge path and the cha rging model
engages the intercepting model instead of his
original ta rge t. The charg ing mod el still cou nts
as ch arging for the purposes of determining
the stri ke order, weapon bonuses etc. and
takin g any requi red psychology tests .

If the charger fails to get into co ntact with th e
intercepting mod el for any reason (such as a
failed Fear te st) th e int e rce pting model is still
moved to a position where it could have
intercepted th e charge - it's sudden
appearance is th e reason for the failed charge,
after all!

I heartily rec ommend th at you try out th is rul e
modifica tion. I use it in my own games, an d it
adds an additiona l level of exciteme nt to th e
game .

~~ipping Up (\ 6t~t'm
Lots of people seem to be co nfused how the
Ste el Whips of th e Sigma rite Sisterhood are
used in th e game . The following notes sho uld
clarify the rul es for th e Steel Whips .

As th e Steel Whips can be used in Hand-to
ha nd co mbat eve n fro m dis tance, th ey can be
used in your oppone nt's turn, provided th e
wielders of the whips are with in 4" of an y
enemy mod els . Mod els wie ld ing Steel Wh ips
can ma ke their fu ll number of attacks, minu s
any extra attacks from additiona l weapons
car ried in their free hand. This makes a cluste r
of Sigmarite Sisters arme d with Wh ips a
da ngerous foe indeed!



Note that you cannot use the whips in hand-to
hand combat if you failed a charge or got up
after being knocked down, as models without
the whips would not be allowed to fight in
close combat under such circumstances.

One house rule I'd like to recommend is that
no warrior in a Sigmarite Sister Warband
should be allowed to fight with two Steel
Whips. While technically legal, it would also be
extremely unlikely that all the Sisters would
have the skill to wield two whips at a time!

On a final note, yes the Steel Whips are
powerful. They are one of the unique features
of the Sigmarite Sisters Warband. Each
Warband has it's strength's and weaknesses.
Live with it.

teiffing t~e Q;(tp
Sometimes a campaign you are
playing can force you to play
against a Warband with vastly
superior Warband rating. This
can be less than fun. While
Mordheim includes an
underdogs system that rewards a
player who fights against a more
experienced Warband, it matters little
if your Warband is torn apart in a matter of
moments. Most players enjoy playing as
balanced games as possible. Therefore you
could try out the following rule for balancing
out such skirmishes:

Call for reinforcements
Ifyou are playing against a Warband with a
much higher rating (say 100 points or more)
instead of fighting the game normally and
gaining the bonus for challenging a more
experienced Warband you can plead the patron
of your Warband to send you some
reinforcements.

To represent these extra resources, you can
choose any extra Henchmen and/or hired
swords available to your Warband until your
Warband rating matches that of your opponent.
You can ignore the limitations for the
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maximum number of warriors for your
Warband in this situation. These extra warriors
will be armed with one weapon (either hand
to-hand or missile weapon) and may not carry
shields or wear armour.

Even with these extra men your Warband will
probably be out-gunned by the more
experienced Warband with their superior
equipment and weaponry.

If you are using these rules, you may not Rout
voluntarily. You have pleaded help from your
patron, and now you must live up to his
expectations! All the extra warriors depart after
the game, and do not affect the exploration or
income of your Warband. You must sell ALLthe
Wyrdstone that you find during the exploration
- your Patron is expecting results!

C~e ~ture of A)o~~eim
So what is in store for the future? Gazing at my
Wyrdstone Pendulum I can see plans to
introduce rules for new Warhammer Skirmish
settings, with additional Warbands, new
exploration charts and additional rules. Lustria
should be the first of these new settings,
hopefully followed by the Halls of Karaz-a
Karak. Then there are all the weird and
wonderful articles you lot have written for
Mordheim, like new scenarios, additional
Warbands, new equipment and optional rules
for Killer Fish .

Our wonderful miniatures designers have been
hinting at new models they want to produce
for Mordheim, and the adventures of Ulli and
Marquand will continue both in Town Cryer
and Warhammer Monthly.

Fina l note on the Beastman Warband in the last
issue of Town Cryer: Yes Minotaurs are large
creatures. So I made a mistake. I admit it.
Follow the same rules as for Ogres and Rat
Ogres.



a--heWolf
-\..I Priests of

Ulric hail fro m
Midd enheim, th e city of

the White Wolt; built on a
plateau th at according to

legend was created by a mighty
blow from Ulric's fist . Ulric, the

Whit e Wolf, is th e god of winter and a violent
go d, and his priests see th e hammer-like blow
of the comet on Mordheim as Ulric's
judgment on th e decadent Sigmarites.

Wolf Priests may only join a Middenheim is that every Wolf Priest is garbed in a cloak
Mercenary warband and will replace one of made from the pelt of a wh ite wolf: 6 + save.
the Champions. They see Witch Hunters and The cost of th e cloak is included in th e
Siste rs of Sigm ar as heret ics and wo rse due ((/~ cost of the pri est .
to t.he inte~se rivalry between th e cults of '\~" 'J,\' Wolf Priests prefer th e use of blunt
Ulric and Sigrnar. ~\I . ~ weapons to those with edges and
WO LF P R IE ST _ t~ thus may only use hammers, maces,

. clubs, flails , morning stars, and th e
Hero 60 GC to hire two-handed version of any of these. The
Profile M WS BS S T W I A Ld exception to this is the ubiquitous dagger that
Wolf Priest4 3 2 3 3 1 3 1 8 most models carry.

Weapons and Armour

Wolf Priests may not use any armour, trusting
o nly in Ulric's protection. The only exception
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Skills

Wolf Priests may ch ose from the Co mbat,
Academic , Strength an d Speed lists.

Special Rules

Hatred : Wolf Priests see Witch
Hunters (Templars of Sigma r) ,
Warrior-Pries ts, Sigmarite Matriarch s
and Sisters Superior as age n ts of an
o pposing cult, and thus they HATE
th ese models. That hatred does not
extend to o the r models in those
warbands, as the Wolf Priests see
th em simply as misguided followers
of an errant cult.

Wolf Companion: Wolf Priests may
be accompan ied by a hu ge wolf. (See
Wolf Companion entry following
Wolf Priest rul es .)



Prayers of Ulric

In a similar way to Sigmarite
Sisters and Warrior-P riests and their
prayers to Sigmar, Wolf Priests call upon
their go d for assis ta nce in tim es of battle .
Wolf Priests may use a wolf cloak and still
chant th ese prayers. They are prayers, not
sp ells, and thus any special protection
against spells does not affect th em . Wolf
Priests use th e rul es for magic on p age 56 of
the rulebook with the followi ng praye rs.

D6 result

1 Snow Squall Difficulty 6

Ulric extends his protection to th e Wolf
Priest in th e for m of a localised snow squall
that engulfs the model. All ene my models in
HtH co mba t wi th the priest are at -1 to hit
due to th e swirling snow and winds . The
spell lasts for th e durat ion of th e HtH
combat.

2 Hammerschlag Difficulty 10

The Wolf Priest calls down a hammer
blow fro m Ulric on any model within 6".
That mod el suffers a S4 attack from an
enormou s ethe real hammer, includ ing
the concu ssion special ru le.

3 Bloodlust Difficulty 7

The Wolf Priest is infused with a lust
fo r battle and att acks wildly. All
attac ks are at S +2, and he scores a
critica l hit on a 5-6. The Wolf Priest
mu st test , by ro lling the prayer 's
difficulty or greater on 2d6, eac h
turn to see if th e prayer remai ns in
effect .

4 Wolf's Hunger Difficulty 7

One mem ber of th e

•

' . warban d (priest's choice) is
th ro wn in to a Frenzy. (See

-. page 39 of the Mordhe im
rul eb ook for details.)

5 Ulric's Howl
Difficulty 10

The Wolf Priest 's
prayer is answered as an
ear-shattering inhuman howl
roars fro m his th ro at . For the
du ration of the battle, all members of
th e priest's warband are immune to Fear,
Terro r or All Alone tests as th ey feel th e
presence of their god. Additiona lly, all Rou t
tests are at +1.
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Warba nds may only purchase a wolf
companion if they have a Wolf Prie st
of Ulric in th eir midst. The priest may
choose to be accompa nied by a hu ge
wild wo lf, which often sco uts ah ead
to wa rn the priest of dan ger.

6 Call of Ulric Difficulty 10

The Wolf Priest lets out a cry of agony as his
body re-sh ap es itse lf into th at of a huge ,
slavering wolf wi th th e following pro file:

Profile M WS BS S T W I A Ld
Wolf 6 4 0 4 4 1 5 2 6

Weapons/Armour

The wolf uses its fangs to atta ck its
prey and canno t use any ot her
weapon. Their thick coat of fur
co unts as a wo lf cloak for protection:
6 + save .

Special Rules

Anima ls: Wolf companions are
an imals and thus do not gain an y
experience .

A Ld
3 7

A Ld
2 5

I
4

T W
4 1

T W 1
4 3 7

25 GC to hi reHe nc hman

M WS BS S
6 4 0 4

WOLF COMPANION

M WS BS S
7 6 0 4

During the tim e that the priest is in the fo rm of
a wolf, he may do nothing but att ack as a wolf:
no sp ell-casting or weap ons use. He st ill hates
Sigma r 's minions, however. In each
shooting phase , the priest
may choose to make a Ld &> . l\ ~ .

test (us ing the Wolf s Ld ~pt~,.r~i\J. '~-'..
6) to regain his human ,-': .
form. If he is still in wolf . '. ' ' .. .',,:
form at th e end of the ~ ' tH,., · ,.
battl e , he gets one ~~ _ 7£

last chance to return
to human form. If he does
no t, then he rem ain s a wolf foreve r! He is still
a hero, and thus enti tled to XP gains and

attribu te increases. He may only
choose skills from the Spe ed Table ,
with th e exception of Scale Sheer
Surfaces . The max attri bu tes for a
wo lf are ;

~off ~rie$t of Ufnc
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Town Cryer is writt en for fanatical GW garners by fanatical GW
garners. You (yes, YOU!) make Town Cryer the brill ian t, unparal
leled hobby magazin e that it is - a forum for every collecto r,
p ainte r, mod elle r and Warb and Lead er .

If yo u wo uld like a full list of write rs ' guides , send a
self-addressed envelope to the address th at foll ows.

1. Wh at do we need?

• We nee d to know who you are . In orde r to get your art i
cle in print, we need (Q kn ow all abo ut you , the Hobbyist. Not
just your name and address, mind, but whi ch gam es you play,
w hich arm ies you have pai nt ed and what, if any, conversions tha t
you've done . And yes , no matt er what so n of mu tant you are, we
need a ph otograph of you in all your glory!

• We need a publishable article. The basic outline of an
idea extending to only a few pa ragraphs will not constitu te a
usable arti cle . If we receive go od , o rigina l ideas that are incom 
plet e o r too vague (and we do rec eive a lo t of 'em), then we will
send you an encour aging reply, asking you to work your article
to a finished state. The o ther BIG factor in what makes an art i
cle publishable is whether it is a REAL hobby art icle, or jus t
words on a page . Anyone can sit down and write som e ru les, but
a tru e Hobbyist will playte st them or do th at figur e co nve rsion
he 's telling us about and show us the photograph s and the bat
tle-report. Town Cryer isn 't abou t theory, it's about wh at 's really
ha pp ening in the Game s Workshop hobby.

• We don' t n ee d flowery prose - we leave tha t to the
INFERNO! boys .

• We need your permission to use your article. All you
have to do is fill in and sign the Permission form print ed at the
end of these guide lines and sen d it in with your articl e

• If possib le , supply articles on disc. We can rea d most
form ats , so just send in your art icle on disc as th is will save a lot
of time . Altern atively, if yo u ' re on the In tern et , why not e-mail
yo ur art icle to us.

• Send us ph ot ogra phic evidence. We want to SEE what
you've bee n up to . If you have som e funky new rul es for som e
new troop type , sh ow us your models , sh ow us your gami ng
area, show us your mates gaming with you etc.

• This point is so important we'll write it again! We
want REAL hobby material from REAL hobbyists! TWs is
your mag!

2. Decide what article yo u want to write

For examp le :

A scenario fo r one of our game systems

The house rules th at yo u usc in your games

Id eas fo r collecting, modelling , converting an d
p ain ti ng Citadel miniatures

TIps an d ta ct ics

A review of a tournament/convention yo u have
a ttended

Your Games Club

What ever your article is abou t, you shou ld have playtested it at
least on ce . Alwa ys send in photographs, of yourself, you r mini a
tures , your terrain , you r games club, you r mat es testin g out your
hot new ru les, etc. If necessary, you can send in your mini atures
to us, here in the bunker , to ph otograph and ret urn to you!

Rem em ber, your figures needn't be to stud io standard and we
certain ly don't expect your ph o tography to be either. Town cryer
is su pp os ed to be a grungy mag!

3. Get writing!

As a guide there are th ree kinds Of submission that we can work
with:

• An article tha t has the nucleus of a gre at idea. These we
will sen d back with a copy of our writer 's guides , so that you can
re-w ork it in to a pub lishable format.

• A good art icle wit h som e sound ideas wh ich needs mod
era te edit ing. Generally these are accep tab le but so metimes we
will return them for re-working .

• An exce llent art icle whi ch is also typed (double-spaccd l)
with ph otograph s, maps, conversions, etc . whe re necessary, and
supplied on disc as a text docu ment. This need s very litt le ed it
ing and is our favourite kind of submission!

We are more than happy (delirio us even) to read all your idea s,
no matter ho w we ird and wa cky, but , if you really want to get
into prin t, there are a couple of areas to steer clear of :

• Special Cha ra cte rs an d Army lists.

4 . Check yo ur work

Everything tha t go es into Town cryer is carefully checked but it
make s o ur lives a lot easier if you check your wo rk over - o r, bet 
ter still , get a friend to che ck it for you !

Things to keep in mind are :

• Is it Games Workshop? Your article has to be based on
one of our mor e curre nt games .

• Does it read well? Will the reader be abl e to understand
the ide as you arc trying to pres ent .

• Is i t interesting? Try and make it o riginal and inn ovative .

• Spelling and grammar. You don't need to be a language
professor , but it shou ld be spell- checked.

• If you usc someone el se 's ideas within your articl e (for
example from an Intern et web site , maili ng list , erc.) please con
tact the m first and , you never kn ow, they may eve n have a few
more idea s to help you r pro ject .

5. Se n d your work to u s

The Fana tic Press Bunk er has been reloc ated deep in th e sec ret
fastne ss of the Black Library at our Head Office in Lenton.

Se nd your idea s to : Fanatic Press Bunker,
Games Worksho p Ltd,

Willow Road,
Len to n,

Notti ngha m NG7 ZWS
UK



Or, if you're on th e In te rn et.
why not Eemail to us at :

journal@games-workshop.co.uk

Please title any submission 'Town cryer Submission'

6. See your name in lights!

Town cryer is read by thousands of
hobby enthusiasts worldwide, so
there is no better way to share
your views and ideas with the
global gaming community. In
exchange for your article
appearing in the best magazine

in the Multiverse, we'll send a
copy of Town cryer featuring your

article, upon publication. At our dis
cretion, for particularly good submis
sions, we may send all manner of other
goodies, such as GW vouchers and compli
mentary miniatures. Also, for any utterly
blinding articles. Be they scenarios, letters,
model conversions, or what-ever ... we 'll
send out one of these very prestigious Black

Library Approved Certificates to the most
noble scriptor and have the said anicle stamped with a Purity
Seal to show our admiration.

So what are you waiting for ? Don't just
sit there foaming... Get
writing!

THE LEGAL BIT

All material submitted to us for publication is onl y accepted on
th e assumption that the copyright in it is, by the very act of sub
mission, unconditionally assigned by the author as beneficial
owner and with full title guarantee to Games Workshop Limited.
We also reserve the right to edit and /or amend all material as we
see fit. So, if you do not wish to assign copyright in this way;
please do not send us your submission. We're afraid we cannot
work in any other way.

~ - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

PERMISSION FORM

This form is to acknowledge and confirm that in exchange for the consideration described below,
the copyright and all other rights of a like nature in the Work described below are hereby assigned
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One warband has spent several days
seekin g out the encampme nt of th eir rivals. Rathe r

th an attacking openly, they have lain in wa it to ambush
th eir prey jus t as th ey are leaving - attacking when th ey leas t

expect it!

rc-errain
Set up the terrain as normal.

Set/up
1. Each pl ayer ro lls a dice. The player who scores high est is the atta cker.

2. The defen der sets up his warband in his deployment zone. His lead er must be
the model fur thest away fro m any table edge. He must be at least 12" away from any

tab le edge.

3 . The attac ker se ts up his wa rba nd anywhe re on the table, except th at a
mo de l cannot be set- up within its charge reach of an enemy.

Starting t~e Q;ame
The attacking warband goes first.

Speciaf ~Ufe6
The defend ers are taken comple te ly by '?J~
surprise. At th e start of the de fenders ' first ~
tu rn , roll a d ice for each mo del. If the ~
sco re is eq ua l to or under th eir Initiative
they may act no rm ally. If the score is more ""
than their In itiat ive then they can do
nothing in th e first turn. A ro ll of a 6 always
fails .

Defe nding mo de ls can escape by moving off the ir tab le
edge. Defenders who move off the tab le cannot re turn.

Jen~ing t~e Q;ame
The game ends when one warband fails its rout tes t or
th e defend ing leader escapes off the table . If one side
routs then it has lost. If th e defender's leade r
man ages to escape, the defen ders win, if he is take n
out of action then the attackers win .

Je~perience an~ ~ame
Taking o ut the leader. An attacking
model wh ich takes ou t th e defending
leader earns 1 extra experience.
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+1 Fame for the Winner. The winning warband gains +1 Fame.

+1 Survives. If a Hero or a Henchman group survives the battle then they
gain +1 extra Experience. Note that Henchmen gain this as a group. You may
not gain 5 Experience for 5 surviving Henchmen!

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

"-, +1 Per warrior out of action. Any warrior (hero or henchman) earns 1
Experience for putting a warrior out of action.

gjnCQme
D6 shards of Wyrdstone for the loser.

D6 +1 shards of Wyrdstone for the winner.
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'C~e y;ire5 ef l6eff...
One of th e biggest ~\' ..
da ngers facing .__
warbands in the City o <

of the Damned isn 't . .
necessarily the wea pons
of their rivals but is more likely
to be the possib ility of being tr ap ped in a
bu rning ru in and facing the horror of bei ng
bu rnt to de ath - a very unpleasan t way to go!
Mordheim eve n th ou gh now in ru ins is still
plagu ed with fire s. Many put thi s down to evil
magicks ; th e insane activities of th e Cult of the
Possessed , who are kn own arsonis ts and of
co urse, the clean sing fires se t by th e ma ny
bands of rabid Witch Hunters. On many
occasions warbands have been known to get
caught in th e midst of a raging fire while
searching for Wyrdsto ne and fight ing their
rivals.

~~en an~ ~~ere
These ru les are not for any specific sce nario .
The use of these rules is to ad d a littl e more
chaos and random exci tement to th e bat tle s
th at rage across the city. They can be ad ded to
any game as long as both pl ayers agree.

8tarting
Befor e th e game starts but after th e te rrai n has
been set up ran domly choose one building to
be on fire . Mark th is building with a co unter or

plumes of smo ke or any o the r way th at you
can think of th at is appropriate .

NOTE : If you are pl aying a sce nario th at
focu ses on a specific building (like Defend the
Find) the n the ob jective building cannot start
the game on fire.

~t 8prea~5!
As the building s burn, the flam es can jum p to

o the r building very qui ckly se tti ng th em ablaze .

At the end of each pl ayers turn ro ll 106 for
eac h bu ild ing th at is on fire and consult the
chart below:

II tire !l;4tb(e
I: 1 tire g¢e$ ~ut - The fire has

exha ust ed all of th e flammable materials
in the building and d ies leaving a plume

I
: of th ick smoke .

, 2'4 ~eep$ §;5uming - The flam es

I
! co ntin ue to ravage th e bu ilding but do
I not sprea d thi s turn.

1
'1, 5'6 6pfelt~$ - The fire sprea ds to the
i nearest (non-burni ng) building within
'I 10". Roads cannot be set o n fire du e to

I' the lack of substantia l burni ng items. If,,i however, you have a road that is covere d
in flammable objects (crates , refu se,
barricad es etc.) you can count thi s as the
nearest building.

~~===========~===:::::'J
'c

!entering a ~ui~ing t~at i5 en y;ire
Ente ring a building th at is wreathed in flame is
a very risky option and usu ally only open to
th ose of a d isturbed disposition but some will
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dare to ven ture int o th e flames if th ere is
enough to be gained.

You mu st declare that a mo de l is en teri ng a
building th at is aflame before movi ng th e
model. The warrior mu st now take a
Leadership test to overcome th e Fear of
en terin g a bu ilding th at is a potential
death trap. If th is test is failed they may not
ente r th e build ing and cannot move fo r the
res t of the tu rn .

.Jt)ouing ~n$t~e
Models inside a burning building will have to
co nstantly dod ge flam es and fallin g timber
Gus t like in th ose cool actio n films) , and one
mistake can stop even a hero in his tracks .

Models wishing to move whilst insi de a
burning build ing mu st pass an Initiative tes t
every turn in order to do so , ot herwise they
cannot move (blocked by falling timber, flames
etc.) .

.<Cfimbing
Models may never climb th e wa ll of a building
that is burni ng.

$damage
Unca nnily enoug h running around inside a
building that is ablaze is not really go od
fo r one's health !

At th e end of each turn all warriors
curre ntly inside buildings that are
ablaze must ro ll under their
Toug hness o n a D6 (a 6 is always a
failu re).

If a wa rrior roll s equa l to his
To ughness th en the smoke from the
flam es fills his lungs and prevent s
him fro m breathing for a turn. The
model instan tly becomes Stunned.

If the ro ll is ove r th e warrio rs
Toug hness then the warrio r
instantly suffers D3 Streng th 3 hits
that ign ore all armour saves except
magical ones.

tren3~
The more unhing ed inha bitan ts of
Mordhei m are less likely to f
care for th e fact th at th e """"\ "
buil ding th ey are entering _....JArn
is on fire (or they just don't 'f
notice) . Warri ors that are
subject to Fr enzy are unaffected
by th e rul es for entering
an d moving aro u nd
inside buildings tha t
are bu rning (they
just don 't care) , bu t
they still have to
make a tes t on
th eir
To ug hness at
the end of
their turn.

.'



gjtem/6 peff
{C<ttc~ing ,lig~t 'C<tbfe

!C"~ l)it ~6 scere te Cat~ ~ig~t

Fire Arrows

Fire Bombs

Firebrand

Brazier Staff

Fires of U'Zhu l

Warpfire

Gourd of Oil

2+

2+

Auto if in base contact

Auto if in base co ntac t

2+

2+

Auto if in base contact

6+

5+

6+

6+

4+

4+

Will not catch light on its own but
may be lit automatically if hi t by
any of the above methods.

<S~~ting
The roaring flam es will block most of the line
of sight int o any buildings th at are on fire and
th e heat d isto rt s the air arou nd it making it
impossible to aim prope rly.

Warrio rs can not shoot out of or into a buil d ing
that is o n fire . Neither may they shoot through
a build ing th at is on fire.

C~mbat
Sometimes th e fire will spread to buildings
where wa rriors are fighting in hand-to-han d
combat. Things start to re ally get out of control
when you' re having to dodge the blade of an
ene my an d the flames of the fire .

As soon as a build ing is se t on fire when th ere
are Hand-to-hand combatan ts within both sides
must make an immediate Rou t test and wi ll

22

flee if they fail. It is entirely possible for both
sides to flee fro m the co mba t should the
bu ild ing they are in sudde nly catc h fire .

To cha rge ano the r warrior whilst inside a
burning bu ild ing a warrior mu st pass an
Initiat ive test. If th is test is failed the warrior
may do nothi ng in that movement phase. To
charge a warrior inside a burning building
from outside the warrior mus t make a Fear
test.

Failing this test will also res ult in being able to
do nothing in that movement phase.

<Starting a tire
Warriors may only start
fires provided th ey have
th e appropria te

eq uipme nt to do so . The
following items may

be used in
starting fires :

Fire Arrows
(p8 Town Cryer 7).

Fire Bombs
(p7 Town Cryer 7) .

Brazier Staff
(p5 Town Cryer 7) .

Firebrand
(one hand to use) .

• Gourd of Oil
(one hand to use) .

The following spells may be
used in starting fires :



Fires
ofU'Zhul
(Lesser Magic p60 of
the Mordheim rul ebook) .

Warpfire (Magic of the Horned
Rat p61 of the Mordheim rulebook) .

All of the above items an d spells will affect the
building tha t th ey are directed against on the
followi ng table:

Area effects items and spells will also affect any
warriors that are present.

fe~tinguis~ing ytires
In the chaos-infes ted ru ins of Mordheim there
are few who are willing to risk life and limb to
save the festering ruins if they are burning to
the ground. In very rare circu mst ances there
may be a re ason to attempt to save the
build ing - if it co ntains so me thing of value,
such as Wyrdstone .

A minimum of three warriors

'

may attempt to ext inguish a fire
before it gets ou t of control
usi ng whatever

com es to hand;
blankets, cloaks, o ld •

dogs etc . If this is the case when
ro lling for the fire to see if it
sp reads you may use a -1 modifier

on
the dice
score. For every
additional warrior assis ting
the origi nal three (up to a
maximum of six warriors)
you may use an additional -1
modifie r.

gives the cost of all the aforementioned items of equipment
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•WARHAMMER ·
MONTHLY 30

In this month's action packed issue, Darkblade reaches the final
climactic episode - Malus must finally succeed in his quest - or
lose his soul to the Daemon Tz'arkan for all eternity! Gordon
Rennie and Mike Perkins bring us another bloodthirsty tale of Viii and Marquand as they
venture amongst the ruins of Mordheim - City of the Damned. In Dan Ahnett's Strategium,
the Iron Snakes chapter engage Dark Eldar in fierce combat on the forest world called .
Phobos. All this plus features, competitions, readers offers and ·much more...

Available now! Price £2.00 (UK) • $2.95 (US)

• PLAN ET KILLER 1
Hot on the heels of Warp Storm, Planet Killer, is the newest
fanatic press publication for the storming Batt le Fleet Gothic
game.

Planet Killer 's lau nch issue blasts off with:

• New rules for featuring the leviathan Eldar Craftworlds in
your games

• The awesome Ramilies Class Star Forts and Fr'aal Battle
Cruisers

• Blood for the Blood God - Launch your own black crusade
with the new Chaos Space Marine lists :

• New special scenario 'The convoy to Mars '.

• Large scale conflict in the Corriba Sector Campaign, including the Invasion of
Phillipa II.

All of this p lus The Planet Killer' Competition win entire fleets of ships for BFG worth
hundreds of pounds, Imperial battle tactics, garners letters and much more.

Available 22nd May Price £2.75 (UK) .• $4.99 (US)

For updates on all Black LIbrary releases go to http://www.blackllbrary.co.uk
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All ye brave Warriors of
Mordheim hear this

proclamation.

This scenario can be anything you
like. Have a look at those in the
Mordheim rulebook and back
issues of Town Cryer for
inspiration.

With your scenario we want to see
photos of your Mordheim game in
progress, conversions for any
sp ecial characters, your warbands,
or your specially built terrain.

The best scenarios will be featured
in Town Cryer, whilstthe overall
winner will get the carrying case
and all the free miniatures.

Send your entries to :

Fanatic Press

Town Cryer Competition 

Games Workshop Publishing

Willow Road

Lenton

Nottingham

NG72WS

England

The judges decision is final. No
correspondence will be entered into.

Closing date for entries is September
1st , 2000.



This is a time wh en th e Empire is being torn
apart from within . A time wh en there is no
Empe ro r and th e lands are increasingly divided ,
as individual cities look to their own lords and
mercantile Burgomeisters gai n in power
through gold. Where co rru p tio n flows like
effluent down the River Reik and conspiracy is
rife throughout the land. By co ntrast, happy is
the land of Bretonnia where chivalry reigns,
honour is upheld and th e Lady of the Lake still
bestows her favour on th ose deemed worthy. To
the knights of Bretonnia Mordheim is a vile
place where virtue and o rder ha ve been
discarded . Where a proud city once stood
nightmarish creatures now wander th e stree ts
and mix with men in den s of corru pt ion and
squalor. It is therefore considered ext reme ly
virtuous for a knight to embark on a spiritua l
quest to Mordheim, seeking to achieve honour
in battle and perhaps ea rn th e favour of the
Lady of the Lake herself. In Mordheim a knight' s
courage and valour will be th oroughly tested ,
but so mu ch the better, because with hardsh ip
come honour.

A Quest ing Knight will relinquish his cas tle and
domain to set out on such a journey. He
becomes free from any obligation to defend a
domain and will now see k a road leading to new
adventures. A Qu esting Knight has put all
wo rld ly ambitions aside and is acco rded a rank
far greater th en even th e most powerful dukes
of th e land. Su ch a gesture is considered
parti cularly noble, and it is not uncommon for
other kn ights and co mmo n folk to flock to th e
Questing Knights aid . Knights Err ant in
partic u lar are eager for ad venture and a chance
to win honou r by a feat of arms, so will often
join a Questing Knight o n his journey. By the
time th e Qu est ing Knight leaves th e fair lands of
Bretonnia he will have a siza ble re tin ue
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following him, ready to fight for the hon our of
Bretonnia and the Lady of the Lake.

Once on a qu est a Knight will be spurred on by
dreams and visions often visited upon him by
th e Lady of the Lake . This lead s him ever
onwards and inspires and encourages him on
his quest . In time he hopes that through his
deeds and valour he will ea rn th e favour of th e
Lady of the Lake and she will let him drink from
th e Grail of Life. This is th e final reward for a
knight, and on findi ng th e Grail he will return to
Bretonnia to protect its people. Until that tim e
though, he is bound to fight th e enemies of
virtue and order and to endure incalculabl e
hardships.

6ped(t( ~u(e$
Before heading into battle Bretonnian Knigh ts
kneel and pray to th e Lady of the Lake , avowing
to figh t to th e death for honour and justice .
Before playing a game of Mordheim make a
Leaders hip test agains t th e Lead ership
ch aracteristic of the warbands leader. If th e test
is success ful th e Lady of th e Lake has bestowed
her blessing on the wa rband . The ble ssin g takes
th e form of a powerful curse upon the ene mies
of chivalry; and in pa rt icular upon those th at
make use of the foul and d ishonourable
weapons of mass destruction. Any model in th e
o ppos ing warband wh o wishes to fire a black
powder weapon mu st roll a D6 and sco re 4 + to
overcome th e curse , otherwi se th ey may not fire
the we ap on. The opposing player must te st
eac h time th ey wish to fire su ch a weapon.
Models armed with o ther shoo ting weapons,
su ch as bows and cro ssbows, do not have to test
unless they dare raise their weapons aga inst th e
gallant Knight s of Bretonnia. If any enemy
model wishes to sh oot at a Bretonnian Knight
(Questing Knights and Errants only) , th en they
must first roll a 4+ on a D6 to overco me th e
curse.

lC~~ice ~f ~(t\'l'i~\'$
A Quest ing Knight 's 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.

Questing Knight: Each
Questing Knight's warband
must have one Questing Knight:
no more, no less!

Knight Errant: Your warband
may include up to two Knight
Errant.

Squires: Your warband may
include up to three squires. You
may not have more squires in the
warband then you have Knights.

Men-at-arms: Your warband may
include any number of Men-at
Arms.

Bowmen: Your warband may
include any number of Bowmen.

Starting !E~perience
The Questing Knight starts with 20
experience.

Knights Errant start with 8 experience.

Squires start with 0 experience.

Henchmen start with 0 experience.

Speciaf !Equipment
Barding (rare 11): Barding is armour for a
horse in the same way that light armour is
armour for a human. It covers the mount's hide,
and in some cases, its head. A model mounted
on a barded horse receives an extra +1 to their
armour save (+ 2 instead of the usual + 1 for
being mounted). In addition, a mount wearing

r
Combat

barding
will only be
killed on a D6
roll of a 1 if the
model is taken out
of action (instead of a 1 or
2) . Barding may only ever be
bought for a warhorse.

.I .I .I

.I .I

= .I

1..
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.-------- -- - - - - - - - - - - -----:-

The followin g lists are used by Bretonnian warbands to pick thei r weapons :

KNIGHTS EQUIPMENT LIST
Hand-to-hand Combat Weapons

Dagger I st free /2 gc

Mace 3 gc

Sword 5 gc

Double-hand ed weapon 15 gc

Morning Star 15 gc

Lance 20 gc

Missile Weapons

None

Armour

Ligh t armour 20 gc

Heavy armo ur 50 gc

Shield 5 gc

Helmet 10 gc

Warhorse 80 gc

Bard ing 30 gc

SQUIRES EQUIPMENT LIST
Hand-to-hand Combat Weapons

Dagger l st free /2 gc

Hamme r 3 gc

Sword 5 gc

~e 5~

Spear 10 gc

Missile Weapons

Bow 10 gc

Longbow . . . . . . . . . . . . . . . . . . . . . 15 gc

Armour

Light armour 20 gc

Shield 5 gc

Helm et 10 gc

B~~cr 5~

Horse 40 gc

MEN-AT-ARMS EQUIPMENT LIST
Hand-to-hand Combat Weapons

Dagger l st free /2 gc

Hammer 3 gc

Swo rd 5 gc

Axe 5gc

Spea r 10 gc

Halberd 10 gc

Do ub le-hande d weapon 15 gc

Armour

Light armo ur 20 gc

Shield 5 gc

He lme t 10 gc

BOWMEN EQUIPMENT LIST
Hand-to-hand Combat Weapons

Dagger l st free /2 gc

Sword 5 gc

Axe 5 gc

Missile Weapons

Bow 10 gc

Longbow 15 gc

Armour

Light armour 20 gc

Helmet 10 gc

30



433331 317

Weapons/Armour: A Questing Knight may be
equipped with weapons and armour chosen
from the Knights section of the Bretonnian
Equipment list .

422331316

Weapons/Armour: Squires may be equipped
with weapons and armour chosen from the
Squires section of the Bretonnian Equipment
list . A Squire may not ride a horse unless the
Questing Knight and any Knight Errant in the
warband are rid ing warhorses.

so does not have to pass a Leadership test for
being all alone.

o-~ 6quirc$
15 gold crowns to hire
Knights are served by their Squires, commoners
who ride to the hunt with their master, an d who
accompany him to war. They are chosen from
the fittest and youngest of a Knight's retinue,
and they are tra ined and schooled by the knight
himself. If a squire performs some great deed or
service to his master he may even be raised to
the ranks of knighthood!

Profile M WS BS S TWA Ld

A Ld

3 1 4 1 8

TWA Ld

4 4 3 4

Profile M WS BS S T W

Profile M WS BS S

~~~_ ..====---=--=

1 ~uc$ting ~nig~t
80 gold crowns to hire
A Questing Knight is an ext remely tough and
virtuous individual, who fights to uphold the
traditions of honour and to serve the Lady of
the Lake. Injustice an d the persecution of the
weak are his enemies, whilst courage and valour
are his companions. It is no wonder then that
many a Questing Knight will journey to
Mordheim.

Weapons/Armour: A Knight Errant may be
equipped with we apons and armour chosen
from the Knights section of the Bretonnian
Equipment list . A Knight Errant may not ride a
warhorse unless the Questing Knight also rides
one.

SPECIAL RULES
Leader: Any warrior within 6" of the Questing
Knight may use his Leadership characteristic
when taking Leadership tests.

Knights Virtue: A Questing Knight is a
chivalrous warrior who is superior to ordinary
warriors. He will never panic and break from
combat and so does not have to p ass a
Leadership test for being all alone.

0-2 ~nig~t$ a!mmt
50 gold crowns to hire
Knight Errant are the sons of nobles, eager to
prove their mettle by feats of arms, and earn
their place amongst the Knights of the Realm of
Bretonnia. To do this they must perform
valourous deed, so they will often accompany a
Questing Knight on his sp iritual journey in the
hope of adventure and honour.

SPECIAL RULES
Knights Virtue: A Knight Errant is a chivalrous
warrior who is superior to ordinary warriors.
He will never panic and break from combat and
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~en,~men (~cug~t in grcup6 cf 1-5)

0'8 A1en'at'~Jl'm$
25 gold crowns to hire
Men-at-arms are the soldiery of Bretonnia. Every
Knight maintains a retinue when he is a lord of
a domain, and upon embarking on a quest, this
retinue may join him on his journey Men-at
arms are determined warriors, ready to fight for
honour and justice as much as the Questing
Knight they follow.

Profile M WS BS S TWA Ld

~OUlmen
20 gold crowns to hire
Bowmen are common folk who regularly
practice archery at the village butts so as to be
ready to repel ra iders from their humble
cottages, fields and vineyards. When a Knight
sets off on a quest it is not uncommon for a
handful of bowmen to be inspired to bravery
and join the Knight on his journey.

Prome M WS BS S TWA Ld

4 33331317 4 3 3 3 3 1 3 6

Weapons/Armour: Men-at-arms may have
weapons and equipment chosen from the Men
at-arms section of the Bretonnian Equipment
list.

Weapons/Armour: Bowmen may be
equipped with weapons chosen from the
Bowmen section of the Bretonnian Equipment
list.
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~l.et~nnian 6peciaf 6~iffs
Bretonnian Hero es ma y use the following Skill table ins tead of any of th e standard Skill tabl es

available to th em.

~l'et~nnian 6pecia( 6~i((6
Bretonnian Questin g Knig h ts may u se the
following skill list instead of th e standard skill
lists .

Virtue Qf ~urit~
The Knight's so le purpose is to serve th e Lady of
th e Lake . His pu rity of heart and d iscipline
endow him with the strength of sp irit to resist
ene my magic. Any spell cas t against th e knight
will be dispelled on th e 06 roll of a 4+. This is
a natu ral d isp el o n acco unt of the knights
ext rem e piety.

Virtue Qf VaCQUr
The Knight has vowed to confront th e biggest
and st ro ngest foes. The more awesome his
ene my, th e more valourous are his effo rts. If
fighti ng a model with a high er Stre ng th
cha racteris tic th an him self, the Knight may re
ro ll any failed to hit ro lls in hand-to-h and
combat.

Virtue Qf ?C>i6cipCine
The Knight has total faith in his chivalric co de :
he main tains self-control in the face of adve rs ity,
and displays complet e co nfidence wha tever the
odds. Once per game, if

th e knight is not ou t of action, stu nned or
knocked down, you may re-roll a failed rout
test.

Virtue Qf mQbCe ?C>i6~ain
Th e Knight has nothing but contempt for
enem ies who hide behind weapons of
dishonour. The Knight is subject to Hatred of
all ene mies armed with sho oting weapons. See
th e Lead ership and Psychology section (p38) .

Virtue Qf l$mpetUQU6
The Knight is eager to ge t to grips with the
en emy. He charges into co mba t with reckless
ent husias m . The Knight may add + 03" to his
move whe n charging. Roll th e dice each time
you wish to cha rge and before moving the
mod el.

;r ~
jJ (~t~ a fan'i i\Jfm un'«t...

Tom Merrigan, who ha ils from Sydney in
Oz, is fast becoming a name oflegend in
the dark halls of the Black library. 10m
has had no less than six articles printed
by Fanatic Press, in the Journal and Gang
War! Now that Tom's cut his teeth on the
delights ofMordbeim I'm sure that we'll
be featuring more of his work.

tlm@start.com.au
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~l Vi$it to t~e ~lpot~ecal'~
Medical treatment is far from an exact science
in the Old World, and most people have justly
learned to fear a visit to the Physician 's
Guildhouse. Patients of an Old World doctor

are likely to face bleeding,
amputation, under-anesthesetised

(a few pulls on a whiskey
bottle if they're

lucky!) surgery, and
worse in the

course of their
tre atment. Yet,
amazingly, they
sometimes

emerge from
these

treatments in better health. Medicine may not
be pretty, but it is occasionally effective... and it
is often the only alternative to death or life as
an invalid.

Yet if medical practice is unsightly in the
professional guilds of Old World cities, it is
horrendous in the ramshackle butcher shops
that are the surgeries of the squalid settlements
arou nd Mordheim. No respected professional
would practice in such a place, and so the task
of mending the wounded is often taken up by
wanted men, runaway apprentices, and
charlatans out to make a few coins off of
another's misfortune. In the encampments
around the City of the Damned, seeking out a
physician is always regarded as a desperate
gamble.

rc~e Ai)~ica( rcab(e$
Over the course of a ~
warband 's career, it is quite
likely that heroes will suffer .
injuries that will leave them,
to a greater or lesser extent, diminished in
abiliry. If you wish , you may send a hero to a
physician rather than have him look for a rare
item during the recruit New Warriors (trading)
phase of the post battle sequence. Even
warriors who went out of action in the last
battle may go to a physician (they are quite
possibly in urgent need!).

You may only attempt to get treatment for
one wound at a time, and only one attempt
at treatment per hero may be made during
each post battle sequence. The cost for
tre atment is 20 gold crowns per attempt
(one attempt = one roll on the table) , and
this money must be paid before rolling on
the table - Mordheim physicians demand
payment in advance, while the patient is
still capable of doing so!

The following injuries cannot be
treated: Chest Wound, Blinded in One
Eye, and Old Battle Wound. They are
permanent damage the afflicted

\. warrior will carry to his gra ve.

The following injuries use the Limb



;£imb 8urgerp C ~bfe
(r~ff 2?d6)

Surgery on a broken limb tends to be a straightforward and brutal affair.

Surgery table: Leg Wound, Smashed Leg, and
Hand Injury.

The following injuries use the Brain Surgery
table: Madness and Nervous Condition.

Note th at while th e de scriptio n on the
tables presume s a 'typical human '
wa rband (i.e. Mer cenaries, Witch
Hu nters , etc.) , all warbands have
access to some form of medi cal
attention and may use the charts
above. The Possessed , Undead , and
Skaven for ins tance , have their ow n
co ntacts in the shanty town s arou nd
Mordheim in the form of symp athe tic
dupes and cultists, including a
number of disreputable surgeo ns .

2·3 'SOMEONE FETCH A PRIEST...'
The unforrunate pati ent has expired due to
excessive blood loss. The hero is dead and
mu st be stricken fro m the warba nd record, but
his equipment is retained by the warband.

4 'THIS HAS GOT TO COME OFF.'
The surgeon has felt the need to amputate ,
os tensibly to 'keep th e rot out. ' If a leg was
being treated, the model now has its
Movement halved (rounding up) ; if a hand was
being tre ated, th e warrior may o nly use a
single one-handed weapon from now on.

5·6 'SORRY, lAD. DONE MY BEST.'
The surgery was un su ccessful , and the wa rrior
mu st miss the next battl e while he re covers.

7-8 ' NO LUCK'
The su rgery was un successful.

9-10 'MIND YOU STAYOFF IT FOR A
BIT.'
The surgery was successful! The warrior may
rem ove the inju ry and its adverse effects fro m
his profile. He mu st, however, miss the next
battle while he recovers .

11-12 'SHALIAYA BE PRAISEDI'
The surgery was a complete success! The
warrior may remove the injury and its adverse
effects from his profile.
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Treating tHe 'ailments of the mind and nervous system encompasses a variel): of
methods, from alcHemical and herbal preparations, to the physical openingo fthe

cranium and tampering inside. .

2-3 'SOMEONE FETCH A PRIEST....
The physician has been a bit too zealous in his
treatment. The hero is dead and mus be
stricken from the warband record, but his
equipment is retained oy, the warband.

4-5 'ERM ...THAT"S "NOT RIGHT.'
The treatment has not only failed to help the
warrior, it has actually worsened his condition!
The warrior is now subject to StU/ifi/ity. If the
warrior was being treated for Stupidity, there
is no change in his condition (except perhaps,
a bit more drooling than usual) .

6 'A BIT UNHINGED, THAT ONE"
The treatment has failed , and the warrior
emerges from the treatment as something of.a
raving lunatic. The warrior's Initiative suffers a
-I penalty (down to a minimum of 1). He is
now so unsettling to behold that he causes
Fear.
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7-8 'SORRY LAD, DONE MY BEST"
The treatment was unsuccessful, and the
warrior must miss the next battle while he
recovers.

9·10 'A BIT OF REST, AND YOU'LL BE
FINE"
The treatment was successful! The warrior may
remove the injury and its adverse effects from
his profile. He must, however, miss the next
battle while he recovers .

11-12 'SHALLAYA BE PRAISED!'
The treatment was a complete success! The
warrior may remove the injury and its adverse
effects from his profile.
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Mordheim
isn 't only

known as the
City of th e

Damned , but also
as th e Mouth of

Madness for all who
pass th rough th e city

gates surrende r their
sanity. The city 's twisting

natu re leaves nothing un
changed.

One of the th ings lacking in
th e Mordheim rulebook are

ru les to simulate th e
deteriorating effects the city has on the mind s
of th ose wh o brave its dangers. From the
background stories in the rul ebook one gets
the fee ling th at madness and insani ty are
co mmon occu rren ces in th e City of th e
Damned but strangely there are no ru les for
th is in the rul eb ook. The re are so me results on
the Serious Inj ury tab le th at reflect th is but
these res ults do no jus tice to th e ut ter
madness th at is Mord heim. Just imagine
yourself walki ng throug h a city where
mutations, monsters and insa ne warriors ru n
rife. A warrior can hard ly slee p at nigh t as he
hears all kinds of inh uman screams and growls
echoi ng in th e distance . Everyday a warrior has
to live wi th the idea th at thi s day the re is a
good cha nce that he will get killed , to rtured ,
or at best maim ed . And not just by o ther
humans but by Daemon-possessed madmen,
zo mbies, Vampires , Skaven and all so rts of
o the r terrible monsters . Almost any warrior
will go mad if he stays long enough in
Mordhei m.

So, a couple of already insane Mordhei m
players started writing so me optional ru les to
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in troduce th e co ncepts of mad ness
and insanity in their Mordheim games. After
much d iscu ssion and p laytesting on the
Mordheim Egroups mailinglist th ey have co me
up with so me nice rul es that ho pefully will add
a lot of fun and atmosphere to your Mordh eim
battl es.

<Being ~n$ane
These Insani ty rul es have been created to see
how a warrior is able to deal with the te rro r
and strange ness of his stay in Mordheim, and
failure can mean bouts of uncont roll able fear ,
the development of phobias, o r even complete
madness.

To sim ulate a warrior's grad ua l descent in to
madness we use a syste m of Insanity points
which are gaine d in a similar way to
expe rie nce points and are effec tive
at the same levels.

For eac h hero the no rm al
experience track is used . Th is
signifies tha t a wa rr ior starts as
no rm al, and it takes a long time for the
madness to se t in - but once it does , it's a
rol lercoaster ride fro m there on in . When a
warrior fills up the track, he mus t retire
because he is too insan e to co ntin ue . It is
advised that people use two diffe rent co loured
pen cils to keep track of th e different po ints o n
th e same chart.

Each tim e an II' is ea rned you will need to
ma rk it o ff in the same way as expe rience .
Whe n a new level is reac hed th at warrior mu st
immediately make a Ld test. If successfu l, this
means th at th e wa rr ior is able to th ink through
the horror and keep co ntro l of himself. If the
warrior fails th e tes t he mu st ro ll on the
Insan ity Table (see below) to determine the
type and duration of insanity the warrio r ge ts.



Failing the Ld test can me an several things. The
warrior could freeze up an d stare , or fall to the
floor and roll into a fetal position. Yet another
is to be cursed with a permanent or temporary
phobia. All these wonderful things and more
await your warriors sh ould they not make one
little roll.

mentioned warbands will gain IP's but the
amount of IP's gained is halved (e .g. for every
two IP that warrior gets, a player only marks
one box on the experience chart) :

Dregs

Necromancer

~n$<tnitp C <tbfe
Each time a new leve l is reached you will need
to roll first on the Temporary Insanity table
(be low) and then on the Insanity table (ove r)
to determine the type and duration of insanity
that warrior gets.

Magister

Cultists

C cc ~n$<tne tc .cr<tt'e...
Many societies and races are incapable of
being twisted any more than they already are
because they are either co mpletely insane or
their racia l mindset finds Mordheim and it's
terrors somehow more acceptable . The
following conditions render the insanity rules
invalid .

Warriors immune to Psycho logy

Warriors from Orc (not Goblins),
Beastmen, Undead, or Possessed warbands

The following troop types fro m the above

+ 1 In sanity Point - Casting a
Necromantic or Chaos spell

+ 1 In san ity Point - Getting a
Critical wound

+ 1 Insan ity Point - Getting poisoned/Taking
drugs (e .g. getting wounded by Wee ping
Blades).

+ ID3 Insanity Points - Getting th e
'Madness' result on the Serious In jury table .
This IP substitutes the normal result of this
injury

+ 1 Insanity Point - Getting the 'Nervou s
Condition' result on the Serious Injury tab le .
This IP substitutes the normal result of this
injury.

m<tining ~n$<tnitp ~cint$
+ 1 Insanity Point - Failing a
Fear or Terror test.

IF D
)1 Cempct'<tt'p ~n$<tnitp C <tbfe Ii

Ii
!I

I D6 Duration of Insanity II
1 D6 turns.

!l II· 2'~ The next battle.

Ii 4'5 Next 2 battles. I
Ii

II 6 Indefinite . II
11
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All results are unique and if you roll a result twice then roll again on this table until you roll a
new type of insanity. All effects lasts as longs as was rolled on the Temporary Insanity table.

for his own safety. No matter how far
away he is from friendly models he will
always count as being all alone in combat.

2 The warrior hallucinates and sees an
image of what is yet to come. The
warrior may re-roll (once!) an y shooting
or close combat rolls to hit .

3 A faint image of his personal god appears,
be it Sigmar or even the dread
Shadowlord. Filled with courage, the
warrior may ignore any and all Ld based
tests he is required to make.

4 The warrior peers into the depths of his
own mind, unlocking untapped abilities.
He can detect any enemy models hidden
for as long as this insanity lasts , even
those not in his normal line of sight, and
passes on the information to his
compatriots. All enemy models lose their
hidden status.

5 The warrior hallucinates that a slender
arm reaches out from the darkness ~

around him, and pale fingers touch the I=t

warrior's chest. The soft caress sends
shivers of terrible pain throughout his
body. Though it quickly dims away, the
terrible pain is left behind. The next
wounding hit the warrior receives is
automatically a critical hit .

6 The warrior hallucinates that the city
chooses to reveal its true visage to the
him, unveiling the monstrous I
intelligence that lurks behind the facade
of simple ruins and rubble. The warrior's .
mind is overwhelmed by the enormity of
the impression and he stumbles away in _
stark terror. For as long as this insanity
lasts, all enemy models count as causing
Fear and the warrior will refuse to enter
any building or get within 2" of an y walls
or ruins. After the warrior has recovered
from this insanity the effects will wear off,
though he will get the Claustrophobia
indefinitely. ~

~
12 PHOBIA
The warrior is cursed with a
permanent or temporary phobia.

RollID6
1 Claustrophobia 
The warrior must take a
Fear test to enter a building

11 HALLUCINATIONS
The warrior suffers from horrible hallucinations.

RolllD6
1 The warrior sees nightmare images of

his own demise, filling him with fear

9 MINISTRY OF FUNNY WALKS
The warrior is convinced that if he walks in a
bizarre manner people won't be able to hit him
with missile fire. He may not run buthe is at -I to
hit with missile fire as he is weaving all over the
place.

8 WHAT A cum AND FLUFFY UTTLE THING
The warrior refuses to attack any animals until
they attack him at which point he gains Hatred for
that type of animal permanently.

7 PARANOIA
The warrior is always on edge and thinks
someone is out to get him . The warrior may not
run but may charge into combat as normal. He
will always hit first in combat unless he is carrying
a double handed weapon.

6 I'M A CHICKEN!
The warrior goes around making loud chicken
noises . He may not Hide and will alert anyone on
sentry duty. Fighters in close combat with this
insane warrior are at -I to hit as they are so
confused by his antics (Undead and animals
ignore this modifier).

4 TEMPER, TEMPER!
The warrior has a serious temper problem. Roll a
D6 before each turn and on a score of 1 the
warrior is sulking and may do nothing else this
turn, except defend himself if he is in close
combat. If the warrior is charged during this time,
he gains Frenzy .

10 CRIMINAL PSYCHOSIS
The warrior gains Animosity to :

RolllD6
1 Skaven
2 Undead
3 Possessed
4 Elves
5 Dwarfs
6 Humans

4 AMNESIA
The warrior forgets/loses D3 Random skills



2 Fear ofHeights - The warrior must
take a Fear test each tum the warrior is

on a higher floor o r area

3 Fear ofRats - Skaven and Giant Rats
inspire Fear in that warri or .

4 Fear ofOpen Places - the warrior
must take aFear test 10 cross a street

or square. The warrior mu st stay
within 2" of a building or wall.

5 Fear ofPeople - Humans scare the
warrior. If there are any humans within

4" of the warrior he mu st take an
immediate All Alone test.

6 Fear ofSbarp Things - Warriors armed
with a sword, spear, or knife inspire

Fear in the warrior.

13 HEROIC IDIOCY
The warrior may never end his
movement phase behind cove r.
The warrior is immune to psychology
and receives + lExp if he is still standing at the
end of a battle.

14 PANZAISM/QUIXOTISM
RollID6
1-3 Panzaism - The warrior is immune to

Fear and Terror as he sees all things
(even supernatural) things as ordinary.

4-6 Quixotism -The warrior sees
everything and everyone as super-

natural threats. Treat as Frenzy where
the warrior has automatically failed his
Ld test .

15 ET TU BRUTUS?
If the warrior is ever the only model Within 6" of
the leader he will charge him and try to kill him
so he can take over the warband. If the warrior is
the warband leader, then ignore this result and
roll again on this table .

16 I HATE YOU ALL!
The warrior is subject to Hatred of the enemy and
Animosity to friendly warriors.

17 CATATONIA
The warrior fulls to the floor and rolls into the
fetal position. Treat as Stup id ity where the warrior
has aut omatically failed his Ld test.

18 I CAN'FLY!
The warrior must make a diving charge whenever
he can , no matter what level of building he is on.
Ttie hero automatically gains an extra + IS and + I
to hit on top of the normal diving charge because
he really does think he can fly and it won't hurt
him.

"t1M\m\\\\W.l\llllUlm~

19 TIS BUT A MERE FLESH WOUND
The warrior gains an extra Wound. When thi s
insanity is over and the warrior has taken at least
one Wound he must roll on the Serious Injury
table . If this insanity is indefinite the warrior has
become a very tough nut (pun intended - Editor) .

20 ALCOHOL ADDICTION
The warrior drowns his fears and sorrows by
consuming large amounts of alcohol. For as long
as this insanity lasts the warrior suffers fro m
effects of a binge and is at -IWS -IBS and -II.

21 MULTIPLE PERSONALITIES
The warrior thinks he is a:

Roll ID6
1 Skaven
2 Vampire
3 Wizard
4 Elf
5 Dwarf
6 Ore

Use the aver age stars for a member of that race
instead of the warrior's normal stats . The player
should play the insane warrior in character.

If a player rolls the Wizard result that player must
roll on the Lesser Magic chart as normal to see
which spell that 'wizard ' get s. In each shooting
phase that warrior tries to cast that spell and if he
casts it successfully he th inks it works although
nothing happens (a bit of roleplaying is necessary
for this). The warrior can not shoot/cast 'spells' in
the same turn .

22 WHOSE SIDE AM I ON ANYWAY?
Each turn each side mu st roll a d ice. The player of
the insane warrior may add 2 to the roll . The
player with the highest roll controls the co nfused
warrior for the turn . The warrior may not run or
jump off buildings as he is too confused .

23 MEGALOMANIA
The warri or must move to the neare st enemy
model and he may not end his movement phase
behind an obstacle or in hiding. The warrior is
immune to All Alone test s. In addition, if the
warrior is the leader of the warband he cannot
take a voluntary rout test for as long as this result
lasts . If the warrior survives at the end of a battle ,
he gains +2 experience points.

24 COMPLETELY BONKERS
The warrior has gone totally ins ane . Remove that
warrior from the warband roster.





Here are some miniatures of chivalrous Bretonnians to use in your games
of Mordheim.

Hot from the Forges

TM

QUESTING KNIGHT HERO WITH LANCE
99060203046L - £5.00

QUESTING KNIGHT CHAMPION
99060203049L - £4.00

BRETO NNIAN
KNIGHT ERRANT CHAMPION

99060203025L - £4.00



SQUIRE WITH BOW 3
0203 05203

GRAIL KNIGHT
SHIELD 3
020302711

QUESTING KNIGHT HERO
ON FOOT 2
07990210 1

KNIGHT OF THE REALM
HERO SHIELD

020304803

QUESTING KNIGHT
HERO SHIELD

079902 102

QUESTING KNIGHT HERO
ON FOOT
020304001

SQUIRE WITH BOW 2
0203 05202

QUESTING KNIGHT
HERO SHIELD

020304604

j1lrdonnhtn jqnirt~ - £2.00 each

GRAIL KNIGHT HERO
SHIELD

020303202

KNIGHT OF THE REALM HERO
ON FOOT
020304101

j1lrdonnhtn i{nightllt ittrot~ on Joot - £5.00 each

SQUIRE WITH BOW 1
0203 0520 1



MEN-AT-ARMS WITH
SPEAR 4

020300804

BOWMAN 4
0203 01404

BOWMAN 3
020301403

If you"re on the net, why not check
out our website:

www.gameswor.<shop.com

MEN·AT·ARMS WITH
SPEAR 3

020300803
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BOWMAN 2
020301402

BOWMAN 6
020301406

MEN-AT-ARMS WITH
SPEAR 2

020300802

j1lrdonnian~ with j1low~ - £2.00 each

BOWMAN 5
020301405

BOWMAN 1
020301401

j1ltdonnian j1tcn-at-grm~ with jptar~ - £2.00 each

MEN·AT·ARMS WITH
SPEAR 1

020300801



HALBERDIER 3
020301703

CHAMPION 1
020301601- £3 .00

CHAMPION 2
020301602- £3.00

II

MEN-AT-ARMS WITH
SPEAR CHAMPION 2

020301002- £300

HALBERDIER 2
02030 1702

MEN-AT-ARMS WITH
SPEAR CHAMPION 1

020301001- £3.00

SQUIRE WITH BOW CHAMPION
020305301

Itdonnian thampion~ - £3.00 each

HALBERDIER 1
020301701

CHAMPION
020301901

ihdonnhtn ifhn-at-gtm~ with italbetb~ - £2.00 each
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FEED
BACK

WE WANT YOU to enjoy re ad ing TOWN CRYER as much as we do co mpiling it. Your o pinions are very,
ve ry importa nt to us. So if you ha ve so mething to tell us, p lease send in th is Feedback fo rm . We read
eve ry single one of th em as th ey come in, and we may well fea ture th e be st of them in TOWN CRYER.

As always, if you don 't want to mut ilate your copy of TOWN CRYER, feel free to photocopy this page or
write your answers on a diffe rent sheet of pap er.

Yes 0 Maybe 0 No 0

Th is many other people read my copy 0 0 1 0 2 0
of TOWN CRYER 8
I bought it at I'll buy the next one?

3 D 4 0 5+ 0

I wo uld like TOWN CRYER to remain a regular bi-m onthly magazin e?

[ want to see .......................More Same Less [ wa nt see

Tips n ' Tactics 0 0 0 Modelling

Battle Reports 0 0 0 Mail Orde r Deals

Stories 0 0 0 House Rules

Scenarios 0 0 0 Bitz N' Tipz

Letters 0 0 0 Artwork

Yes 0 Maybe O No D

More Same Less

0 0 0

0 0 0

0 0 0

0 0 0

0 0 0

Other (insert) Ot he r (inse rt)

I wa nt to contribute . Please send me your Writer 's Guidelines 0

I have so ma ny other thi ngs to tell you about TOWN CRYER tha t I'm goi ng to use this box:

(Out of room ?Use a sep arate sheet ofpapert)

I am Age ..
I live at ..

...... .. ... ..... .... .... .... ...... .... .. .. Post Code .

Return th is form to :

TOWN CRYER Feedback,
The Black library,
Gam es Workshop Ltd ,
Willow Road,
No ttingh am
NG72WS • UK
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One,Keeper ofSecrets,Journal, Khorne,Knights Panther,Knights of the WhiteWolf, Lordof Change, Magister, Marauder, Mordheim, Night Runner, Nurgle,Nurgling, OldWorld,Plaguebearer, Rat Ogre, Skaven,
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DONATO RANZATO

Expert Du ellist

Can hit a flea's leg at twenty paces!

40 Gold Crowns a week
Inquire at the Twisted Goat

r ITEM F O R S A L E -..\

One Iron Cod-Piece , Igc.
One previous owner. An
embarrassing injury forces
sale . Contact 'Little' Paul at
the sign of th e Black Shirt.

to.... ..I

Beware G oo d Cit izens !
To the east of Schollsb urg th ere
likes an establishment called the
Twis ted Goat. Of th e people there
you should be wary, for they are
rumoured to be maddened or
eve n worse members of thd Cult
of th e Possessed . I seek good men
willing to aid me in a ra id o n thi s
cursed pi t of hell. Meet me at the
cros sroads tonight at midnigh t.

Karl Swinehursr, Captain of
the Blazon Stone

..- ... . UfO,M

FOUND
O ne warty arm.

Lead ing Alchemist searc hing for
remains of unusual specime n.

Own er/Slayer sh ould contact
Amadeu s the Sane at the hill 0 '

Burning Shad ows.

Lost
One hand. Walked off during a
fight with a madman. Answers to
the na me 'Lefty'. Co nsiderable
reward offere d .

Ask for Nagas h at th e ru ins of the
Old Temple.

WANTED
Be it p rocla imed by order of
Witch Fynde r Cap t. Paulus

Grossbelly

Ur ban leg end!
Strange and eerie new accounts
have been to ld regard ing
so mething of an urban legend
in the weste rn quarter of th e
City of th e Dam ned . Accord ing
to eye-wi tness acco unts when
all is q uiet and th e mists rest
upo n Mor dheim a ba by's cry
can be heard th rough out the
streets . Several have claime d to

. see a sha dowy figure of a sma ll
child skulking abo ut. Some say
tha t it 's the tainted and twisted
zo mbie -form of a sma ll child
sta lking the city at night loo king
fo r victims .

~'lt1:ttSiI!! j .''' . Jjj v;.;b'

Birt hs

Prince Xyllgn zx gngg , Daemon
Spawn of th e Black Pit. 12st 4lbs
602, a right little mo nster. Moth er
in shock!

r -,
SC RIBE'S H ARDYK T HE BOLDE

H O NO URABLE
MENTIO N Wanted for Murder, pillage,

Antonio de Swift
thie very and despoiling of

fish-ponds
{, Donato Ranzato DEAD OR ALIVEl- ~

WANTED

O BIT U AR IES

Reno Boticelli, drowned in a
fishpond.

Kurt Van der Maso nne, acce p ting
an invita tion to dinner fro m
Cou nt Stra blinski.

Corpse of one human required for
Ritual of Morr

Most of the bo dy mu st be intact for
th e ho ly ceremony to be successful.

Name yo ur own price .

Ask for Rass th e Noc turnal at th e
Hall of Drudge.

5 011 92 1 9 6 08 0 4 >

'Gorgeous' Gregor, stabbed in th e
back whilst staring into a mirror.

Blau Pietr, beh eaded by an
enraged Dwar f.

Sir Gerard De Depardui,
Bret o nn ian Knigh t of much
repute , eaten by a Chaos Troll.


