








LUSTltlA <mu <>F �<>LI> 

shallow water will recover as normal 
according 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 Lizardmen.

(ARNIV<>R<>US �LANT$ 
The jungles of Lustria are home to a wide 
variety of carnivorous plantS. A typical plane'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 

0 2 0 4 2 2 1  

A Ld 

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

lf 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 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 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. 

S<tNARl<>S 
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: 
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1\vo-player scenarios 

The warband with the lower rating 
picks the scenario. 

The Hunters become the hunted. 

The Secrets of Beujuntae. 

Skirmish .. 

Jungle Skirmish.• 

Dem's My Gubbinz! 

Island Hopping .• 

Defend the Find. 

Hidden Treasure. 

Chance Encounter. 

The warband with the lower rating 
picks the scenario. 



2D6 Multi-player Scenarios 

2 The warband with the lower rating 
picks the scenario. 
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The Hunters become the hunted. 

The Secrets of Beujuntae.

Lost Temple of Slann.

Jungle Skirmish.

Treasure Hunt (MHA2002).

Street Brawl (MHA2002).

Island Hopping .

The Pool (MHA2002) .

Ambush (MHA2002).

The warband with the lower rating 
picks the scenario. 
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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 its young come dinner time! 

Profile M WS BS S T W I 
8 3 0 4 4 1 1  

Special Rules 

A Ld 

2 3 

Cause Fear, in addition, the mother is subject 
to Frenzy. 
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An interesting scenario to try 
is 'kidnapped' from TC6, 
where a Lizardmen player 
takes over the role of the 
Possessed in sacrificing a 
captive. If the Lizardmen 
manages to sacrifice the 
captive the Warband earn 3D3 
exp to distribute among their 
heroes. 

Ntw 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. 

$tkl<>US INJUkY (HAkT 
Use the Serious Injury chart on 
page 119. As there are no 
Fighting Pits in Lustria treat 
'Sold to the pits' as ½.nirnal 
Attack'. 

ANIMAL ATIACK 

The Hero stumbles upon a 
nest and finds a baby Cold 
One. Unfortunately for the 
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THt HUNTtRS 8t<<>Mt THt 

HUNTtl> 
The warbands have heard rumours that Lustria 
has rare and exotic creatures. There were 
merchants and wizards willing to pay hefty 
prices for them. Rumour has it that Cold Ones 
are in the jungles of Lustria. There is a lot of 
money to be made from the Cold Ones. They 
are useful beasts that can help the mobility of 
caravans due to their strength. Their scaly skin 
is good material to make several items. Races 
such as the Dark Elves capture them and use 
them for war. 

One warband has been ambushed by a 
Lizardmen Beastmaster who is accompanied 

by two Cold Ones. The warband must kill the 
beast master. If they do so, they can control 
the Cold Ones by gaining the Beastmaster's 
whip. The whip has something mysterious 
about it that controls the Cold Ones. However, 
enemy warbands have spotted their camp days 
ago and are also in search of the Cold Ones. 
Their scouts stumble upon the attacked 
warband as well. 

For 2-6 warbands and a referee. 

StT UP: 

1. The Warband with the highest rating is the
Defending Player. The Defending Player sets
up in the middle of the board. The Lizard.man
Beastmaster and Cold Ones must be 4" away
from the Defending Player's Warband and

have line of sight to the Defending Warband. 
The Defending Warband has an 8" by 8" set up 
area in the middle of the board. 

2. The Attacking Warband(s) rolls a D6 for
each Hero and Henchman group in his
Warband, in any order be chooses. On a 1-3,
they are somewhere else in the jungle and
rum up later as reinforcements. On a 4-6, they
are deployed at the start of the game. Note
that at least one Hero or Henchman group
will be present at the start. If all roll 1-3, the
last Hero or Henchman group will
automatically be deployed at the start of the
battle.

3. The Attacker(s) deploys his whole Warband
within 8" of a randomly determined table
edge (nominate each edge a number 1-4 and
roll a D6 re-rolling S's and 6's).

TtRRAIN 

The Attacking Warband(s) and the Defending 
Warband set up the terrain pieces starting 
with the Defending Warband. Do not place 

any carnivorous plants until all terrain pieces 
are placed. The Defending Warband rolls 106 
for every player taking part and places that 
many carnivorous plants (rules, page 5) 
anywhere on the table. The plants must be at 
least 4" apart from each other. I suggest at 
least a 4x6 set up area depending one how 
many warbands are involved.



ITAllTIN, THt 'AMt 

The Attacking Warband(s) starts first - if there 
are more than one roll 1D6 with the highest 
scoring player going first and then moving in 
descending order. The Defender always moves 
last. The Lizardman Beastmaster goes first and 
should be controlled by the referee. 

$1>t<IAL P.ULU 

The Attacker(s), at the start of the second and 
subsequent turns, may roll 1D6 for each 
Henchmen group or Hero not yet on the 
table. On a 4+, these reinforcements may 
deploy during the movement phase from a 
randomly determined table edge. All 
reinforcements that arrive may not charge on 
the tum in which they arrive. 

The players must defeat the Beastmaster to 
gain control of the Cold Ones. The unit/Hero 
which purs the Beastmaster Out of Action, 
gains control of the Cold Ones by taking the 
Beastmaster's whip from his prone form. 
Other enemy units can gain control of the 
Cold Ones by similarly taking the whip from 
whoever has possession. If nobody is in 
possession of the whip, the Cold Ones will 
immediately become subject to Stupidity. 

Also, roll 1D3 to determine how many 
artifacrs the Lizardman Beastmaster carries. 

The unit/Hero which takes out the Lizardman 
Beastmaster gets the artifacts but if the unit is 
stunned or Out of Action, another unit in 
base-co-base contact may take the artifacts. 
The Unit with the whip must always be within 
4" of the Cold Ones. 

No warband may voluntarily Rout. The game 
lasts for 12 turns 

tNl>IN, THt ,AMt 

The player who runs off the board with at 
least one of the Cold Ones and artifacts wins 
the game. If both Cold Ones are Out of Action 
then the last warband not routing wins the 
game. The last model which has the artifacts 
in its possession gains them. 

tXl>tllltN<t 

+ 1 Survives. If a Hero or a Henchman group
survives, they gain + 1 experience.

+ 2 Winning leader. The leader of the
winning Warband gains + 2 experience.

+ 1 pe.r enemy out of action. A Hero earns
+ 1 exp for each enemy he puts out of action.

+ 1 pe.r Cold One alive. All units in the
winning Warband which survive get + 1 exp
per Cold One alive.
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8tA$TMA$Ttll ANI> (OLI> ()NU 

Lizard.man beastmaster: Use a Skink Great 
Crest from the Lizardman Warband from TC 
issue 11 for the Beastmaster (page 24) and the 
rules for Cold Ones can be found on page 17 
of the same issue. 

WINNIN,$ 

If the winning Warband captures the Cold 
Ones alive, they can either mount a unit on 
them or sell them for 80gc. If one or both of 
the Cold Ones are dead then you can sell 
them for 40gc each. 

The artifacts are the equivalent of a Wyrdstone 
shard each and can also be sold. 

L<>ST TtMP>Lt <>F THt $LANN
Long ago, when the Old Ones lived and 
prospered in the steaming jungles of Lustria 
they erected great white stone pyramid
temples in which to live and contemplate the 
heavens. Since their demise many of d1ese 
temples have fallen into ruin with a few of the 
the domain of the Slann and their Lizardmen 
followers. 

It is the temples of the Lizardmen that draw 
the greedy and adventurous to them like 
moths to a candle for they are reputed to be 
great repositories of arcane knowledge and, of 
course, gold ... 

For 2-6 warbands. 



TtlUtAIN 

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

WAR.BANI>$ 

One randomly determined player is the 
defender representing the Warband that 
reached the building first. This is regai·dless of 
who has the highest Warband rating. 
However, if there is a Lizardmen Warband 
taking part, 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. 

Jn addition, for each attacking Warband 
beyond the first, the defender rolls once on 
the Booty table (below) 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: 

D6Roll Item Found 

1 Temple Stone Guard 

2 1D3 doses of Dark venom 

3 1D3 doses of Crimson shade 

4 Holy (or unholy) relic 

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. 

ST AR.TIN, THt 'AMt 

Each player rolls a 06; the player rolling the 
highest has the first tum and order of play 
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proceeds clockwise around the table. The 
attacker must set up 6" to the nearest table 
edge. 

(Nl>IN, THt ,AMt 

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

(xP,tR.ltN(t 

+ 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.

THt OLI> ktu<S 

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 which 
additional items the Warband finds in the 
temple. Note that you'll roll for each item 
separately, apart from gold crowns (or their 
equivalent), 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. Note that you roll on d1e 
table once for each Hero that you have who 
isn't Out of Action. The maximum number of 
times you can roll is 6. 

D6 Roll 

3D6gc's 

D6 Roll Needed 

D3 gems 

Automatic 

5+ 
(worth l0gc each) 

Tome of Magic 4 + 

Gromril Sword 5 + 

Cloak of Mists 5 + 

Healing Herbs 4+ 
(D3 doses) 

Dispel Scroll 5 + 

Ntw ITtMS 

Temple Stone Guard: 

Profile M WS BS S T 

4 4 4 4 4 

W I 

1 1 

A Ld 

1 8 

The Temple Stone Guard is a statue of a 
Lizardman Saurus, created to protect the 





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.

StT UP: 

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.

+  1 Survives. If a Hero or a Henchman group survives,
they gain + 1 experience.

+  1 Winning leader. The leader of the winning Warband

gains + 1 experience.

+  1 pe.r enemy out of action. A Hero earns + 1 exp for
each enemy he puts out of action.

+  1 Got da Gubbinz!. The hero or henchman holding the
Sacred Gubbinz at the end of the game gains +1 experience.

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.

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.

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.

(Nl>IN, THt ,AMt: 

SP.t<IAL kuus: 
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THt St<IUTS OF THt 

8tUJUNTAt 
It has been more than a few millennia since 
the Daemons of Chaos descended upon the 
jungles of Lustria seeking to destroy the new 
races the old ones had created. The first Slann 
used High Magic to entomb these Daemons 
thousands of years ago. Now they lay in 
slumber, waiting to be awakened by 
unforrunate mortals. Some find the 
sacrilegious tombs that hold these Daemons 
while searching the jungles of Lustria for 
riches. 

Within the Jungle lies such a dark forbidden 
secret. An ancient Daemon of Chaos lie in 
wait. Spawned from the Changer of Ways the 
Slann Mage Priests called it Beujuntae or 
'Possessor of souls' in the Slann tongue. 

lo this scenario, warbands encounter each 
other while scavenging loot from the tomb 
they have found. 

lt can be played by 2-4 players seeking a new 
challenge. This scenario is not for the weak at 
heart. It is a challenging war of wits and 
might. Only the bravest players should 
attempt to quell the spirit of the Beujuntae. 

TtllllAIN 

You should have a small tomb and ruins in 
the middle of the board and encircled by 
jungle. Each Player takes a turn placing a piece 
of terrain. They may place a tropical tree, 
ruins, 
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tomb or similar items. We suggest that the 
terrain is set up within an area roughly 4'x 4'. 

Up to 16 carnivorous plants may also be in 
play. This should of course be discussed with 
the players in advance! 

$tT-UP. 

All players roll a D6 to see who deploys first. 
The player rolling highest sets up first, within 
8" of the table edge of his choice. His/her 
opponent(s) then sets up within 8" of the 
opposite edge. 

$TAI\TIN� THt <tAMt 

Roll a D6. The player rolling highest has the 
first rum. 

$n<IAL RUU$ 

Once you have placed the terrain, put some 
artefact (wyrdstone) counters on the tabletop 
to represent where the artifacts are. There will 
be D3 + 2 counters total. 

Each player takes it in rurn to place a counter. 
Roll a D6 to see which player places first. The 
counters must be placed more than 16" from .
the edge of the table and at least 6" away from 
each other. Note that counters are placed 
before deciding which edge the warbands will 
play from, so it is a good idea to put counters 
towards the middle of the table. Warriors can 
pick up the counters simply by moving into 
contact with them. A warrior can carry any 
amount of artifacts without any penalty. 
Warriors cannot transfer their artefact to 





JuN,Lt SKIRMISH

THt F� OF WAR
Early risers in Lustda are greeted by rolling 
mises that cut visibility to almost nothing. Few 
are the men that willingly venture out into the 
mists. It is easy to become lost and 
disorientated when each way you look is a sea 
of white. It is the dread fear of any treasure 
hunter to run across a rival warband in the 
mists, to not know exactly who it is you are 
fighting until it is too late ... 

This gan1e may be played by 2-4 players 

Su-Up, 

Each player rolls a D6. Whoever rolls the 
highest chooses which table edge to set up 
on, placing all his warriors within 8" of the 
table edge. His opponent then sets up on the 
opposite side as normal. 

TfRRAIN 

Each of the players take turns placing pieces 
of terrain. They may place either jungle trees, 
ruins or other similar item. We suggest that 
the terrain be sec up within an area roughly 
4'x4'. 

STARTIN� THt <aAMt 

Both players roll a D6, the higl1est goes first, 
second highest goes second, etc. 

SP.t<IAL kuus 

There is a light fog covering the whole table. 
To represent this, warbands have a -IM and -
4" to their missile weapon range. This would 
make a long bow maximum range 26" rather 
than it's normal 30". The skill "Leadership" is 
reduced to half range, i.e. anyone w�nting to 
use the LD value of the hero with Leadership 
must be within 3" of the model. 

{Nl>IN, THt ,AMt 

The game will end when there is only one 
warband remaining unbroken on the cable. 
This warband is d1e winner. 

bP.tRl(N<( 

+ 1 Survives. If a Hero or a henchman group
survives the battle, they gain + 1 experience.

+ 1 winning Leader & Heroes. The Leader
and Heroes 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.
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ISLANI> HOP>P'IN,
The river Amaxon splits into several small 
tributaries, creating many small islands 
surrounded by swirling rapids. These islands 
sometimes contain important artifacts or 
treasure, and must be defended. 

TtRRAIN 

On a 4'x 4' table, place a river so that it 
crosses the entire board, and its branches 
create several islands. There should be at least 
one more island than the number of players 
taking part in the scenario. Islands must 
contain at least 6" square of area. Set up at 
least as many bridges, as there are players in a 
sensible manner between the islands. 

WAR8ANl>S 

The players each roll a dice. Whoever rolls 
highest chooses the island to set up on, and 
sets up first. The other players then choose in 
descending order. 

STARTIN, THt <aAMt 

All players roll a die, and the highest roller 
goes first. Turn sequence proceeds clockwise 
around the table after the first player's tum. 

Sn<IAL kuus 

The objective is to control as many islands as 
possible by the end of the game. To control an 
island, you must have more standing models 
on it than any single enemy. The river is 
impassable terrain, so bridges must be used to 
cross from island to island. There can be no 
more than four models on a bridge at any 
time. Lf a model takes a wound on a bridge, it 
must make an Initiative test or fall into the 
river. If this happens, it takes an additional S3 
hit and is washed onto the nearest bank. 

tNl>IN, TH( ,AM( 

The game ends after six turns, or if all the 
warbands but one fail rout checks. 

bP.tRl(N<t 

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

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

+ 1 Per enemy OOA: Heroes gain + 1 XP for
each enemy they put out of action.

+ 1 Island Takeover: The Leader of a
warband that controls another player's
starting island at the end of the game gains
+ 1 experience.
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