A new land of adventure for rogues and
vagabonds brought to you by the famed
explorer Stephanus Cornette and his
most brave Trantios...

$OLD...

For thousands of years the races that were left
behind by the Old Ones have sought its
splendour — and died for it. The lure of gold
has such an effect on the mind that brothers
have come to blows over the possession of a
mere handful. From the time the first Dwarf
forges deep within the karags were built the
greed for gold has been the reason for many
battles. Never has the pursuit of this element
been as great as it is now.

It is the lure of gold that brings the races of
the world to the continent of Lustria. This is a
place that is filled with steaming hot jungles,
boiling lava pits and all manner of creatures
too hideous to describe, Lustria is said to
contain entire cities of gold and treasure.
Braving the elements and untold dangers
explorers toil endlessly through the jungle
and amongst the ancient, ruined cities
searching for gold to fill their coffers. For
centuries these abandoned cities of the sun
have been plundered. But, it is those who
once dwelled in these ancient ziggurats that
are the most mysterious — a strange reptilian
race thought of by many as demons called
Dragonkin, Lizardmen and worse. Why these
creatures seem to take up and move no one
knows but the amount of treasure they leave
behind in those cities goes far beyond what
any Tilean merchant can imagine.

To the sinister Lizardmen and their bloated
Slann overseers gold means very little. It is a
commonly worked metal in their society. They
value things that provide sustenance. Like
grub worms! It is not unusual for the
Lizardmen to pack their belongings and move
to another city completely abandoning the
one they left. The ways of the Lizardmen are
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indeed very mysterious! After these cities are
vacated some brave Skinks and Sauruses will
stay behind to watch over a spawning pool or
a sacred tomb. These Temple Guardians as
they are called are the elite warriors of the
Lizardmen. They form scouting parties to
search the jungles around the ruins guarding
against any intrusions.

Yet not all of the races come to scour the
ruins just for gold. Some come to Lustria in
search of magic. For it is told in ancient Elven
scrolls that the Slann Mage Priests, possess the
greatest magical artifacts in the world. A small
passage in an archaic text can make some
people devote their entire lives to searching
the ruins for the promise of magic. Many races
have also come to the dark continent over the
years seeking new lands to settle. The Norse
were amongst the first to settle, seeking new
lands away from the snow ravaged mountains
of their homeland. Since Losteriksson first
brought an expedition to Lustria the peoples
of the Old World have begun to settle along
the coasts despite many expeditions having
mysteriously vanished with no trace.

The wise and ancient High Elves are the most
prominent of the outsiders to settle Lustria,
having explored the Known World in days
long passed in their tall, graceful ships. High
EIf traders have erected a huge stronghold on
the southern tip of the continent and it is
aptly named the Citadel of Dusk because the
sun rarely rises above the horizon there. For
whatever reason they come to Lustria most
adventurers and explorers seen embarking
upon the shore and are never seen again.
Those that do return bring with them tales of
treasure and peril and of the living jungle
itself. For every turn in Lustria can bring death
or it can bring the greatest wealth imaginable.

Over the coming issues our group will take
you to this strange and foreboding world.
We'll show you new rules that you can add to
your existing Mordheim rulebook that will
cover topics such as; swimming, climbing



trees, and any other rule that would put the
Mordheim skirmish system in a jungle
environment.

We will bring to you the unique warbands that
will seek their fame and fortune among the
ruins. The strange civilisation of the
Lizardmen will unfold before you. How they
guard the ruined cities for possible rebuilding
and their constant conflict with the Skaven of
Clan Pestilens. We'll introduce Norse, Tileans
and Estalians who come to the New World to
explore and seek treasure. The High Elves
who seek to learn the arcane knowledge of
the Old Ones and their dark brethren who
seek to steal it. We've even developed
warbands for those unheard of races, yes,
even the mysterious Amazons (my favourite)
who have been so popular with the fans at the
US Games Day this year. There will be Jungle
Goblins, perhaps the remnants of Grom the
Paunch’s Waaagh that fled Ulthuan centuries
before. We’ll also cover Luthor Harkon’s
vampire coast undead warband. Yes Luthor is
alive, er... dead and still in Lustria! There will
be other surprise warbands as well so keep
your eyes peeled for some short stunty pirate
fellows!

We'll have new scenarios for you to form your
campaign on. New exploration and trading
charts and loads of new miniature conversions
to show you how the present line of Citadel
Miniatures will make the ruins come alive!

All these rules and neat stuff comes from the
average gamer just like you! And how did all
this get started you ask? Simple — the Internet.
It has truly made the Lustria — Cities of Gold
project an international happening. Back in
late February of this year I was surfing the net
looking for new rules and Warbands for a
Lustrian variant on Mordheim that I wanted to
start. That's when I came across Tommy
Punk’s Pestilens website (be’s from Sweden,
by the way - Ed.). He and some other folk
had some basic rules for Warbands already set
up! What luck! So I approached Tommy with
the idea of forming a discussion base on
www.egroups.com and Tommy really liked the
idea. So we set about creating the group.
Within a month our membership had grown
to well over forty members and we were all
hard at work refining and playtesting the
rules. But still something was lacking. We
needed more exposure to get our ideas to the
public. That’s when I approached the Games
Workshop US staff about doing a demo for the
setting at this year’s Games Day. We also
needed a website to advertise the setting and
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serve as an information hub to the rest of the
Internet. I approached Harry Golden, a fellow
Lizardmen player and he was all for it! After
he sent several gaming sites a press release
about the setting the hits started coming in!
While all this was going on I provided a little
nudging to the US staff and they finally agreed
to bring us in. It would be an unprecedented
event in US Games Day history. They have
never had an outside group run a gaming
table much less do a full-blown demonstration
of an unofficial supplement! It was a smashing
success! Our demo team was hopping all
weekend! Many people came by and were
pleasantly surprised by the demo.

I have to say that I have never worked with a
better bunch of people! We really came
together as a team! So here we are now, giving
you the gamer a work that we are very proud
of. It’s a way of giving something back to a
great gaming community that we sometimes
take for granted. But most of all it’s been a
way to bring players from all over the world
together in a team environment to bring to
you (what we hope) is a very enjoyable game.

Steve Cornelte
(No I'm not related to that Juan Cornetto guy
in the Dogs of War handbook!)
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SKIRMISHES

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

WARBAND S

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

TERRAIN

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

OPEN GROUND

Models move without penalty.

1. Clear underground passages.

2. Unobstructed ruined city streets.

3. Vines and ladders leading up or down.
4. Bridges with no gaps or gaps less than 1" in
length.

5. Steps leading up or down.
DIFFICULT GROUND

Models move at 1/2 speed.

1. Steps that are higher than 1".

2. Rubble or light shrub.

3. Shallow swamp or marsh.

4. Jungles.

5. Shallow rivers.

VERY DIFFICULT GROUND

Models move at 1/4 speed.

1. Dense rubble.

2. Muddy swamp or marsh,

3. Thorny or dense shrub.

4. Going against the current of a slow moving
river. (Open ground for aquatic models.)
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IMPASSABLE TERRAIN
No movement allowed.

1. Deep rivers or lakes. (Difficult ground for
aquatic models.)

2. Quicksand or deep mud.

3. Going against the current of a fast moving
river.

LINE OF SIGHT

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

1. A jungle stand of any width blocks L.O.S to
the other side, even a stand 1" wide blocks
line of sight to the other side.

2. A model must be within 2" of edge of the
jungle stand in order to fire out, charge, be
fired upon, or be charged from outside the
jungle.

3. Models inside the jungle stand may see 4"
for purposes of shooting and declaring
charges.

4. Models fighting while in difficult terrain,
other than on steps, suffer a -1 penalty to hit.




SWIMMING

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

1. All rivers count as difficult (or worse)
terrain for all models except those considered
as aquatic. See Terrain Types above.

2. Models swimming with the current will
double their base move.

3. Models swimming against the current of a
slow moving river may only move a quarter of
their base move, but you may not swim
against the current of a fast moving river.

4. Aquatic models suffer no reduction of their
base move when swimming against the
current of a slow moving river but may not
swim against the current of a fast moving
river.

5. Models wearing armour may not attempt to
move through any water deeper than shallow.
Shields and bucklers do not count for this as

they are assumed to be strapped on the backs.

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

TRegs AND VINES

The ruined buildings of the temple cities are
often covered in vines, while others have trees
bursting through their walls. These vines and
trees count as ladders for the purpose of
moving up and down the buildings. Jungle
trees can provide both a haven and a hazard
to explorers. A model can climb a tree with a
bonus of +1 to their Initiative value, but a 6 is
still a failure. In Lustria 2 model does not have
to be placed at the base of a tree before it can
attempt to climb. As long as there is sufficient
movement left to get to a safe place within the
tree the model can be 1 inch away and still
climb 3 inches into the tree provided it passes
the required initiative test.

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

A BRIEF WORD ON TREES

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

1. If a tree, or similar nasty place, should
house a sniper, place the structure that you
want him standing on no higher than 4" off
the table top. This way the miniature can
climb to it in one movement phase.

2. Make sure the structure is large enough for
a 25mm base. We don’t usually see Kroxigors
and Rat Ogres climbing trees!

3. It’s a good idea to make the bases so that
several trees can be placed together to form a
clump or tree stand. Tree bases made in a
‘jigsaw puzzle pattern’ work very well this
way. This helps to avoid confusion during the
battle.

FIGHTING IN WATER

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

1. If a non-aquatic model is Knocked Down in
a shallow river or stream they are swept down
river one D6 inches. Aquatic models that are
knocked down will not drift with the current
and can still get back into combat the
following turn.

2. If any model is Stunned while in shallow
water it must make an Initiative test. If it
passes, it can be turned over in the following
turn. If it fails, it is considered drowned and
will be Out of Action. The player will need to
roll for survival at the end of the game. This
doesn’t mean that the model is gone for good
but just a bit water-logged!

3. Any undead model that is knocked down in
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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 Stzenned. No Initiative test
is to be taken. This does not apply to models
whose skin or clothing is considered natural
light armour. l.e. Amazons skins and charms
and the toughened hide of Lizardmen.

CARNIVOROUS PLANTS

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

Profile M WS BS S T W I A Ld
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Fighting against a cacnivorous 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.

If a model is put Out of Action by a plant, the
player must roll for casualties as normal,
however both Heroes and Henchmen roll a
single DG. 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.

$CINARIOS
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:

2D6  Two-player scenarios

2 The warband with the lower rating
picks the scenario.

3 The Hunters become the hunted.

4 The Secrets of Beujuntae. -

5 Skirmish..

6 Jungle Skirmish. -

7 Dem’s My Gubbinz!

8 Island Hopping..

9 Defend the Find.

10 Hidden Treasure. *

11 Chance Encounter.

12 The warband with the lower rating

picks the scenario.



2D6 Multi-player Scenarios
2 The warband with the lower rating
picks the scenario.
3 The Hunters become the hunted.
4 The Secrets of Beujuntae.
5 Lost Temple of Slann.

6 Jungle Skirmish.
Treasure Hunt (MHA2002).
Street Brawl (MHA2002).
Island Hopping.

10  The Pool (MHA2002).

11  Ambush (MHA2002).

12 The warband with the lower rating
picks the scenario.

An interesting scenario to try
is ‘kidnapped’ from TCe6,
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.

$ERIOUS INJURY <HART
Use the Scrious Injury chart on
page 119. As there are no
Fighting Pits in Lustria treat
‘Sold to the pits’ as ‘Animal
Attack’.

ANIMAL ATTACK

The Hero stumbles upon a
nest and finds a baby Cold
One. Unfortunately for the
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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!

M WSBS ST W I A Ld
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Profile

Special Rules
Cause Fear, in addition, the mother is subject
to Frenzy.
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LU$TRIAN SCENARIOS
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TH¢ HUNTtRS BtCOMSE THS have line of sight to the Defending Warband.
HuNT D> The I.)efendin.g Warband has an 8" by 8" set up

The warbands have heard rumours that Lustria & thelmidlde BRTHEHOEE.
has rare and exotic creatures. There were 2. The Attacking Warband(s) rolls a D6 for
merchants and wizards willing to pay hefty each Hero and Henchman group in his
prices for them. Rumour has it that Cold Ones Warband, in any order he chooses. On a 1-3,
are in the jungles of Lustria. There is a lot of they are somewhere else in the jungle and
money to be made from the Cold Ones. They turn up later as reinforcements. On a 4-6, they

are useful beasts that can help the mobility of are deployed at the start of the game. Note
caravans due to their strength. Their scaly skin that at least one Hero or Henchman group

is good material to make several items. Races will be present at the start. If all roll 1-3, the
such as the Dark Elves capture them and use last Hero or Henchman group will

them for war. automatically be deployed at the start of the
One warband has been ambushed by a e

Lizardmen Beastmaster who is accompanied 3. The Attacker(s) deploys his whole Warband
by two Cold Ones. The warband must kill the within 8" of a randomly determined table
beast master. If they do so, they can control edge (nominate each edge a number 1-4 and
the Cold Ones by gaining the Beastmaster’s roll a D6 re-rolling 5’s and 6’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.

TERRAIN
$eT up: The Attacking Warband(s) and the Defending
1. The Warband with the highest rating is the Warband set up the terrain pieces starting
Defending Player. The Defending Player sets with the Defending Warband. Do not place

up in the middle of the board. The Lizardman any carnivorous plants until all terrain pieces
Beastmaster and Cold Ones must be 4" away are placed. The Defending Warband rolls 1D6

from the Defending Player’s Warband and 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.
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STARTING THE GAME

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.

SpEciAL RuLes

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 turn in which they arrive.

The players must defeat the Beastmaster to
gain control of the Cold Ones. The unit/Hero
which puts 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
artifacts 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-to-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

INDING THE GAME

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.

EXPERIENCT

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

+1 per Cold One alive. All units in the
winning Warband which survive get +1 exp
per Cold One alive.
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BtASTMASTIR AND COLD ONEs

Lizardman 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.

WINNINGS

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.

LosT TeMpPLE OF THE SLANN
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 these
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.
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TERRAIN

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 obijective is to take control of this
building.

W ARBAND S
One randomly determined player is the
defender representing the Warband that

reached the building first. This is regardless 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.

In 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:

D6 Roll 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

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.

Heavy Armour

STARTING THE GAMS
Each player rolls a DG6; the player rolling the
highest has the first turn and order of play
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proceeds clockwise around the table. The
attacker must set up 6" to the nearest table
edge.

INDING THE GAME

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

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

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

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

THt OLD RiLiks

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 the
table once for each Hero that you have who
isn’t Out of Action. The maximum number of
times you can roll is 6.

DG Roll D6 Roll Needed
3D6gc’s Automatic
D3 gems 5+
(worth 10gc each)
Tome of Magic 4+
Gromril Sword 5+
Cloak of Mists 5+
Healing Herbs 4+
(D3 doses)
Dispel Scroll 5+
Ntw ITeMs

Temple Stone Guard:

Profile M WSBS S T Ld
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The Temple Stone Guard is a statue of a
Lizardman Saurus, created to protect the



temple. The defending player gets to control
the guard for this game. It will not leave the
temple for any reason, even after the game.
The Stone Guard may not be traded. You can
use any Saurus miniature to represent the
stone guard. Even one that is not painted!

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

Cloak Of Mists: Only a Hero can have this
item. There is an additional -1 penalty to hit
for any attacks against the wearer (close
combat or missile fire). There is also a -1
penalty to Initiative when trying to spot the
wearer if he is Hidden.



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.

ST 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.

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.

$pe<iAL RuLEs:

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.

INDING THE GAME:

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

+ 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 per 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.
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THt $ECRETS OF THE tomb or similar items. We suggest that the
BfUJUNTAS terrain is set up within an area roughly 4’x 4°.

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
unfortunate 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.

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

It 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.

T¢RRAIN

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

SeT-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.

STARTING THt $AMI
Roll a D6. The player rolling highest has the
first turn.

$pe<iAL Rures

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 turn 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



another warrior. If the warrior who is carrying
a counter is taken out of action, place the
counter on the table where he fell.

In each of these tombs is interned the
Beujuntae spirit of a Daemon of Chaos that
are release should the tombs be opened by
looters. After all the players have had the first
turn each player rolls a D6 at the end of the
first player’s shooting phase. The warband
with the lowest score has a hero possessed by
the Beujantae. Choose from random which
hero becomes possessed.

When a hero is possessed he/she gains Fear
anda +1S, +1 W +1Aand +1T. The
possessed hero charges the nearest unit
whether it may be friend or foe. It attacks first
regardless of whether the opposing unit’s
abilities give it the chance to strike first.

At the end of the turn, the Daemon leaves the
Hero’s body for another. Repeat the
possession process only on the first player’s
shooting phases. The Hero who was
possessed has been immensely drained and is
very weak, and therefore has an automatic
injury roll against him. Roll a D6 on the injury
chart for the hero who has been possessed.

If a warband has all their heroes out of action,
then the warband must take a rout test. The
henchmen are fearful of the Daemon that had
possessed their Heroes.

INDING THE GAME
The games ends when one warband fails its
rout test or 6 turns have elapsed.

IXPIRIENCE
+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 Artefact counter. If
a Hero or henchman is
carrying an artefact counter
at the end of the battle he
receives +1 experience.

LusTriA - <ITIEs ©F 4oLD

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

RiwARDS

The player who wins gets to open the tomb of
a long-dead Slann Mage Priest (to the victor
go the spoils!). Roll on the Items chart below
to see what you find within the tomb.

Roll 2D6 for each of the following:
5+2d6 gc (Automatic success)

6+ Magic Sickle raises WS of bearer +1.
7+ D6 gems worth 10gc each.

84 Ancient Bone Armour confers 4+ save and
in all other respects acts like light armour
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JUNGLE SKIRMISH
THt Fos OF WAR

Early risers in Lustria are greeted by rolling
mists 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 game may be played by 2-4 players

SeT-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.

TERRAIN

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 set up within an area roughly
4'x4'.

STARTING THE GAMS
Both players roll a DG, the highest goes first,
second highest goes second, etc.

$pE<IAL RuLEs

There is a light fog covering the whole table.
To represent this, warbands have a -1M 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 wanting to
use the LD value of the hero with Leadership
must be within 3" of the model.

INDING THE GAMI

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

EXPERIINCE
+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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IsLAND HOPPING
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.

TERRAIN

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.

WARBAND 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.

STARTING THE GAMI

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

$peciaL RuLes
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. If 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.

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

EXPERIENCE

+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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Further exploration of the fabled New
World brought to you by the famed
explorer Stephanus Cornette and his
most brave Trantios...

INcOME

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

At the end of each battle, a Warband may roll
on the Exploration chart. This is done using
the rules on page 134 in the Mordheim
Rulebook, but you will use this Exploration
chart instead of the one on page 135. One
difference is that while all Heroes, that were
not taken out of action, may search the ruins,
you have to nominate one of them to lead the
search. There are some multiples that result in

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

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

Exploration Chart

If you roll several of a kind in your
exploration phase, you have found additional
items just as exploring the ruins of Mordheim.
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Further exploration of the fabled New World brought to you by the famed explorers
from the Lustria - Cities of Gold e-group. Check out the website above or issues 10-
13 for more details of the Lustrian setting.

ER R R e —

LU$TRIAN ARTIFA(T$

More so than anywhere in
the world the jungles and
temples of Lustria are
littered with priceless
riches and powerful
ancient artifacts of the Old
Ones. The tables that
follow may be used to
generate items for
scenarios or be integrated
with the Exploration tables
that were featured in Town
Cryer 11.

o R e e

Whenever you find an
artifact roll 4D6. You add
up the total of the four
dice and check the minor
artifact table to see what
you have found. If you roll
all four of the same
number, e.g. 1111, 2222,
P . i, ’ = 3333, etc. this means
/_/_/' R, S Wt ¥ S ' you've found the minor
e o ¢ TS 3 : artifact, PLUS you get to
roll 4 dice and consult the
major artifact table.
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HAZARDS
By Robert Lowery

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

Roberto Fortuna, Pathfinder

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

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

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

4. Reptile Swarm

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

Profile M WS BS S T W 1

A Ld
5 2 0 22 1 5 1 4
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5. Giant Spider

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

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

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

6. Coatl

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

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

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

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

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

Special Rules
Scaly skin — Natural armour save 5+ and
causes Fear.

8. River Troll

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

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

A Ld
3 4

Special Rules

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

9. Quicksand

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

10 Giant Constrictor

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

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

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

11. Giant Frog

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

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

Causes Fear, Tongue Strike — The Giant Frog
may lash out at a model up to 6" away with its
tongue for a single Strength 3 hit.

12. Swamp Flies

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

13. Pygmies

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

Profile M WS BS S T W I A Ld

4 2 3 22 1 4 1 8
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Equipment
Blowpipe, spear, dagger and shield.

14. Salamander Nest

The warband has regrettably disturbed the
nest of a giant Salamander who sees all
models within 8" as a potential meal.

Profile M WS BS S T W I A Id
6 3 0 45 3 4 2 7
Special Rules

Causes Fear, Venom Spray — The creature may
issue forth a cone of poison mist up to 6"
away hitting all models within 2" of target area
with Strength 4.

15. Vampire Bats

A swarm of ravenous bats has set upon the
warrior from out of nowhere. D6+2 bats will
attack.

Profile M WS BS S T W I A ILd
8 2 0 22 1 6 1 4
Special Rules

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

16. Sabre-toothed Tiger

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

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

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

17. Amazon Scouts

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

Profile M WS BS S T W I A Id
4 4 4 33 1 3 1 7
Equipment

Spear, dagger, sling/bow and light armour.

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



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

LQUIPMINT

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

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

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

VIAL OF PESTILENS

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

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

JAVELINS

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

Range: 8"
Strength: As user

Special Rules

Thrown Weapon: The Javelins are thrown
weapons and the warrior suffer no penalty for
moving and shooting.

BOLAS

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

Special Rules
Dangerous: If the to hit roll is a natural 1, the
bolas brains the caster with a §3 hit.

Entangle: A model hit by a bolas isn’t hurt,
but is entangled and the model is unable to
move and suffers a WS penalty of -2 in hand-
to-hand combat. The model may still shoot
and may try to free itself in the recovery
phase. If he rolls 4+ on a D6 he is freed and
may move and fight normally.

BLOWPIPE

Skinks and Forest Goblins make use of a
blowpipe similar to the one used by Skaven
Clan Eshin (see page 92 of the Mordheim
rulebook).
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By Sam Sedghi, Jamie Webb & Andres
Olivares.

DlIN KATAL,

THE RINTGADE ASSASSIN
How many years bave I walked the earth?
How many plains bave I seen that stretch to
the borizon? How many cities are there that
are crammed with the filth and dregs of this
world? And bow many dark places have been
my refuges? Yet I still miss that dreaded place
Clar Karond... my bome. I wonder what is
happening amongst my kin what devious
politics abound. Ob, bow I miss the intrigue
of a true civilisation. These are strange times.
I never desired to travel to this hot insect-
infested land of Lustria but now I am here it
bas a strange hold on me. I bave delivered
many to the grace of Khaine within this
Jungle. This jungle seems to cry out for blood.
Although my murderous instincts bave grown
the animal inside is now in sated. What has
become of me?

Still, my blades run with the blood of my
enemies the only thing that brings me
comfort. I bave the murderous instinct, which
my people bave practised for thousands of
years and the addiction is strong. That night
when I saw the broken bodies of my own kin
on the floor in the carnival of borrors I knew
that killing was my sole purpose. I also knew
that it didn’t matter who would be my prey —
Jriend or foe it makes to difference to the
unquenchable thirst within. And now my
comrades bunt me. Although my thirst for
another murder is great in good time soon it
shall be quenched. My life is for Khaine.

My goal? To find some meaning to this
mundane existence...

Known as ‘The Hunter in the Shadows’, ‘The
Thrice Cursed Renegade’, ‘He who Thirsts’
and ‘Kinslayer’, among other things, Dijin
Katal as greatly feared and loathed and that’s
just by his own people. The covens of the
Druchii have a price on Katal's head and
demand that he be captured alive for the Hag
Queen’s pleasure. Few know this Druchii’s
chequered past when they hire him in fact
most are not even aware that he is Druchii,
such is their ignorance.

Hire fee: 85 gold crowns: 40 gold crowns
upkeep.

T ST

DRAMATB PtR$ONAi

25

May be Hired: Any warband except for
Amazons, Shadow Warriors, Dark Elves
(obviously) and any warband that includes
and type of Elven hired sword may hire Dijin
Katal.

Rating: Dijin Katal increases the warbands

rating by 70 points.

Profile M WSBS S
8 =¥ 4

T W I A 1d
5 3 2Ly -8
Weapons/Armour: Dijin Katal wears a
Druchii Assassin’s cloak
and wields two swords
coated with Dark
venom and a repeater

crossbow. [

SKILLS
Dijin katal has the
following skills:
Strike to injure,
Quick shot,
Dodge, Lightning
reflexes and
Trick shooter.
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SPECIAL RULES

Kindred Hatred: The Dark Elves have been
fighting the High Elves for many centuries.
The wars between the two races have been
very long and bloody affairs. The Dark Elves
are very bitter since they have been exiled
from Ulthuan and thus they hate any High EIf
warriors including High EIf Hired Swords.

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

Shadows Embrace: The Dark EIf has
mastered the art of making the best use of
shadows to hide, this is the legendary ability
of the Dark EIf Scouts and the Assassins. If the
Dark Elf is in cover and a model attempts to
charge him, he can only charge the Elf using a
charge move equal to his initiative in inches.
In addition, missile weapons suffer an
additional -1 penalty to hit on top of the
penalty for cover.

Perfect Killer: All attacks made by the

Assassin, whether in shooting or close combat,

have an extra -1 save modifier to represent his
skill In striking at unarmoured spots.

Renegade: Dijin is a kinslayer and therefore
a renegade in Druchii eyes. Any Dark Elves
that Dijin is fighting against will suffer Hatred
towards him.

Wanderer: See Aenur page 153 of the main

rulebook.

PENTHESILEA, MARK OF THE SERPEINT
‘I am the bunter and you are my prey.'

Penthesilea is known as one of the greatest
Amazon warriors and is a legend amongst her
people. The Amazons were outraged by the
oafish menfolk of the Norse settlement of
Skeggi when they captured some Amazons in
a raid planning to keep them as slaves.
Penthesilea led a warband on a night raid
against the timber halls of the Norse
settlement. Her silent warriors slew the
guards and they liberated their captured
sisters. Before she could make good her
escape, however, Penthesilea was set upon by
the Norse Jarl Sigursen the Impaler, he who
had led the raid to enslave her sisters. She

slew this giant of a man in single combat and
held his severed head high causing the rest of
the Norse to flee. To further quench her thirst
for revenge she kidnapped Sigursen's entire
family to be used as slaves and sacrifices to
the Serpent God. The battle of Skeggi was a
milestone battle for the Amazons. None had
accomplished what Penthesilea had. For it was
her and her small band of Amazon warriors
that had taken the fight straight to the
supposedly invulnerable Norse stronghold
and rescued their sisters slaying many men in
the process. It was her brilliant guerrilla
tactics and her ruthlessness that won the day.
Since then, the men of the New World
settlements live in fear and shudder at the
mention of her name. Tales have it that no
man has survived an encounter with her and
many a mighty warrior’s head hangs from her
belt its mouth sewn shut as a sign of
obedience.

Hire fee: Use the same hire table as Bertha
Bestraufrung on page 155 of the rulebook.

Maybe Hired: Penthesilea will only join
Amazon Warbands.

Rating: 70 points.
Profile MWSBS S T WI A Ld
5% 15 d A (B 5% 28

Weapons/Armour: Star Sword, Star Blade,
Amulet of the Moon and wears Enchanted
Skins (see Amazon equipment).

SKILLS
Mesmerising dance, Savage Fury, Elixir of life,
Weapon Master, Concealment.

SPECIAL RULES

Amazon. She is an Amazon and therefore all
of the Amazon special rules apply.

Mark of the Serpent. The High Serpentine
Priestesses have blessed the warrior prime
with the greatest gift any warrior can bear in
the name and glory of their race. The mark of
the serpent. This magical tattoo is only given
to the worthiest of Amazons warriors.
Penthesilea gains +1 to her movement and
Initiative (as marked by* on her profile).

Man-Hater: Having seen so many of her
sisters captured or killed by raiders who are
predominantly men she has developed a
loathing for these uncouth, primitive
creatures. Penthesilea is subject to Hatred of
all human males (I'm sure we can work out
which figures are male here!) and has many of
their heads hanging from her belt.
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DRENOK JOHANSIN,
WISLDER OF THf 4REAT AXE

The great sagas of the Norse tribes tell of a
mighty warrior known as the Wielder of the
Great Axe. Long ago in the icy, inhospitable
tundra of the Norse land a young clansman
with fire in his eyes and passion in his heart
left his clan in search of his father’s fate. His
father was Johan warrior-prime, Chieftain of
the Clan Icefang, possessed by a demon of
Khorne. His father had disappeared rumoured
to have travelled across the seas. Leaving the
clan in a selfFimposed exile he was never seen
again in the lands of his birth.

After many a long year within the realms of
the Old World Drenok took ship to the New
World in search of his father. Weeks dragged
on into months and months into years until
finally the day came when the two mortals
finally crossed paths. Only then did Drenok
truly know fear. For when Drenok looked into
the face of his father he saw the Daemon
within. A titanic struggle ensued between
father and son. The battle was fierce and long,
lasting for many hours. With each wound
Drenok inflicted upon this demon, his father,
anguish and rage consumed his soul. Finally
his father fell and the battle was won. But
this was no true victory this was a day of
mourning. For Drenok had now lost a part
of his soul he could never reclaim. He gazed
upon the great axe, which lay at the feet of
his father’s corpse and realised it to be the
legendary axe of the Icefang, his clan. Lifting
the mighty axe above his head, his hair
braids blowing in the wind he roared in
defiance of world. His quest would be to
bring honour to the death of his father.

Hire fee: 70 gold crowns to hire: +30 gold
crowns upkeep.

Maybe Hired: Norse and human warbands
may hire Drenok.

Rating: Drenok increases the warbands

rating by 70 points.

Profile MWSBS § T W 1
ol .

A Ld
& q X 428

Weapons/Armour: Drenok wields the great
axe of the Icefang and he wears Sabertooth
Tiger Hide.

LusTriA - <ITIES OF $oLD

SKILLS
Fearsome, Strongman, Combat master and
Step aside.

SPECIAL RULES

Berserker: If Drenok is reduced to zero
wounds roll 1D6. On a score of 44 he stands
fighting until the end of the turn. You must
roll every turn or he will be Out of Action.

Ice fang Axe: A massive double-handed axe,
this weapon has been handed down through
the ancestors of Ice fang throughout the
generations. It is said that a revered ancestor
used the axe and slew a great White Dragon
many centuries ago.

The axe is the same as a double-handed
weapon but it can also Parry and has a +1
modifier to injury rolls.

Sabertooth Tiger Hide: Gives Drenok
a 6 save in close combat

and 5+ against
missile fire.
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SHADOW WARRIOR

35 gold crowns to hire +15 gold crowns
upkeep

Shadow Warriors are High Elves from the
desolate war-ravaged land of Nagarythe,
where the Witch King once held court. This
leads their kin to mistrust and ostracise
them. These angry lost souls are often used as
scouts and skirmishers for High EIf forces, as
well as wandering sell-swords looking to
quench their bitter batred of the Dark Elves.
Though not as skilled a scout as the Ranger,
the Shadow Warrior is as deadly with bis
bow and sword as any Elf.

May be Hired: The Shadow Warrior may be
hired by High EIf and all Human warbands,
but may not be hired by a warband that is evil
(eg Possessed) or one that includes an evil
Hired Sword (eg Dark EIf Assassin).

Rating: A Shadow Warrior increases the
warband’s rating by +12 points plus 1 point
per Experience point he has.

Profile MWSBS ST WI A Id

5 4 4 33 1 6

Equipment: A Shadow Warrior carries a
sword, longbow, dagger, shield and wears
Light Armour.

1 8

Skills: A Shadow Warrior may choose from
Combat or Shooting skills when he gains a
new skill, In addition he may choose his skill
from the Shadow Warriors Special Skill list in
Town Cryer 10.

SPECIAL RULES

Hates Dark Elves: Shadow Warriors seethe
with bitterness when facing Dark Elves and
follow the rules for Hatred in the Mordheim
rulebook.

Excellent Sight: Elves have eyesight
unmatched by mere humans. The Shadow
Warrior spots Hidden enemies from twice his
Initiative value in inches away.

Bitter Enemies: If the last fight was against
Dark Elves or a warband containing a Dark EIf
Hired Sword, the upkeep cost is waived for
that game.

Infiltration: A Shadow Warrior can infiltrate.
See the Skaven skill of the same name.
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Bi¢ 4AME HUNT:R

40 gold crowns to hire +18 gold crowns
upkeep

There are many reasons why adventurers risk
life and limb exploring the mysterious
continent of Lustria. The lure of riches and
arcane knowledge brings a steady flow of
greedy individuals but some are drawn in
search of legendary creatures rumoured to
inbabit the lush jungle. Expert game bunters
are paid vast sums of money by flamboyant
Old World nobles in order to bring back these
exotic creatures. These rare beasts are
displayed in the private zoos and gardens of
nobles or can be found banging from the
walls of their palaces. Game bhunters are
skilled trackers and hunters baving spent
most of their lives bunting game in the forests
of the Old World. They are well equipped and
not inexpensive to bire.

May be Hired: The Big Game Hunter can be
hired by any human Warband.

Rating: A Big Game Hunter increases the
warband’s rating by +16 points plus 1 point
per Experience point he has.

Profile M WSBS S T W I
4 3 4 3 3 A

Equipment: Sword, Dagger, Net, Light
Armour, Hunting Rifle (same as a Hochland
Long Rifle).

A Ld
-

1 1

Skills: The Big Game Hunter can choose
from Shooting or Academic skills when he
gains a new skill.

SPECIAL RULES

Set Traps: The Hunter may place up to six
counters to represent these traps on the
board immediately after the Hunter model is
placed. They must be placed at ground level
with at least 6" between them. Any model
(except the Hunter) that moves within 3" of a
trap counter must roll a D6. On a 1-3, nothing
happens. On a 4-6, the model takes a single
hit automatically at the strength shown on the
dice. The trap counter is then removed. A
single model can only set off one trap at a
time. If an animal of any sort is put Out of
Action by a trap, it is automatically captured
after the game to be sent to the Old World.
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(HAMtLiON SKINK PATHFIND$R
70 ges to hire 12 ges upkeep 60 gs to hire, +15 gs upkeep
Chameleon Skinks are an incredibly rare As treacherous as the Lustrian wilderness can
breed of Skink that can change the colour of be, it is very often a wise choice to hire an
their skins at will to blend in with their experienced guide for a warband's
environment. Needless to say Chameleon expeditionary trek into the teeming jungles.
Skinks are very stealthy and difficult to detect  Pathfinders, as they are called, are the very
indeed experts one would seek. They are well

adapted to the unique landscape and

May be hired: Lizardmetr watbands only bazards of the Lustrian continent; and more

Rating: The Chameleon Skink raises the often than not, adventurous enough to live
rating of the warband by 16 points, plus 1 up to the challenge of the greatest fortunes
point for each experience point he has. and glory!

Profile M WS BS S T W I A ILd May be hired: Any warband.
¢ 4 4 42 1 5 1 7 Rating: A Pathfinder increases the warband's

Equipment: The Chameleon Skink comes rating +25 points, plus 1 point for each
equipped with a dagger, blowpipe with Experience point he has.

poison darts and a buckler. Profle M WS BS S T W I A Ld
Skills: The Chameleon Skink may choose 4 3 4 3 3 1 4 1 8
frk(:lr;l Shooting, Speed and Liz en:special Equipment: Sword, dagger, longbow, rope &
B hook, and Healing Herbs.

SPECIAL RULES Skills: A Pathfinder may choose from Combat,
All of the Lizardmen special skills for Skinks: Shooting, and Speed skills when he gains a
Scaly Skin, Cold Blooded, Aquatic and Jungle new skill. In addition, there are a few skills
born. unique to Pathfinders as detailed below, which

Chameleon Skin: Because of the Chameleon he'can choose instead of normal skills.

Skink’s unique camouflage he is very difficult

to detectr therefore foesf halve thei:: Initiative Lay of the Land: Even the densely packed
when trying to detect\hlm when Hsdden..ln growth of the primordial Lustrian jungles
ac.ldmofl (;hameleon e cannot bar the Pathfinder from his goal. The
wiE inissile e, Pathfinder is unaffected by terrain modifiers
Infiltrator: The Chameleon Skink is a master and is able to circumvent even impassable
of disguise and deployment. You may place obstacles.

h‘irn anywhere on th:e board out of line of Knowledge of Myths and Leéen A
sight'and at least 12" from any enemy model. Pathfinder has spent most of their lives
tracking down numerous rumours and cryptic
clues in search of the ultimate prize. During
the exploration phase, if the Pathfinder was
not taken out-of-action, you may re-roll one
die, keeping the second result even if it is
worse.

SPECIAL RULES

SPECIAL SKILLS

Lookout!: Having traversed much of the land
himself, the Pathfinder is quick to recognise
traps laid by enemies or natural hazards of the
terrain. Once per game a Pathfinder may
cancel the effects of one trap or hazard on a
roll of 4+.
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This Way!: Surviving years in the deadly wilds
of Lustria has prepared the Pathfinder for
nearly any circumstance. Any model in base
contact with the Pathfinder at the start of his
turn may traverse impassable terrain just as if
possessing the same skill. If, however, contact
is lost before reaching safety, the other model
is considered out-of-action for the remainder
of the game.

DARK SLF AsSsSASSIN

70 gs to hire +25 gs upkeep

Few are better than the silent, black garbed
killers of the Dark Elves, even the Skaven
Clan Eshin quail at their expertise. It is not
unusual for young apprentice assassins,

when learning their dark trade, to be sent off
to far away places to further bone their skills
by selling their unique abilities.

May be hired: Any evil warband may hire a
Dark EIf Assassin.

Rating: A Dark EIf Assassin increases the
warband'’s rating by +25 points, plus 1 point
for each Experience point he has.

Profile M WS BS S T W I A Id

5 5 5 44 1 7 1 8

Equipment: Dark Elf Blade, dagger, repeating
crossbow, Dark Venom, Light Armour and
Dark Cloak (counts as Elven cloak).

Skills: An Assassin may choose from Combat,
Shooting, and Speed skills when he gains a
new skill. In addition, the Assassin may use
any unique Dark EIf skills (see later), which he
can choose instead of normal skills.

SPECIAL RULES

Perfect Killer: All attacks made by the
Assassin, whether in shooting or close combat,
have an extra -1 save modifier to represent his
skill in striking at unarmoured spots.

Kindred Hatred: All Dark Elves suffer Hatred
towards their High Elven kin.
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NORsSt SHAMAN
45 Gs to hire +25 Gces upkeep.

Even mighty warriors fear the seers of the
great Norse tribes. It is said that these seers
are mighty soothsayers and can tell when a
warrior will meet bis death in combat, a
knowledge that any warrior dreads to know.

May be hired: Norse and human warbands in
Lustria may hire The Norse Shaman.

Rating: The Norse Shaman adds +25 + his
experience to the warband rating that he
joins.

Profile M WS BS S T W I A Ld

4 3 2 33 111 8

Skills: The Shaman may choose from the
Combat and Academic skill charts, in lieu of a
skill, they may roll for an additional Rune (see
below). Rolling a duplicate lowers the
difficulty as normal for magic spells.

Equipment: The Shaman carries a rune staff
and either a sword or an axe.

SPECIAL RULES

The Norse Shaman starts with two ‘Runes’
from the following chart. These are treated in
the same way as Sigmarite Prayers and can be
cast whilst wearing armour. Abilities that give
saves against spells, give saves against runes.

D6 Result

1 Howl of the North Difficulty 9
Icy winds sweep before the Shaman knocking
missiles from their path.

The Shaman is immune to all missile fire. Roll
a dice during the Shaman’s recovery phase.
On a roll of 1 or 2 the winds dissipate.

2 Angvar’s Fary Difficulty 7
The Shaman’s bowls rouses the anger of the
warriors around bim to a fever pitch.

All warriors within 8" of the Shaman gain a +1
to hit in hand-to-hand combat against the
opposing warband. The spell lasts till the start
of the Norse players next turn.

3 Elvek’s Cold Spear Difficulty 7
A razor sharp icicle flies at the Shaman's foe.

The icicle has a range of 18" and causes one
S4 hit. It strikes the first model in its path.
Normal armour saves applies.

4 Gift of the Fates Difficulty 7
The Shaman calls on the three Wyrd Sisters of
Norse legend for a glimpse of the future.



The Shaman may adjust one die roll by +/-1
between a successful casting of this rune & his
next recovery phase. A to wound roll adjusted
to or from 6 will not cause a critical.

5 Kiss of Frost Difficulty 6
The Shaman covers ground of his choosing
with slick ice.

A single model within 12" of the Shaman must
pass an Initiative test or be knocked down.

LusTria - £ITIES OF 4OLD

6 Bear’s Might Difficulty 9
The Shaman calls upon the spirits of the great
Ice Bears of the North to aid him.

The Shaman gains +1 Attack, +2 Strength, +2
Toughness and lose -2 Initiative (to a
minimum of 1). Take a Leadership test at the
beginning of each turn (both your’s and your
opponent’s). If the test fails, Bear’s Might
drains away. Bear’s Might can only be cast
successfully once per game.
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DARK ONts OF NAGGAROTH

Many dare not speak of the High Elves’ evil
kin, the Druchii, or the Dark Elves as they are
better known. They are a race for whom pain
and pleasure have been pushed to the
ultimate extreme. They leave destruction and
despair in their wake and are more greatly
feared than the barbaric Orcs and no less so
than the tainted forces of Chaos and Undeath.
To the victims of the Dark Elves it is the
fortunate to whom a quick death is gifted for
this twisted folk roam the Known World in
search of slaves. The slaves of the Dark Elves
are either worked to death in their mines,
ripped apart on the altars to Khaine, their
dark God, or tortured mercilessly by the
Brides of Khaine, the Witch Elves. Dark Elves
take a perverse delight in inflicting pain upon
others just to see their victims suffer.

Despite their dire reputation for cruelty they
are only rivalled as explorers and adventurers
by their High Elven cousins. It is the lure of
the precious, arcane artifacts of the Slann that
bring these foul creatures to Lustria, travelling
stealthily in their Black Arks and penetrating
deep into the jungle. Dark Elves are adept at
stealth and ambush and are well suited to the
overgrown realm of the Lizardmen — most
warbands don’t even know they’re being
attacked until it is too late.

CHOIKET OF WARRIORS
A Dark EIlf warband must include a minimum
of three models. You have 500 gold crowns to

Same o
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ARBAND

recruit your initial warband. The maximum
number of warriors in the warband may never
exceed 12.

Herots
High Born: Each Dark Elf warband must have
one High Born to lead it — no more, no less.

Beastmaster: Your warband may include one
Beastmaster.

Fellblades: Your warband may include up to
two Fellblades.

Sorceress: Your warband may include one
Sorceress.

HEN<HMEN
Corsairs: Your warband may include any
number of Corsairs.

Shades: Your warband may include up to five
Shades.

Cold One Hounds: Your warband may
include up to two hounds if it also includes a
Beastmaster.

STARTING EXPERIENSS
High Born starts with 20 experience.

Fellblades start with 12 experience.
Sorceress starts with 12 experience.
Beastmaster starts with 8 experience.

Henchmen start with 0 experience.

MAXiMUM CHARA<TERISTICS
Characteristics for Dark Elf warriors may not
be increased beyond the maximum limits
shown on the Elven profile on page 121 of the
Mordheim rulebook.
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$pe<IAL RuLts

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

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

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

DARK ELF fQUIPMINT LISTS
The following lists are used by Dark EIf warbands to pick their weapons:
DARK ELF EQUIPMENT LIST Special Equipment
Hand-to-hand Combat Weapons Dark EIf Blade* . ................. 15 ge
Dagger ..........c.coiuuieon.. 1st free/2 gc T 15 ge
BEE w0 w2 simmmemime ma smsimemn nr vy me P8¢ gea Dagon. Cloak® ... .. v vs smas 50 ge
Sword ........... ... ... ... ... 10 gc * May be taken by Heroes only.
Double-handed weapon .. .......... 15 gc  ** May be taken by Heroes and Corsairs only.
Halberd ........................ 10 gc SHADES EQUIPMENT LIST
Spear ... 10 gc Hand-to-hand Combat Weapons
Beastlash ....................... 1OBE  DEFHES . o on comsn o swvas & 1st free/2 gc
Missile Weapons AR s b SRR G AN S SRR 5 gc
Repeater Crossbow . .............. 35gc Sword ... 10 ge
Crossbow Pistol .................. 35 ge Missile Weapons
Armous Repeater Crossbow . .............. 35 gc
Belmet:. . .. oo oo wmeiss s viedammii v v 10 gc Armour
Lightarmour .................... SOBE HBMHRE . . oo smmans o siass s 10 gc
Shield :naa s v asdns s sessya o5 o 5 gc Light armour .................... 20 g
Buckler: :i:: 56 s sdama v sayaes i e 5 gc

" DARK £LF

SKILL

ABLZES

Combat__Shooting

Sorceress

Beastmaster v

Academic

Strength Speed

T v
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70 Gold Crowns to hire 45 Gold Crowns to hire
Dark Elf Leaders are typically drawn from the Whereas the High Elves have a great affinity
Dark EIf nobility and lead the warband in with Dragons and Griffons and other noble
search of gold, slaves and arcane artifacts to creatures their malevolent kin have infamous
bring home to Naggaroth. They are cold and Beastmasters, Dark Elves of particularly cruel
ruthless killers and they command the respect  renown who breed many vicious beasts and
of their troops through assassination and lead them into contact. Unlike the High Elves
terror. They have attained their position of who treat their beasts as companions, the
leadership by eliminating rival nobles who Dark Elf Beastmasters are very spiteful
stand in their way and through their masters.

remarkable cunning, they are dangerous foes
who embody the merciless traits of the Profile M WSBS ST W I A Id
Druchii race. 5 4 4 3 3 1 6 1 8

Profile M WS BS S T W I A ILd Weapons/Armour: A Beastmaster may be

armed with weapons and armour chosen from
5 5 43316 19 the Dark Elf Equipment list.

Weapons/Armour: A High Born may be

armed with weapons and armour chosen from  SPECIAL RULES

the Dark EIf Equipment list. Cold One Beasthound: The Beastmaster may
be accompanied by up to two Cold One
SPECIAL RULES Beasthounds, these are bought as henchmen

Leader: Any models in the warband within 6" and follow all rules for listed for them.
of the High Born may use his Leadership
instead of their own.

O-1 DARK fLF SOR<IRESS
55 Gold Crowns to hire

O-2 FiLLBLADES Dark Elves are strange in that apart from the
40 Gold Crowns to hire fell Witch King there are no other male

The Fellblades are elite warriors of the Dark sorcerers, all the other practitioners of magic
Elf armies and are often linked to the in the Dark EIf race are female. It is rumoured
household of a particular Noble family. that any males who do develop an affinity for
Fellblades live a life of strict martial training, magic amongst the Dark Elves are immediately
each specialises in a particular weapon and put to death to fulfil some dark prophecy.
fighting style. Killing is a way of life for these  Dark EIf Sorceresses are mysterious, raven-

warriors. Enemies can expect no mercy from  haired beauties who are grudgingly respected
them. Fellblades accompany raiding parties to  even from the powerful High Born and their
Lustria as paid guards or to further hone their  services are high in demand.

killing skills. Profile M WS BS S T W I A ILd
Profile M WS BS S T W I A Ld 5 4 4 33 1 6 1 8

5 5 4 33 1 6 1 8

Weapons/Armour: The Sorceress may be

Weapons/Armour: Fellblades may be armed armed with weapons and armour chosen from
with weapons and armour chosen from the the Dark EIf Equipment list but they may not
Dark Elf Equipment list. cast spells if wearing armour.

SPECIAL RULES SPECIAL RULES

Melee Specialists: Fellblades live by a strict Wizard: The Dark EIf Sorceress is a wizard

code of close quarter fighting. Fellblades may and uses Dark magic, detailed below.
not use missile weapons of any sort.
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CORSAIRS

35 Gold Crowns to hire

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

Profile M WS BS S T W I A Id

5 4 4 33 1 6 1 8

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

O-5 SHADts

30 Gold Crowns to hire

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

Profile M WS BS S T W I A Ld

5 3 3 353 1 5 1 8

Weapons/Armour: Shades may be armed with
weapons and armour chosen from the Shades
Equipment list.

Natural Stealth: The first thing that Dark EIf
Scouts master is the art of moving without
being seen or heard. If a Dark Elf is Hiding,
enemy models suffer -1 to their Initiative value
for determining if they can detect him.
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0-2 <OLD ONt BfASTHOUNDS
30 Gold Crowns to hire

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

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

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

SPECIAL RULES

Animals: Cold One Beasthounds are animals
and all animal rules apply to them, they never
gain experience.

Beastmaster: Cold One Beasthounds are
nasty viscous brutes that are barely kept under
control. If the Beastmaster dies the beasts will
immediately escape from the warband and
they are removed from the warband roster. If
the Beastmaster is unable to participate in a
battle, then neither will the beasts.

Stupidity: Cold One Beasthounds may use
the basic Leadership of the Beastmaster if they
are within 6" of him. They may never use the
Leadership of the warband leader, nor may
they benefit from the Beastmaster’s increased
Leadership if he is within 6" of the leader.

Scaly Skin: Cold One Beasthounds have
tough scaly skin, and are considered to have a
6+ armour save. This save cannot be modified
beyond 6 due to strength modifiers but any
result of ‘no save’ on the injury chart will
negate the unmodified 6+ save.

Fear: Cold One Beasthounds cause Fear.
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$PE<IAL TQUIPMENT Beastlash (10+D6 Gold Crowns/Rare 8)
Dark EIf Blade (Beastmaster only)

(+20 gold crowns to weapon/Rare 9) The Beastmaster make good use of their

Dark EIf Blades are forged in the city of Hag whips to goad their hounds and creatures into
Graef, the Dark Crag. They are fashioned from  combat.

Bllac!(steel, a rare ft?nn of steel four?d deep Range Close Conibsiit

within the mountains a,rourfd the city. Dark EIf Strength As user -1

Blades have wicked protrusions and serrated Special Rules Beastbane, Reach

edges, which inflict serious damage on an
opponent. Any Dark EIf can upgrade a sword SPECIAL RULES

or dagger to a Dark EIf blade by paying an Beastbane: The Beastmaster wielding a
additional 20 gc at the time of purchase. Beastlash causes Fear in animals, any animal
Weapons upgraded to a Dark EIf Blade retain charged or wishing to charge a Beastmaster
all of their abilities (i.e. swords can parry, with one of these weapons must first take a
daggers grant an armour save of 6). Fear test as mentioned in the psychology

Range Close Combit section of the Mordheim rules.

Strength As user Reach: A Beastlash may attack opponents up

Special Rules Critical Damage, to 4" away (see Sisters of Sigmar Steelwhip).

Wicked Edge
Sea Dragon Cloak

SPECIAL RULES (50+2D6 Gold Crowns/Rare 10)
Critical Damage: Dark Elf blades inflict Dark EIf Corsairs use special cloaks fashioned
serious damage on their opponents, when from Sea Monsters that dwell deep in the
rolling on the critical hit chart a Dark Elf blade  oceans depths. These cloaks are tough and
will add +1 to the result. resilient and offer Dark Elves with a very good

t of tecti i
Wicked Edge: Dark EIf blades are set with amount ot protection

sharp protrusions and serrated edges which SPECIAL RULES

inflict serious damage on an opponent, a roll Scales: 5+ armour save in close combat, 4+
of 2-4 on the injury table is a Stunned result. armour save against missiles.
- & = e s e E R e e T == T = e
DARK fLF SPE<IAL SKILLS
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Dark EIf Heroes may use the following Skill Ft£Y QUICKNESS

table instead of any of the standard skill tables  gew can ever hope to match an Elf’s inhuman

available to them. quickness and agility. An EIf with Fey
Quickness can avoid melee or missile attacks

FURY OF KHAINS on a roll of 6. If the EIf also has Step Aside or

The Dark Elf is infused with an intense raging Dodge this will increase to a 4+ in the

thirst for blood and is a whirlwind in hand-to- relevant area. For example, an EIf with Fey
hand combat, moving from opponent to Quickness and Step Aside avoids melee attacks
opponent. The Dark EIf may make a 4" follow  on a 4+ and missile attacks on a 6.

up move if he takes all of his opponents out

of action. If he comes into contact with INFILTRATION
another enemy this starts a new combat. This The Dark EIf can Infiltrate, this skill is exactly
new combat takes place in the following turn the same as the Skaven skill.
and the model counts as charging. May not
follow up in the opponent’s turn MASTSR OF POISONS

The Dark Elf is proficient in concocting
POWIRFUL BuiLD different poisons. If the Hero doesn’t search
The warrior is strongly built for an Elf and is for rare items, he may make D3-1 doses of
capable of feats of strength. A warrior with Dark Venom instead. There is a chance of
this skill may choose skills from the Strength getting none, as the hero doesn’t have access
table. The Sorceress may never take this skill to a stable workplace. The poison must be
and no more than two warriors in the used in the next battle and cannot be sold or
warband may take this skill at any one time. traded to other warbands as the Dark Elves

guard their secrets very carefully.
21



DARK fLF MA«IK ANy
H;e Dark Elves are as accomplished practitioners of magic as their arch enemies*- '
the High Elves but whereas the High Elves essentially use magic defensively a g
Jor the power of good, the Dark Elves utilise the evil powers of Dark Magic a very

destructive force indeed. “, ﬁ’
; 1 5‘!_ g
D6 Result " -":5"

1 Doombolt - Dlﬂicnlty 9

1[ Whispering an ancient incantation the Sorceress conjures a bolt of pure danﬁ eneigy ¢
and unleasbhes it from her outstretcbed hand.

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

armour saves as nonmal._@ ¢
2 Word of Pain Difficulty 8

The Sorceress calls the curse of the Witch King down on bis enemy reducing their

willingness to fight.

The spell may be cast at an enemy model within 12". The victim must re-roll all

s successful hand to hand or missile attacks and all to wound rolls. If the victim wishes to -
charge, he must pass a successful Leadership test first. Lasts until the beginning of the
next Dark EIf turn,

3 Soul Stealer Difficulty 9
At the Sorceress’s touch, the essence of life is drained from ber enemy and absorbed
into ber body giving bim renewed strength and vigour. L

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

vy

E Flamesword Difficulty 8
Summoning Dark Magic the Sorceress engulfs a weapon in twisted black flames.

The Sorceress may choose the hand-to-hand combat weapon of a member of her

¢ warband within 6" to be engulfed in flames. A weapon with these flames acts as a ‘l
normal weapon of its type, but also adds a +2 bonus to the users Strength. Hits
inflicted from the weapon ignore armour saves. Lasts until the Sorceress’ next shooting j
phase.

7 5 Deathspasm Difficulty 10

The Sorceress channels Dark Magic into her enemy, causing him to writhe in
excruciating pain.

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

6 Witch Flight Difficulty 7
The Sorceress ‘bends the winds of magic to her will and ﬂz’es jbrougb the air.

The borceress may immediately move anywhere within 12", and may count as charging. .
~If she engages a fleeing enemy in the close combat phase she Will score 1 automatic hlt
(% a.ﬂd then the opponent will flee again.

=
Py
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Mldtc could blxng her cyes. It is only for the treasure the hlus and myﬁis syuk of that lnp kept
n and his. ilcuus:n fncnds h:rc. The six Tileans moved forward cautiously under the dark unopjr of AT
"~ trees.
Jt was only a few hours ago lhat Capmn Andres found strange tracks on the ground. Thty had never sc:n
. such tracks before, and wondered what beast made such a strange trail. They concluded that whatever the
" nature of the beast, it would bring a hefty price if sold at the market at onc of the coastal scttlements. g
Dcad cxotic creatures arc usually sought after by wizards, but exotic creatures up‘l’urud alive bring more ’."
" riches. Whenever you have merchants and nobles who are collectors a lot of money is t6 be made So,
they went on the hunt.

- ‘Senore Andres, maybe we slmuld head back to thc shoreline ¢h? Suggested Phillipe to his captain. Andus
E was a sturdy warrior, who had seen many battles. He was always thinking of his companions first and .
glory sccond and Phillipe was trying to find some reason and common ground to persvade his captain.

Scnorc Andres paused for a moment and so did the rest of the five men, who awaited their captain’s
 decision. Andres thought for a few moments. He cyed his men closcly. They were good men. but
=3 c;duusttd none the least. He could sce them breathing heavily. They were not wsed to this intense
. environment. "We will camp here tonight” Andres spoke finally. The rest of the group gave a heavy sigh
‘of relicf. Although they still wanted to head back to the shore they knew their limits of comprcmlsc
L iwhen it came to their leader. They sct up camp amid a2 small clearing and before too long were singing
sungs and telling storics of their grand adventures in the land of gold and riches.

BCitlos and Plastiso stood~wateh that night. Carlos had been at the ale again and nodded off, leaning :
b ?agunst his halberd. When he came to all was quict and very still and the night air brought a cool breeze: §
o with it. It was then, that he realised. it was too quict for the jungle. Unfortunately for Carlos, as he
. opened his cyes he found himself face to face with two large red eyes and a monstrous mouth. The

. beast's eyes were locked onto Carlos’. He sat frozen, trying to persvade himself that he was drcaming. The
.;. beast hissed. sending a gust of fetid, acrid breath over Carlos’ face, it was then that he concluded the

fcr:aturc was real. *: '_

~ ‘Druchii!” Carlos cricd the instant before the beast's jaws ripped out his throat in a single bite. His cry of

! 'd:sp:rauon was cnough to warn his fricnds, but before they could ready their weapons it was too late. A.
¢ sccond beast leapt ovt from the dark and pounced on Piassiso crushing his bones and rending the flesh 5
" from them. A man, but too lithe to be a man, silhoucticd against the campfirc lashed ot at the beasts i
5 with a whip. The all too familiar ‘k—ching. k-ching' sound could be heard from the dense foliage, cach
'_ ;honsc stgmfylng a hail of bolts from a Druchii repeater crossbow and each noise followed by a scream. It §
was all over in seconds, ill prepared and surprised it wasn't long before most of the Remasens were dead.

]
3
-y

-

illipe was barcly conscious through the pain caused by the vicious barb embedded in his thigh. Throught
£ his blurry vision he could make out the beasts that had attacked them, huge scaled lizards and they were -
¢ devouring the remains of his friends. Then he could start to make out the shadowy shapes that had '_
- massacred his fricnds in an instant, they were tall and lithe and despite their fierce. cold stares they were 3
m‘llly beautiful. Phillipe had never seen the legendary and infamous Druchii before. Lookmg into those
~ blank, unfecling eyes as the Druchii surrounded his prone form Phillipe realised that it was his fricnds =
. who were the lucky ones as the Druchii slowly drew wickedly barbed blades. A high pﬁdmd scream rent
3; he sﬂll night air over the fllngl:. qmcldy followed by another and then another.., .
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WIATH(R VARIABLES
By Steven ‘Grafix’ Gibbs

‘The day was wet as we started out into the
Jungle. Visibility was poor. My men and I
cautiously hacked our way through the
under-growth listening and watching for
those accursed Lizardmen. Through the
drizzle we saw a clearing up abead and
decided to take a rest there, that was when
they attacked. Skinks leaped from the
undergrowth, a third of our pistols didn't fire
due to the dampness and our crossbowmen
couldn’t see far enough to get a good shot. We
drew our swords and axes and fought for our
lives.’

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

2D6 Hazard
26 Nice and dry - normal play
7 Windy
8-9  Raining
10 Heavy Rain
11 Mist
12 Hot and Humid

7. Windy: The mystical jungle has thrown up
a howling gale making it difficult to shoot and
leap across buildings/terrain features. Roll

LusTriA <ITIES OF GOLD

1D6 — 1-3 = -1 to hit with missile weapons
and to leap across buildings, 4-6 = -2 for
shooting and leaping.

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

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

11. Mist: A thick mist has rolled in from the
coast. Roll 1D6. A roll of 1-5 results in all
shooting reduced to half range due to poor
visibility. On a ‘6’ warriors can’t see where
they are going and are disoriented.

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

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

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

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

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

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

Not only do the Lizardmen keep watch over
the ruins they are also protected by a fiendish
variety of traps and mazes of tunnels that lead
would-be-robbers around in circles. The
plunderers are thus forced to camp outside
the ruins while they explore the depths of the
temples and try to overcome the traps.
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( LIZARDMEN fQUIPMENT LISTS
J The following lists are used by Lizardmen warbands to pick their weapons:
SAURUS EQUIPMENT LIST SKINKS EQUIPMENT LIST
Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
DABEEE . maiumism o simusine s ns ISEIER/2'EE T DEPERE wvon o v on wiRRIE; 1st free/2 gc
Stone Axe (countsasaclub). ......... 3gc  Stone Axe (countsasaclub). .. ....... 3 gc
ARE: . oov v emmimgnn 55 S @iess b S0 SES 5 5 gc AXE soeowaien oo SRR SR SEEAETE B BRI 5 gc
Sword ......... ... ... ... 10 gc  Sword (Heroesonly) .............. 10 gc
Double-handed weapon . ... ........ 15PE  IBPCAT e v wo s vk MaSES/A S ST 10 gc
Spear ........... ... .. .. .. ... .. 10 gc Missile Weapons
Halberd ........................ 10 gc
Shortbow . ....................... 5gc
Missile Weapons BOIAS :cin 55 i250 55 mh st o rmsrmane Sgc
None Javeling o on ssinies 65 SR S0 s bavmimerns 10gc
Armour Throwing Knives . ................. 15gc
Bone Helmet .................... 10 ge BloWplpe: vvwasms 5 (YORES BEsH4RA | 2088
Lightarmour .................... 50 gc Armour
Shield .. ... ... ... ... ... . ..., 5 gc Bone Helmet (Skink Priest only) . ... .. 10 gc
Buckler ......................... 5 gc
Shield . . ........... ... ... ... .... 5 gc
| ==
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ARDMEN SKILL TABLES

A player who chooses The Temple Guard to
play will find them to be both rewarding and
challenging to play. The Lizardmen are the
‘home team’ as it were and enjoy some
unique benefits. But they also will have some
weaknesses that astute players will enjoy
‘hiding’ from their opponents.

$pe<IAL RuLss

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

Combat _Shooting Academic _ Strength Speed Special E
Totem Warriors v v v
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Armour: Armour is rare amongst the
Lizardmen and the cost of light armour is
always 50 gc, even if you are buying it from
Equipment chart.

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

Cold Blooded: All Lizardmen are slow to
react to psychology, they may roll 3D6 and
select the lowest two dice when taking a
psychology test or Rout test. A Lizardmen
Warband may never use the Leadership of
Saurus or Kroxigor when taking a rout test.



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

Jungle born: All Skinks can move through
jungle terrain without penalty

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

<HOIKE OF WARRIORS

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

Hetrots
Skink Priest: Your Warband must be lead by
a Skink Priest.

L - ' _ s nc
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Saurus Totem Warriors: Your Warband may
include one Saurus Totem Warrior.

Skink Great Crests: Your Warband may
include up to 2 Skink Great Crests.

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

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

Kroxigor: Your Warband may include a single
Kroxigor.

STARTING EXPLRIENCE
Skink Priest starts with 20 exp

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

Henchmen start with 0 exp

Making of 2 River

(Qocborl. Skink Shaman of the 13th spavaing of the three thoussadth cycle of the sus i the cra of Sotck walked
‘slowly up the steps of the Great Pyramid of the vencrated Slann Lord Teheqela. Today had been a great day of f

i

-~ and ritval. Today was his day of testing. This day, Sotek willing, would be Qocbotl's chance to join the ranks of the

L.

" his ancestor's to bask in the cternal grace of Sotek:
;_'How long must we wait my master? Qocbotl :nquir:d.

High Shamen. His spawn-brothiers would become warriors, engincers, and lcaders.

e 8o 1o the second level now. initiate.” Croaked the gray

-green Ullotl. Many cycles of service as the High Sllamau,f*
had taken their toll on the old Skink. Soon, Qocbotl would

inherit Ullotl's mantle and his old tutor would soon

' "Until the Sun reaches the second point of ifs asccosion. It is importast to Wit to reach the top until Sotck shines
glory down pon us, so that you may receive his gift" came the croaking reply. Hours passed, and Qocbotl surveyed
e great city below him. Savrus. Kroxigor, and thousands of Skinks busied themsclves, scuttling arcund the Lizardman
_ city, whilst the High Skinks began to crowd around the basc of the pyramid. Soon it would be Qocbotl's job to
~ protect them from their merciless eocmies: the thrice cursed Ratmen. the ignorant Humans, the cruel Dark Ones, the
 beasts of Chaos, and cven the fierce Warrior-women all preyed upon them without seeming rhyme or reason. Qocbotl
+had watched seven of his spawn-brothers already fall to the weapons of raiders. He had sworn no more hatchlings

. would be killed under his watchful unblinking cyes.

"~ ‘Now young Shaman, we ascend the path of honour so you may reccive this task from me” Ullotl began walking up
- the last of the steps, stopping at cach onc and waving towards a glyph carved upon the step. E&

B ‘This is the path of glory, thesc plaques honour those of our race who have served us” He waved to a small plaque

- that scemed to shift colours as he pointed at it.

'_*'Thc great guardian Oxyotl, the Chameleon Skink. As High Shaman you must be cunning and strike our foe where he

docs not expect it.

-

botl responded. ‘I will do so.” He took a step. Ullotl waved to his left, 10 the plaque of a crocodile. “You must be

brave and strong, as the great crocodile.” Pride swelled in Qocbotl's chest, for here was the plaque of his namesake. ‘I
ill do sof' Ullotl moved up a step and spoke again, "You must be quick and strong, like Ichi-Uichi the master of

I
Ly

will do so." Qocbotl said steraly. The final stage was sbout to begin.. j
lot] stopped. He pointed at the pavilion above him, which housed the Great Shna Lord Teheqela, “.And you must
v that is goq_d and true in the world, and protect it as the Old Ones have taught our fathers. pe-
Y ududd:n]y as if magical arms squeezed his_ throat, he could ﬁarely utter the next words, “will... ‘;[o.. sof'" Qoch
sped. This was not part of the training he had expected. His oath seemed scared upon his mind. He could see the
in flame. Ullotl took off his feathered ‘headdress, and made Qochotl knna.L The crown of feathers was. J’ﬂa et 08
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| SKINK PRIEST

60 Gold Crowns to hire

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

Profile M WS BS S T W I A Ld

6 3 4 33 1 5 1 7

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

SPECIAL RULES

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

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

Skink Priest (above)
Saurus Totemm Warrior
(right) and Skink Great
Crest (extreme right).

-l $Aunus TOTIM WARRIOR

60 Gold Crowns to hire

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

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

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

0-2 SKINK <GREAT <RESTS

30 Gold Crowns to hire

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

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

A Id
1 7

Weapons and armour: Skink Great Crests are
equipped from the Skinks Equipment list.

24



LusTtrIA <ITIES OF $OLD

HEN<HMEN
e e S o S D
SKINK BRAVZS 0=l KrRoOXIGOR
20 Gold Crowns to hire 200 Gold Crowns to hire
Many Skinks dwell in the deepest jungles and Kroxigor resemble Saurus but are much
trackless swamps of Lustria. These Skink bigger and are far more powerful creatures.

braves are fast, agile and intelligent. Although They are not very intelligent and their speech
they lack the brute force and sheer aggression s limited to a blood-curling roar. They are

of the Saurus they are good at shooting strong and mainly used for construction
volleys of arrows or javelins. They lack the goaded into working by the nimble Skinks.

staying power of the Saurus, because they
switch between reckless audacity and sudden Profile M WSBS ST W1 A Id

panic, this may be due to their very short 6 3 0 54 3 1 3 8
memories. As soon as a group of Skinks flee Weapons and Armour: The Kroxigor is

out of immediate danger they are likely to equipped with a halberd.

forget the experience and regroup for another

reckless attack. SPECIAL RULES

Profle M WS BS S T W I A Ld Scaly skin: Kroxigor has a natural save of 4+.

6 2 3 32 1 4 1 6 Aquatic: Kroxigor may move through water
with no penalty, and count as being in cover

Weapons and Armour: Skink Braves may be A
whilst in water.

equipped from the Skinks Equipment list.
Cause Fear: Kroxigor are large and

O-4 SAURUS BRAVSS frightening monsters that cause Fear.

40 Gold Cron'ns to hire . ) Large: Kroxigor stand out amongst the rest of
Saurus have thick, horny, scaly hides which the Warband and may be picked out by an
protect them as natural armour. Saurus are archer even if he is not the closest model.
sufficiently intelligent to understand clear and

simple commands. They make excellent Animal: Kroxigor are slow-witted creatures
warriors but they are not much good at that never learn from their mistakes. The
anything else. They are extremely stubborn Kroxigor doesn’t gain experience.

and are very hard to shift in battle. They are
very ferocious creatures and will rip at an
enemy until they are slain.

Profile M WS BS S T W I A Ld
4 3 0 4 4 1 11417

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

Saurus Brave (above), Skink Braves (centre &
right) and Kroxigor (above right).
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Lustria <ITIES OF 4oLD

Ntw LQUIPMENT Poison Glands 40 points

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

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

buy Dark Venom or Black Lotus and use it on  (Skinks only)
their close combat weapons, and they have to

buy it as normal from the Trading chart. Mark of the Old Ones at 50 points
This is the greatest mark a Lizardman can be

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

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

SA<CRID MARKINGS
Many Skink and Saurus warriors are born with

distinct markings or mutations. They are 3 "I:Iotl.wa; in awe, h:-r.ould not ehm thesais g _
regarded as being blessed by the gods and t majesty. of the Slann Lord. It was easily ten fimes a5
often rise to become leaders. A Hero may only big b.:m 0“1’0;1- and its h“ﬂ; ““';:“'i:"& A ”‘“:I‘d

. . Jﬂ- into his own even t Oﬂs 1 starc scemed so
have a single Sacr;,;d Marking ar.ld these may Risast: The: Slis-had ot sioved: s Belore ,
only be bought when you recruit the Hero, | Qocbotl had hatched. And now. suddenly, the Slann
not in the middle of a campaign. Bshaited. fo- move.. :

i . . The crowd below gasped. Qochotl felt his arm being
Oversized Jaws 40 points grasped by the Slann and his whole body was lifted
The Saurus has been granted the addition of " up towards the sun. His arm felt like it had becn
powerful neck muscles and oversized jaws, ’ 'ppcd from its socket, as he dangled m th: air in

even greater than those of a normal Saurus. t of the Slann,
The Hero may make his bite attack with +1
Strength. (Saurus Only)

LIZARDM(N $Pt<IAL $Ku.|.$ i $A'<n:o MARKINGS

Lizardmen Heroes with the Special skill hst available to them may use these skill lists lnstead of
the normal ones when they gain a new skill.

SKINKS ONLY SAURUS ONLY
Skills list probibitions: Saurus cannot receive
INFILTRATION the Academic skill and can never use missile

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

BILLOWING BATTL: ROAR
The Saurus’ roar is so deafening that enemy
models in base contact suffer -1 to hit in the

first round of combat against them.
GRIAT HUNTR

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

TousHINED> HiDt

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

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

| D6  Result

e Chotec’s Wrath Difficulty 8
i A lightning bolt shoots from the sky above and strikes the closest enemy model within 10"
of the Skink Priest, causing a single Strength 5 hit. However add +1 to the Strength and +1

to the roll on the injury table if the model is wearing armour like light armour, heavy
armour, Ithilmar armour or Gromril armour.

Wi

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

D6 Effect
1-2 - +1 BS or +1 to hit in close combat.
3-4 - Toughness +1.

5-6 - Movement and Initiative +1.

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

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

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

model later in the shooting phase.

6 Itzl's Speed Difficulty 7
A single Lizardman model within 6" of the Skink Priest or himself, may make an additional |
*  sprint of movement and move up to 4". This counts, as running and a model may not move |
. if he has already fired with a missile weapon. He may not charge with this extra move.

reat Sotck, mark this, your ncw chosen agent, as s:nran_t'of the Old Ones. and grant him 3{[13- o Pmm}‘l;ﬁ people - -
Slaon sounded as if he was speaking a ritual. yet strangely it was very conversational in tone. Qochotl felt the sun =

ng upon him. For what scemed like an cternity he swayed in the arm of the Slann. And then he felt a buroing
tion start from his head, and stretch down his chest. He screamed. And then he fell 1o the platform. He felt truly 8

erful. He finally understood why elder Shaman could do what he could not. And then he passed out. .

otl had scen. for one brief moment, a tiny glimpse of the impossibly complex plans of the Old Ones. And he knew -
use that knowledge to wicld great power. But the moment was quickly over, flecing from his mind as mists. He
ped to remember parts of it, but only slivers remained when he regained consciousness of how to move watess and
t bolts of power. :

Qocbotl, Beader of Rivers” said the mighty Staon. Qochotl rosc, staring at the waving tiver symbols scarred on his 48
nd the crowd raised ‘much soise in jubilation. He was ready to lead his people. And though he could not remember
ole plan, he finally knew why he must lead his people. and what they must do. .o




Shadow Warrvior Farbans

Nagarythe was once one of the most
prosperous and beautiful of the kingdoms of
the High Elven land of Ulthuan. When the
Witch King Malekith and his mother Morathi
led the kingdom of Nagarythe astray into
worship of the Chaos Gods, not all of their
people followed. When Malekith led his
people in a rebellion against the rightful
Phoenix King, those who had not been
converted to depravity remained loyal to the
throne of Ulthuan and waged a secret war, a
war of shadows, against the Witch King and
his armies. When the Witch King was defeated
and forced to flee with his followers, most of
these ‘shadow warriors’ were killed, drowned
by the sea as their land was torn asunder by
the Witch King's foul magics.

The people of Nagarythe that survived became
a nation of wanderers, moving from place to
place and never really welcomed by other
High Elves, for these Shadow Elves as they
became known had gained a reputation for
being a fierce and warlike people, full of
cruelty. This reputation, while probably only
partially true, sets the Shadow Elves apart
from other members of their race. This, along
with their grim attitude and generally dark
presence, makes other High Elves feel ill at
ease around them. In Ulthuan they are misfits
and outcasts, and many of these proud people
seek their fortunes outside Ulthuan entirely.
They truly are a race ‘in the shadows’ between
the cruel darkness of the Dark Elves, and the
beautiful light of the other High Elves.

Some of the Elves of Nagarythe have been
driven mad by this condition, but most have
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accepted their existence, and are driven on by
a desire for revenge against the arch nemesis
the Witch King and his perverse mother. The
Shadow Elves form themselves into warbands
and travel the lands of Ulthuan and the
Known World, sometimes fighting Dark Elves
(and other forces of Chaos) when they find
them, and fighting just to survive the
remainder of the time. Some still work in the
service of the Phoenix king, acting as scouts
and trackers for his armies. Sometimes small
units of these warriors will be sent by their
king to distant lands on a special mission for
Ulthuan — recovery of ancient artifacts left
behind when the High Elves abandoned the
Old World, or sabotage of a rumoured plot of
the Dark Elves. When sent on such a mission,
these bands bring their military trappings with
them - standards and war horns, unit insignia
fiercely emblazoned on their shields — for the
Shadow Elves take pride in their loyalty to the
Phoenix King. Other warbands represent small
groups of warriors seeking their fortune...
though still loyal to Ulthuan, they may no
longer feel welcome in their island home, or
perhaps they represent a family pursuing a
personal vendetta against a particular Dark EIf
leader. Whatever the case, bands of Shadow
Warriors may occasionally be seen roving the
lands of the Old World to exploring the
steamy jungles of Lustria.

Due to their wandering nature, it's not
uncommon to see Shadow Warriors travelling
the lands of the Empire, so they should fit
right in in your normal games of Mordheim.
However, the Empire is not the only land
these tireless warriors travel to in their quest
to rid the world of Dark Elves. As more
settings are introduced for the game, you will
be able to take your Shadow Warriors to other
lands, such as the jungles of Lustria as
introduced in Lustria Cities of Gold. You
should not feel constrained to keep the
Shadow Warriors in one city, it is their nature
to wander.

Bpeciaf Rufes

Hate Dark Elves: All warriors in a Shadow
Warrior Warband (excluding any Hired
Swords) have an unyielding Hatred for Dark
Elves.



T A L

A story of that ancient and fey race, the Elves of Ulthuan, as translated here by

the renowned scholar and wit Markus De Havener

Excellent Sight: Elves have eyesight
unmatched by mere humans. All the Elves in a
Shadow Warrior Warband can spot Hidden
enemies from twice as far away as other
warriors (i.e. twice their Initiative in inches).

Distaste for Poison: The use of poisons and
various drugs is a Dark EIf specialty. As such, it
is frowned upon by Shadow Warriors, even
more so than by other High Elves. Warriors in
a Shadow Warrior Warband may not use
poisons of any type.

Unforgiving: In addition to their hatred of
their corrupt kin, the folk of Nagarythe have a
long history of struggle against the forces of
Chaos. In multiplayer games, a Shadow
Warrior warband may never forge an alliance
with any Warband of a Chaotic nature
(Possessed, Skaven, Beastmen, Dark Elves,
etc.).

Tolerant: Due to their outsider status with
their own people, the Elves of Nagarythe have
learned to stifle their distaste for ‘lesser races’,
and have even been known to work alongside
them from time to time. A Shadow Warrior
Warband may hire any Hired Sword that is not
of a Chaotic or evil bent (so no Skaven,
Possessed, Beastmen, Dark Elves, Undead,
etc.). They also shun the company of anyone
specialising in the use of poison (so no
Assassins).

Choice of arriors

A Shadow Warrior Warband must include a
minimum of 3 models. You have 500 Gold
Crowns which you can use to recruit your
initial warband. Maximum number of warriors
in the warband is 12.

BHeroes

Shadow Master: Each Shadow Warrior
Warband must have one Shadow Master: no
more, no less!

Shadow Walkers: Your Warband may include

up to 3 Shadow Walkers.

Shadow Weaver: Your Warband may include
one Shadow Weaver.

Bencfmen
Shadow Warriors: Any number of models
may be Shadow Warriors.

Shadow Novices: Any number of models
may be Shadow Novices.

Starting Lyperience

Shadow Master starts with 20 experience.

Shadow Walkers start with
12 experience.

Shadow Weavers start
with 12 experience.

All Henchmen start
with 0 experience.
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- o 66a9¢w ﬁamor sﬁtt’f tabfes - __]

I
f Combat Shooting Academic _ Strength Speed Special
Shadow Master v v v v v
Shadow Walker v v v v
i Shadow Weaver g v SR v ,

—_—

SBadow Warrior equipment fists

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

SHADOW WARRIOR EQUIPMENT LIST Armour

Hand-to-hand Combat Weapons Helmet ......................... 10 gc
Dagger .................... Ist free/2 ge Lightarmour .................... 20 ge
SWOPD: w carin o BIERS 5 IReER G - 10 gc Shield . ........... ... .. . .. .. ... 5 ac
Double-handed weapon .. .......... 158C  Lthilmar armour® . ... .. ... ..... ... 60 gc
SPEAT wnneomem s momian wd o PAAES W6 § 10 gc
Ithilmar weapon® . ............. 2 x price Miscellaneous

Standard of Nagarythe* ............ 75 gc
Missile Weapons War Horn of Nagarythe* .. .......... 25g¢c |

BOW ..ovniiniiiiiiii 108 ElvenCloak ..................... 75 ge
L()Ilgbow ....................... 15 2c Elven Wine* .. ... .... ... ..., 50 gc
EIf Bow ..........cooooiiinnn, 358 Elven Runestones® ................ 50 gc

— Heroes only. These special prices represent the lower rarity of these items in Ulthuan;
when attempting to purchase these items in Mordheim (or Lustria), Shadow Warriors pay
the same prices as other Warbands, and must roll to find them as normal. No roll is
necessary to find these items when first starting a Shadow Warrior Warband.

L ——— g
A T\ o

Aew ,@quipment precious stones, which can help strengthen an
Elven Wine (50+43D6 gc / Rare 10): Elven Mage’s magical defenses. A mage with
High Elven wines are well known to be the Elven Runestones may use them to attempt to
best in the world, and some are even dispel a spell that has been successfully cast
rumoured to have magical qualities. A fine against himself or another member of his

Elven Wine can cast out doubt and fear and warband. To dispel such a spell, the mage
leave a general feeling of well-being in a must roll against the spell’s Difficulty (Sorcery
warrior. does not help here). If he succeeds, the spell

fails to work. If the roll fails, the spell works
A Shadow Warrior Warband that drinks Elven normally.

Wine before a battle will be immune to Fear (Shadow Weavers Only.)

for the whole of the battle.
(Shadow Warriors Only.) Standard of Nagarythe (75 + 3D6 gc / Rare 9):
While many Shadow Warrior Warbands are

Elven Runestones (50+2D6 gc / Rare 11): simply wandering, some represent groups that
High Elven mages are well known as the have been sent from Ulthuan on some special
masters of defensive magic. To aid them, they mission for the Phoenix King. Such bands are
have developed several mystic runes of power. really closer to military units than loose bands
They often inscribe these runes on semi- of warriors. As such, they tend to retain their
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unit insignia and other trappings. Chief
among these is the unit standard. A unit’s
colours can hold a lot of meaning, particularly
when the warriors in that unit lack a true
home. A Shadow Warrior band normally
makes their standard by hand; cost and rarity
represent the difficulty of finding the proper
materials (fine silks and thread of gold, for
example).

A Standard of Nagarythe can serve as a second
rallying point (the Shadow Master is the first,
represented by his Leader skill) for the unit.
Any members of the Shadow Warrior Warband
within 6" of their standard take all Leadership
tests against a Leadership value of 10. In
addition, should the standard be captured by
the enemy (model holding the standard is
Taken Out of Action), all members of the
Warband will be subject to Frenzy for the
remainder of the game, and may not
voluntarily Rout. Note that these effects
(Leadership 10 and Frenzy) do not affect any
Hired Swords in the Warband, only actual
Shadow Warriors (including Shadow Warrior
heroes) are affected. A model carrying a
standard requires one hand free to do so, so
no weapons, shields, etc. may be carried in
this hand, and no double-handed weapons
may be used while the standard is carried. A
standard may be used in close combat as a
makeshift spear (use the rules for a spear but
with -1 on the to hit rolls). Shadow Warriors
Only.

War Horn of Nagarythe (25+1D6 gc / Rare 6):
Similar to the Standard of Nagarythe, units of
Shadow Warriors sent into Mordheim often
bring with them a war horn to rally around.
The rules for the War Horn of Nagarythe are
the same as for a normal War Horn from Town
Cryer issue 7 (except for Rarity and price, see
above), and are restated here for your
convenience:

A War Horn of Nagarythe may be sounded
once during the game at the start of any
Shadow Warrior turn. Until the start of the
next turn, all members of the Warband gain a
+1 to their Leadership (maximum Leadership
10). The War Horn may be used just before
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the warband takes a Rout test. Shadow
Warriors only.

Elven Cloak (75 + D6x10 gc / Rare 12):
Being from Ulthuan, Shadow Warriors have
access to items that are rarely seen by other
races.

Familiar (20+1D6 gc / Rare 8):
Wizards are often solitary, usually shunned by
those who can barely conceive of, much less
understand, the power these individuals
wield. As such, they often share their lives
with animal companions, rather than more
‘sentient’ beings. Sometimes a magical link
will develop between one of these animals
and the wizard, to the extent that the wizard
begins to see through the animal’s eyes, and
hear its thoughts. Wizards in different lands
favour different types of familiars, depending
on their environment: Shadow Weavers tend
to favour darkly-coloured animals that can
blend into the shadows with them easily--
ravens or darkly-coloured cats are most
common. Regardless of their form, familiars
are actually not normal members of their kind
at all, but rather creatures that have somehow
become attuned to the Winds of Magic.

Familiars cannot actually be purchased as
normal equipment. The cost to ‘purchase’ a
familiar actually represents the cost of
materials to cast the ritual to summon a
familiar and form a magical bond with it; the
Rarity level represents the chances of the
ritual actually working. As such, the cost of
the familiar must always be paid if the rarity
roll is attempted, regardless of the success of
the roll. Also, only spell-casters can attempt to
‘find’ a familiar. If a familiar is found, it should
be modelled on the spellcaster as with any
other piece of equipment. A familiar may be
placed on a separate base (in fact many of the
familiars that GW sells come this way), but if
this is done the familiar must always remain in
base-to-base contact with the wizard, and it is
ignored for game purposes (so it may not
attack enemy models or be attacked itself, may
not intercept attackers, does not increase the
wizard’s base size, etc.), other than the effect
below.

A wizard with a familiar is allowed to re-roll
one failed roll to cast a spell each turn. The
result of this re-roll must be accepted, even if
it fails, and remember that you may never re-
roll a re-roll. Spell-users only (does not
include users of Prayers). Note that unlike
many of the items above, this item is
equipment that any warband with a spell-user
may use, if he can summon it successfully.
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TR B W AR

1 SBaPow Master

70 Gold Crowns to hire

Shadow Master is a very honourable title
among the warriors of the Shadow Elves... it
is given to one who has fought in the shadow
war for so long that he rules the darkness that
he fights from. Often a member of the former
Nagarythe nobility, the captain of a Shadow
Warrior Warband is known by the honourable
title ‘Shadow Master’. These proud and
strong-willed warriors often gather a small
band of their followers and seek a life away
from the hesitant charity and distasteful stares
of Ulthuan.

Profile M WS BS S T W I A Ld

5 5 5 33 1 6 1 9

Weapons and Armour: Shadow Master may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list.

SPECIAL RULES

Leader: Any warrior within 6" of the Shadow
Master may use his Leadership characteristic
when taking any Leadership tests.

BHeroes
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03 BGfaDow afBer

45 Gold Crowns to hire

One step down from the title of Shadow
Master is Shadow Walker. A walker in the
shadows is considered to have made friends
with the darkness, and while he does not
command it, it gives him aid when asked.
Shadow Walkers are seasoned veterans in the
war against the Dark Elves. They are skilled
trackers and hunters, and the most trusted
lieutenants of the Warband'’s captain, the
Shadow Master.

Profile M WS BS S T W I A ILd

3 5 4 33 1 6 1 8

Weapons and Armour: Shadow Walkers may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list.

01 Bfadow Heaver

45 Gold Crowns to hire

All High Elves have some aptitude for magic,
and those with the greatest aptitude are
taught how to bend the Winds of Magic to
their will. Shadow Weavers are the mages of
Nagarythe. Due to the nature of their
unending war against the Dark Elves, the
mages of Nagarythe tend to specialise in
magics that use shadows to conceal their
presence and confound their enemies. In fact
the title Shadow Weaver comes from the
nature of their magic... like a talented tailor,
the Shadow Weaver takes the threads of
shadow and fashions them into shapes and
forms of his choosing.

Profile M WS BS S T W I A Ld

5 4 4 3 3 1 6 1 8

Weapons and Armour: Shadow Weavers may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list, but they may not cast spells if wearing
armour.

SPECIAL RULES
Wizard: The Shadow Weaver is a wizard and
may use the Shadow Magic list.
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k @encﬁmen (Dought in groups of 1-5) 4

SBadow Warriors

35 Gold Crowns to hire

Most of the warriors in the Shadow Warrior

Warband are veterans of at least one battle,

and all have lost loved ones to the depravity
of the Dark Elves.

Profile M WS BS S T W I A Id

5 4 4 33 1 6 1 8

Weapons and Armour: Shadow Warriors may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list.

SBadow Warrior Rovices

25 Gold Crowns to hire

These are untested Shadow Elves, newly
inducted into the warband. Often these
warriors are younger cousins who are setting
out from Ulthuan for the first time. Due to
their hard existence, it is often a quick
progression from Novice to full Warrior,
however.

Profile M WS BS S T W I A Id

Bels Fi g F S ey 7

Weapons and Armour: Shadow Novices may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list.

ShaDow Barrior Special SEifls

Shadow Warrior Heroes may use the following Skill table instead of any of the standard Skill

tables available to them.

Fnfiftration
This skill is exactly the same as the Skaven
skill of the same name.

Gee in Shadows

The warrior’s senses have become especially
keen from years spent walking the shadows.
As long as he has movement to reach them,
the warrior may always roll to charge
opponents he cannot see (instead of the
normal 4"). In addition, the range the warrior
can detect Hidden opponents is doubled.

Hive in SPaPows

Over time Shadow Warriors have learned how
to freeze in place and remain undetected,
even from the heightened senses of their Dark
Elf cousins. An enemy warrior attempting to
detect this warrior when he is Hidden must
halve his Initiative before measuring the
distance.

Sniper

Long years of guerrilla warfare against the
Dark Elves have taught Shadow Warriors how
to strike from the shadows without being
seen. If Hidden, a warrior with this skill may
shoot or cast spells and still remain Hidden.

Powerful BVuifP

The warrior is strongly built for an Elf, and is
capable of feats of strength not often seen
among the people of Ulthuan. A warrior with
this skill may choose skills from the Strength
skills table from now on. This skill may not be
taken by Shadow Weavers.

Master of Runes

The Shadow Weaver has learned to harness
the power of the High Elven runes of power
(see Elven Runestones, below) to a degree
few mages attain. When using Elven
Runestones, the mage is +1 to his dispel roll.
In addition, the mage can inscribe the
weapons and armour of one of his fellow
warriors with Elven runes. One member of the
Warband may reroll a single failed armour
save or Parry roll once per battle. After a
single battle, the runes lose their glamour and
must be redone. This skill may only be taken
by Shadow Weavers.
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Sfadow Warvior Aagic

Shadow Weavers use a strange blend of magic that differs in many ways to the
traditional High Magic of their cousins of the Tower of Hoeth.

Author’s note: Several of the following spells mention that the target must be within a
certain distance of ‘a wall’. This is not literally restricted to walls, but may include

any piece of terrain that could be expected to cast a man-sized shadow.

D6 Result

1 Pool of Shadow Difficulty 7
The area immediately surrounding the mage is suddenly filled with ttmsting shadows
that make it nearly impossible to see anything inside.

This spell allows the mage and all within 6" to Hide, exactly as if there were a wall or
other obstruction between them and their enemies. They may Hide even after
marching. This Hiding is disrupted if any enemy enters the area of affect. In addition,
all affected count as being in cover against enemy shooting. This spell lasts until the
start of the Shadow Weaver’s next turn.

2 The Living Shadows Difficulty 7

Shadows around the target suddenly writhe as if alive and move to strike the victim.

The Shadow Weaver may cast this spell at any enemy model within 12" of him and
within 2" of a wall. The target suffers a single Strength 4 hit with no armour saves.

3 Wings of Night Difficulty 6
Wings of darkness unfurl from the Shadow Weaver’s back and engulf him. He
disappears, only to reappear in nearby shadow.

This spell may only be cast if the Shadow Weaver is within 2" of a wall. He is instantly
moved up to 12" to a place that is also within 2" of a wall. If moved into contact
with an enemy model; the Shadow Weaver counts as charging in the first round.

4 Cloak of Darkness Difficulty 7
The Shadow Weaver appears to be swallowed by shadows that even the sharpest senses

cannot pierce.

The Shadow Weaver is effectively concealed from enemy sight. As long as he does not
attack (cast spells, shoot, or engage in close combat) any enemy models, he may not be
attacked. He may intercept as normal if the player controlling him wishes, but he does
not have to do so (and if he does not, enemy warriors may charge past him of course).
The spell lasts until the Shadow Weaver attacks an enemy model. Note that a model
engaged in close combat with an enemy warrior may never choose to not attack.

5 Shadowbind Difficulty 9
Tendrils of darkness rise from the shadows to engulf an enemy warrior, rendering bim
helpless to the whims of the Shadow Weaver.

The Shadow Weaver may cast this spell at any enemy model within 24" of him and 2" of

a wall. The target may not move unless it first passes a Strength test on 2D6 at the start
of his turn (before the Recovery Phase). This spell lasts until the Shadow Weaver suffers
a Wound or attempts to cast another spell. If attacked while affected by this spell, treat
the target exactly as if he were Stunned.

6  Shield of Shadow ) Difficulty 7

Shadows congeal and become a solid barrier in front of the Shadow Weaver or one of -

his comrades, protecting the target from enemy attacks.

The Shadow Weaver may cast this spell on himself or a member of his warband within
12" Thc target receives an armour save of 5+ that is not modified by the attacker’s

{ 'speluzsts until the start of the Shadow Weaver’s next turn, s

{
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thought to himself irritably. Everywhere the landscape was covered in a lush, almost too healthy. 3§
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green. Vines draped from the trees, and strange animals scampered or flew about from tree to
tree. The ]ungh: was filled with strange sounds as well, hoots and howls that reminded the young
Elf of the storics he'd been told of the tortures the damned were forced to endure after they
died and their dark masters took their souls to be the playthings of dacmons. Lircnar shuddered
at the thought. and consciously stecled his mind, using techniques all the Shadow Elves learned
as young children. He had almost reached a state of relative calm when his concentration was
broken by thoughts of the sweltering heat of this place. It was impossible! There were too many
distractions in this strange, uncomfortable land for the Shadow Novice to remain focussed.

Lircnar realised that he had been unconsciously slowing, and now could no longer see the rest of
his warband down the trail. Damn, have to catch up. he thought to himself. Wouldn't want to be
left alone here in this strange land of Lustria. If only they hadn't had to travel so far. but that

scabrous human fellow, Morgan, had told them that Durnath "The Despised’ had fled here but
only after the rumour-mongering manling had sold them out to the foul creature. It had taken

time, as Morgan was unwilling to give information without pay, but eventually the traitorous fool

had told the Elves everything. right before Rathevar gutted him. to serve as a warning to all who
aided the Druchii. It was the first killing Lircnar had scen, and it had sickened him, but he
understood the necessity - their foul kin must have no sanctuary an_ywhcrc...

Lost in thought, Lirenar didn't sec the movement in the trees above, and in fact the first
indication that something was amiss was a sharp prick at his throat. His hand automatically went
to the source of the pain and he felt something small and hard. Taking his hand away, he pulled
something out of his neck which tugged at his flesh as if unwilling to give up its resting place.
Holding it up to his cyes, Lirepar saw that he held a small dart. How strange, thought the
young Elf, just before the world went black...

‘Brother Lirenar was right behind me, T know it!" exclaimed Thrindal, ‘T turned around and he
was gone.’

The whole warband was in a small group, looking up and down the trail and in the ncarby
jungle for their youngest member, near the place he'd last been seen. There were tracks !
everywhere — strange tracks, made by something in bar fect with clawed tocs. The tracks were
small as well, approximately the size of goblin feet. But goblins weren't indigenous to this area,
and though they had very poor toenail hygicne. they didn't have actual claws like these.

‘Over here my brothers’ yelled Yirithin, one of the other Shadow Warriors. Rathevar walked over
to where the other Elf stood. somcthing held in the fingers of onc hand. As the EIf leader got
closer, he saw that what Yirithin held was a small dart.

"Servants of the Old Oges... reptilian Skinks most likely." stated the Shadow Master calmly.
‘Lirenar is gone. He turned to the other Elves. "We will avenge his passing on the flesh of
Durnath the Despised!

Rathevar turned back down the trail and resumed the trek, ‘Come. we must continue to track our

quarry. He will learn that cven the terrors of Lustria are no protection for him from the wrath
of the Shadow Warriors. Be vigilant... there are llkcly to be more of the lizard-people about. The
sooner we run Durnath to ground. the sooner the spirits of our family can rest. and we can
return to more civilised lands..."

%
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The Amazons live on an island in the centre of
the great river Amaxon that penetrates the
heart of Lustria. The island is heavily
overgrown with vines and brush that make it
difficult to view the interior of the island, save
for the pyramidal ruins that can be seen over
the treetops.

Most of the brave Elf and Old World warbands
that have dared to attempt a landfall at the
island have been defeated on the beaches.
The Amazons would pour forth from the
dense jungle and attack all that tried to
disembark. The survivors returned to the Old
World recounting exaggerated stories of
powerful women warriors.

The Norse living in the Lustrian colony of
Skeggi tell a tale that the Amazons are a group
of widows that left Skeggi many years earlier.
The Norse knew them as Valkyries, just like
the fabled female warriors of the Norse gods
who come to collect the souls of the bravest
Norse warriors that die in battle. Why have
they flourished among the jungle denizens for
so long? Some say that the Amazons have
discovered the fabled elixir of youth.

The more common tales suggest the Amazons
are master herbalists. That they prepare
distilled potions of tropical plants for use in
their sacrificial ceremonies. One story from
Juan Cornetto suggests the Amazons have
discovered a way of brewing this "elixir of
youth”. For any reason, death among the
Amazons is uncommon, occurring only from
mortal wounds or natural disaster.

The Amazons are fierce hunters that stalk
Skinks and game in the surrounding swamps.
They use the hides of Skinks for clothes and it
should therefore come as no surprise that the
Amazons and the Lizardmen are bitter
enemies. In addition they clothe themselves
with animal skins of the forest and wear
plumes of exotic tropical birds for
headdresses.

The Amazons defend their island vigorously
and bravely. They despise men, so often
encountering them as would be conquerors
or tricksters. Any man they find lost, or
wounded in the jungle ends up being
sacrificed to their savage gods. From time to
time though, they will venture forth into the
ruins in search of more ancient Slann artefacts
that they know still lie in the long-forgotten

tunnels and caves. It is these artefacts that
they use as weapons to defend their island.
Weapons of such exotic nature that none in
the entire world have seen before.

$pe<iAL RuLes

Isolationists: The Amazons are constantly
battling against the predations of the
Lizardmen and greedy treasure-seeking Norse.
Amazon culture reflects their dislike and
distrust of outsiders and in battle they are
particularly savage. Amazons get to re-roll any
attack rolls that miss in the first round of
combat against Lizardmen and Norse.

Sacrifice: The Amazons are quick to sacrifice
any captive to their gods. The Amazons follow
the rules for Possessed in the Rulebook when
it comes to captives. If an Amazon Warband
captures a Lizardman, they may sacrifice him
as normal, plus get a free Skins and Charms.

Norse Enmity: When facing a Norse
Warband an Amazon Warband will fight to the
death. The Amazons can re-roll their first
failed Rout against the Norse. Remember you
can’t re-roll a failed re-roll. In addition,
Amazons can never choose to voluntarily rout
when facing a Norse warband unless their
Warband Leader has been taken Out of Action.

Not one of us: Due to the Amazons'
isolationism and suspicions about other races
they never side with anyone else. For this
reason, the Amazons may not have any Hired
Swords or Dramatis Personae unless they are
Amazons themselves.

{HOICt OF WARRIORS

An Amazon Warband must include a minimum
of 3 models. You have 500 gcs to recruit your
initial Warband. The maximum number of
models in the Warband is 15.

Herots

Although outsiders consider the Amazons

"immortals" the maximum characteristics for

each type will be the same as any human war
and.



Serpent Priestess: Each Amazon Warband
must have one Serpent Priestess to lead it—no
more, no less.

Eagle Warriors: Your Warband may include
up to two Eagle Warriors.

Piranha Warriors: Your Warband may
include up to two Piranha Warriors.

HENCHWOMIN

Amazon Warriors: Purchased in-groups of 1-
5 (You must have at least 1 warrior in your
Warband).

Jaguar Warriors: Your Warband may include
up to three Jaguar Warriors.

STARTING EXPERIENCE
Serpent Priestess starts with 20 experience.

Eagle Warriors start with 8 experience.
Piranha Warriors start with 8 experience.

Henchwomen start with 0 experience,

AMAZON $PE<IAL LQUIPMINT

The Amazons carry many strange weapons,
which they consider magical. The origins of
these mystical and powerful weapons is
unknown but are believed by High EIf
scholars to originate during the time of the
Old Ones.

Starsword (30 gcs Rare 10)

This is an ancient and legendary sword that
can cut through armour as if it were a leaf.
The Sword confers a bonus of +1 Strength
and ignores all armour saves except for ward
and Dodge saves.

Amulet of the Moon (50 gcs Rare 11)
This ancient amulet creates a shimmering aura
around the Amazon that makes it harder for
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enemies to see them. Any missile fire directed
at a model equipped with the amulet will be
at -1 to hit. The amulet also confers a special
save of 5+ against missile fire.

Sunstaff (35 gcs Rare 10)

The Sunstaff is a long staff made from a
strange multicoloured metal with one end
hollow like a tube. Strange runes are carves
along its length and a large gemstone is set
into the pommel.

Range: 12"/Close Combat
Strength: as user
Special: Sunbolt

SPECIAL RULES

Sunbolt: The wielder of the sunstaff can
discharge a beam of energy in the shooting
phase that is akin to rays of the sun. The
Sunbolt has a range of 12" and hits at Strength
4. Aside from ward and dodge saves a Sunbolt
ignores armour saves and penalties for long
range.

Enchanted Skins (20 gcs Rare 6)

The protective skins and charms that the
Amazons wear have been warded with
defensive magic. To represent this, any model
wearing Skins and Charms receives a 6+
special save versus any wounds inflicted. In
addition, the wearer of Skins and Charms is
unaffected by enemy magic on a roll of 5+,

Starblade (15 gcs Rare 7)

Of the many strange weapons the Amazons
possess the Starblade is built like an
Amazonian dagger. It is usually painted exotic
colours and contains magical properties that
enhance the fighting prowess of the Amazons.
It is a close combat weapon and attacks like a
dagger but can parry the first successful hit of
any combat on a 4+.

Conch Shell Horn (25 gcs Rare 8)

The Conch shell Horn is used by experienced
Piranha warriors to warn the warband of
approaching enemies.

At the beginning of the game a Piranha
warrior may use the horn to re-roll when
deciding who deploys first and who goes first.
Multiple models that have the horn cannot
force a second re-roll. (Piranha warriors only)

Healing Herbs (35 gcs common)

The Amazons are master herbalists and may
buy Healing Herbs as common items, instead
of rare items.
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AMAZON fQUIPMENT LISTS
The following lists are used by Amazon warbands to pick their weapons:
HEROINES EQUIPMENT LIST Double-handed weapon ... ......... 15 gc
Hand-to-hand Combat Weapons
DT S e T e 1st free/2 gc FRCERE NEpors
TS TR gl | 3,90 o) oYy vl st it Bt e et sl 5 gc
L e 10 ge e S S By o T B R 10 ge
e e i Mot b 10 ge SHpSIARr oo Sl L e 35 gc
Double-handed weapon ... ......... 15 gc Armour
StamIate’ . c o L2 DT s s e s 17 RC  (Helmet e o i s S, | | 10 ge
SEArSWOLd 5.« fa v cpesdesnrayisaavas saseess 30gc ‘Buckler [h L L TR el 5 gc
Missile Weapons BrehantediSKing . .. o it ciamntematos = 20 gc
BOW: i, o [o e [+t s s e e Sa s o iy 10gc  JAGUAR WARRIOR EQUIPMENT LIST
Supstaffa liF stisimmi o A Aoy, 35 gc Hand-to-hand Combat Weapons
PABREr i oy e o L el By 1st free/2 gc
ArpoRE L L o e N 3 gc
Helmet 27 Bl e e TN e 10 ge N Ly eI 10 g
Backler o ok ShRai e e o sb s 5 gc T o 10 ge
Enchanted SKINS . ... & < foiare-derstants 20 gc
Missile Weapons
Ppegial Lauipment SRR it Rty Sl LN e 5 gc
Amuletofthe Moon ............... 50 gc Bt Ko Proae = | i SRS i Sge
Healing HEe 1, o5 S0 v 1WE S 35 gc D ol e S S .gc
HENCHWOMEN EQUIPMENT LIST 2 T T R SO L LR e B SRR 10 ge
Hand-to-hand Combat Weapons Sunstaffs . . AERTE IR e T . 35 g
L e T A PV s 1st free/2 g

AMAZON SKILL TABLSS
Combat _Shooting Academic __ Strength Speed Special

Eagle Warrior v v v v
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| SERPENT PRILSTESS

70 Gold Crowns to hire

The Serpent Priestesses are part of the
religious sisterhood that rules Amazon society.
They are powerful sorceresses and their word
is law. The younger, more junior members of
the Serpent totem often gather war parties
and search for Slann artefacts and also
conduct the ritual sacrifices of captured
enemies.

Profile MWSBS S T W1 A ILd

2 e U IR S W Sl (7

Weapons/Armour: The Priestess may be
equipped with weapons chosen from the
Heroine’s equipment lists.

SPECIAL RULES

Leader: Any models in the Warband within 6"
of the Priestess may use her Leadership
instead of their own.

Wizard: The Serpent Priestess is a wizard and
may use Amazon Rituals. She starts with 1
ritual chosen at random from the list over.

O-2 fAGLE WARRIORS

35 Gold Crowns to hire

The Eagle Warriors are veterans that have
participated in dozens of war parties over the
years. They have adopted the totem of the
great eagle that reflects their great might in
combat, Their exotic headdresses are made
from these holy birds of the Lizardmen.

Profile MWSBS S T W I A Ld
8T B RS TR T L SR
Weapons/Armour: Eagle Warriors may be

equipped with weapons chosen from the
Heroine's and special equipment lists.

O-2 PIRANHA WARRIORS

30 Gold Crowns to hire

The Piranha Warriors prefer ranged weapons
and are often found ahead of an Amazon
Warband. They are the only Amazons to use a
great seashell horn to warn the warband of
approaching enemies.

MWSBS S T WI1I A ILd
C T . T g Al (N TS RS
Weapons/Armour: Piranha Warriors may be

equipped with weapons chosen from the
Heroine’s and special equipment lists.

Profile
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AMAZON WARRIORS

25 Gold Crowns to hire

Every Amazon Woman is trained in the ways of
warfare and is hardened by a life in the
unforgiving nature of their jungle
environment, They are skilled in fighting with
a variety of different weapons including the

legendary claws of the Old Ones.
Profile MWSBS §$ T W I

- SO T I - TR

A ILd
1 7
Weapons/Armour: Amazon Warriors may be

equipped with weapons chosen from the
henchwomen'’s equipment list.

——

O-3 JAGUAR WARRIORS

30 Gold Crowns to hire

The Jaguars are known for their exceptional
speed and agility. They are the protectors of
the Amazon tribes living far away and keeping
any invaders at bay. They are especially adept
at hunting Skinks and Sauruses, their most
common foe. Jaguars' favoured method of
attack is to steal away in the foliage becoming
part of the jungle itself and waiting for the
perfect moment to strike.

Profile M WSBS S T

W 1 A Ld
S R I e S R R R ¢
Weapons/Armour: Jaguars can be armed
with weapons and armour chosen from the
Jaguar Equipment list.

SPECIAL RULES

One with the Jungle: A Jaguar has lived her
life in the deepest parts and can move
through jungle terrain without penalty.
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Amazon Heroines may use the following skill table instead of any of the standard skill tables

available to them

SKINK HUNTR

Through her exploits the Amazon has proven
herself a master when it comes to hunting
Lizardmen, particularly Skinks. An Amazon
with this skill will always strike first in the first
round of combat against Skink models no
matter who charged.

fLIXIR OF LIFg

After years of service among her tribe an
Amazon is granted access to the waters that
make the Elixir of Life. The Elixir is said to
heal wounds and make the Amazons
immortal. Any Amazon with this Elixir can re-
roll an Out of Action roll once after the battle
accepting the result of the second roll.

MesMErIsING DANCE
Some Amazon women develop their fighting
motions into a graceful dance that can transfix

their foes. Any model fighting in base contact
with the Amazon must take a Leadership test
at the start of each turn. If they fail they
cannot attack that turn but may defend
themselves. The dance however is useless
against Lizardmen and undead who are
immune to their charms.

$avast Fury

The Amazon has learned to channel her anger
and aggression making her a veritable animal
while attacking her foes. Any Amazon model
with this skill receives +1 A when charging
and is immune to charm effects and fear.

CONCTALMEINT

The Amazon is adept at blending in with her
surroundings. When hiding in jungle terrain
all enemy models must halve the range at
which they can spot them.
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From the Alcatani Fellowship to the Venators
of Voland, the Tileans have scoured the
Warhammer world for centuries in search of
riches. Hiring themselves out for any job that
will bring a gold ducat and doesn’t offend
their handful of morals, the Tilean adventurer
seeks fame, fortune and to satisfy his lust for
battle.

The land of Tilea is home to some of the most
wealthy and aloof people in the Old World. A
land that is divided by its own competition of
trade and separated by personal feuds and
warring city-states. It is civic pride and a desire
for financial status that drives each and every
Tilean. To this end, the Tileans have become
proficient sailors and explorers. They set sail
for all ports in the Old World and drop anchor
off the shores of far distant lands in search of
gold and precious artifacts that can often
bring a hefty price in any market of the world.

Marco Columbo discovered Lustria in 1492,
and since that time many great explorers and
merchants have travelled to Lustria to seek
their fortunes. In Lustria — Cities of Gold, the
Tileans have made their claim to the New
World. They seek the treasures of the ruined
Lizardmen cities.

A Tilean warband is unlike any other warband
that is present in Lustria. A player can theme a
Tilean war band to suit the needs of his
campaign.

Tilean warbands are often hired to explore the
steamy jungles either by their patron city-state

20

or by wealthy merchants or guilds. There are
many city-states in Tilea to base a warband’s
history on although only the most prominent
three will be dealt with here. You can create a
pirate warband hailing from Sartosa or a
warband of acolytes of the patron god Lucan
from Luccini if you so desire. Whatever
warband suites your fancy you'll find that the
land of Tilea is rich with history to base it
upon. You'll also find a Tilean warband to be
structured much like the mercenary warbands
of Mordheim but there are subtle differences
that reflect the rich Tilean history.

Due to the historical nature of the Tilean rules
a conversion chart will be published in the
future to convert your Tilean warband for
exploring the ruins of Mordheim.

$PE<IAL RuLss

MIRAGLEANS

The Miragleans are deadly accurate with the
city’s official weapon, the crossbow. Therefore
Miraglean Heroes have a +1 to hit when using
crossbows only. Marksmen get a +1 to hit
with any missile weapon they use (this is
included in the marksmen’s profile). All
Miragleans have a deep-seated hatred toward
Skaven. This dates back to the red pox
outbreak of 1812 when three quarters of the
population of the city perished. When fighting
Skaven a Miraglean warband will be affected
by the rules for Hatred towards them. Hired
swords are not affected by the Hatred rule.

REMASENS

In 1487 a fleet of Dark Elf warships invaded
the coastal city of Remas and ever since the
people of that city have a deep dislike of the
Druchii. A warband from Remas will fight to
the death against any Dark Elf warband they
encounter. To represent this, the Remasen
player is allowed to re-roll any rout test one
time and must abide by the second roll. This
only applies when fighting Dark Elves.
Remasen officers are steadfast individuals
whose years of training have afforded them
excellent leadership. The leadership value of a
Remasen captain, champion and young blood
are always one point higher regardless of
whom they are fighting.

TRANTIOS
A warband hailing from Trantio will be the
best-equipped and most experienced human



warband in Lustria. To represent this a Trantio
war band will always start a one-off match
with an extra 100 gc and in a Lustrian
campaign they will start with an extra 20% gc
added to their total.

<HOIKE OF WARRIORS

Your warband must include a minimum of 3
models to 2 maximum of 15 models. You have
500 points to assemble your warband with.
The maximum characteristics for each type
will be the same as any Mordheim mercenary
war band.

Herots
Captain: Each Tilean Warband must have one
Captain to lead it — no more, no less.

Champion: Your Warband may include up to
two Champions.

Youngbloods: Your Warband may include up
to two Youngbloods.

LusTrIA - <ITIES OF GOLD

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

Duellists: Your Warband may include up to
five Duellists.

Marksmen: Your Warband may include up to
seven Marksmen.

STARTING IXPERIINSE
A Captain starts with 20 experience.

Champions start with 8 experience.
Youngbloods start with 0 experience.
Henchmen start with 0 experience.

HirRtD sWORDS

A Tilean warband can use any Hired Sword
available to the Mercenary warbands in the
Mordheim rulebook including the following:

Shadow Warrior (Town Cryer 13).
Big Game Hunter (Town Cryer 13).

Expert Marksman (The Best of Town Cryer as
the ‘Tilean Marksmen’).

Unless noted otherwise, Hired Swords cannot
benefit from individual city-state rules given to
each warband.

——

Combat Shooting

TILEAN SKILL TABLES
MIRAGLEANS

Academic Speed

Strength
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REMASENS
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TILtAN EQUIPMENT LISTS

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

EQUIPMENT LIST MARKSMAN EQUIPMENT LIST
Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
Dagger .................... 1stfec/2 g€  DEAEPEr ..o comni me nwamaes 5 63 1st free/2 gc
Hammer.............. ... ........ 3.0C HAMMET .. v ssm we e maen e asses 3 gc
Mace. . ... ... e 3 gc AREL i woniwimainis wie SisieSIeE 2o SRR B L 5 gc
AT 5003 58 bmhimmimns ey memeens 9ne s 5 gc MACE . vvwwmmss v mmssss o6 wxmem e 5 3 gc
SWORA 5, 5 i3 Fia 58 Smnesmaess se mmms 10ge Sword ............ ... ... 10 gc

SPEAL 45 v TG EEE Vi TR iuas 5 e 10 gc Missile Weapons
Halberd: u syt 9% S099R56 5. onib 108¢  pistol (30 forbrace) ............... 15 ge
PIRE i g s U SRR SRR 12'g¢ Duelling Pistol (50 for brace). . ....... 25 gc
Double-handed weapon . ........... 15 gc EBTE BN, 1000 s s50s5mras 0t 456 S50 4 s £ 15586
Moming oL . i saeRes ¥ How; 13 8¢ Crossbow «u o wasis we sweeies B o 25 gc
ShpierLloma Chyes D) @iys msioRss 13182 Handpun . o wssnoms w4 o o8 6 35 gc

Missile Weapons HGOHAERIAE! oo wn s s oo 200 gc
Pistol (30 foir BTate) ... s cmmm s » 15 gc -
Duelling Pistol (50 for brace). . ....... 25 gc Helmet . . ..o\ 10 g
BOMR « comaimerms extanimmnn s esimcis e 10 ¢ Lightarmour .................... 20 gc
CROSEPOW, vy i oo ommaims s vz 55 25 gc

Armour

Helmet ovn vn svafenss os asev e oo . 10 gc

Light atmour’  «uiaide os & siaive o6 i
Shield- ey swsarss 63 Bismaes wm o
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$PE<IAL LQUIPMINT can use pikes. Skaven,
Pike (12 gcs Rare 7) Skinks, Halflings, etc,
The Pike is a special weapon in Lustria — Cities =~ ¢400Ot.
of Gold. It is somewhat longer than a spear
and is weighted so that it can be wielded
efficiently between the trees and underbrush
that is so common in the jungle.

A model wielding a pike can strike
first in the first round of combat even
when charged by a model wielding a
spear. After the initial round of
combat resolve strikes in Initiative
order. The model can change to
normal hand-to-hand weapons after
the initial round.

Due to its considerable length, a
model that has a pike can attack
another model from up to 3" away
without being a part of a hand-to-
hand melee.

Pikes have to be used with both
hands therefore only 1 attack is
allowed. The model also cannot take
advantage of a shield or buckler
while using a pike.

Only man-sized or larger creatures

I <APTAIN the warband captain and are entrusted with
ensuring the iron-hard discipline necessary to

60 Gold Crowns to hire keep a warband together in a foreign land.

A Tilean Captain is a tough professional

soldier and has more often than not fought Profile MWSBS S T WI A Id

for years in the regular inter city-state conflicts 4 4 3 33 1 4 1 7

of his homeland. These men are used to the
carnage and suffering of the battlefield and
seek to claim riches in the new world.

Profile M WSBS S T W I A Ld
4 4 4 3 3 1 4 2 8 0-2 YOUNGBLOODS

Weapons/Armour: Champions can be armed
with weapons chosen from the Tilean
Equipment list.

Weapons/Armour: The Captain can be 15 Gold Crowns to hire
armed with weapons and armour chosen from  These are young fighters who are still
the Tilean Equipment list. inexperienced but eager for the untold riches

that Lustria has to offer.

SPECIAL RULES
B T W I A ILd

Leader: Any models in the Warband within 6" Erofile M ye s
of the Captain may use his Leadership instead 4 2 2 33 13 1 6

of their own.

Weapons/Armour: Youngbloods may be
O-2 <HAMPIONS equipped with weapons and armour from the
Tilean Equipment list.
35 Gold Crowns to hire
Champions are often the trusted sergeants of
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WARRIORS

25 Gold Crowns to hire

These are the grim, veteran soldiers that
usually make up the mercenary armies of the
warring Dukes of the Tilean City States.

Profile MWSBS S T WI1I A Ld

4 3 3 33 1 3 1 7

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

O-5 DusLLISTS

35 Gold Crowns to hire

Tilea is famous for its many vendettas from
the rich noble houses down to even the
poorest families. The notorious cloak and

dagger duellists of the darkened alleys of Tilea

find their way to the remotest parts of the
world selling their unique killing abilities to
the mercenary companies.

Profile MWSBS S T W I A Id

4 4 3 33 1 4 1 7

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

SPECIAL RULES

Cloak & Dagger: Duellists are adept at
fighting using their billowing cloaks to swirl at
an enemy distracting him and warding off
blows. The Duellist counts as using a shield in
close combat.

©0-7 MARKSMIN

25 Gold Crowns to hire

Tileans are renowned as experts with the
crossbow and these soldiers are the missile
backbone of the warband. In a savage and
merciless world it pays well to be able to
despatch your foe from a distance.

MWSBS S T W I A Ld
4 3 3 33 1 41 7

Profile

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

Tilean warriors armed with Pikes
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‘O’ Sigmar preserve us from the wrath
of the Norsemen’

The land of Norsca lies to the far north of the
Empire across the stormy sea of Claws. This is
a harsh land of snow and ice with mountains
of Frost and Dusk that reach unto the heavens
themselves and march right down to the sea.
The humans that live here are powerfully
built, with large, well muscled frames and
long limbs. The Norse are a bloodthirsty
people whose society is based entirely around
war and fighting. They make or produce very
little in their inhospitable homeland and their
attitude is to take whatever they need from
the lands of others. Many a time their dreaded
longships have brought terror and destruction
to the lands of men and the other races. The
Norse people live in marauder tribes or clans
much like the Unberogens who were,
centuries earlier, the founders of the Empire.
It is for these reasons that the Norse are seen
as a very primitive and uncivilised race by
others and indeed many Norse tribes openly
worship the dark gods of Chaos as their own.

All Norse warriors are trained in the art of war
at a very young age and become skilled in the
use of sword, axe and shield for their’s is a
brutal society where only the strongest
survive. Probably because of their well-
founded fearsome reputation the Norsemen
have few allegiances apart from to their clan
and their ancestors and so make excellent
mercenaries.

Despite their brutish behaviour the Norse
make superb natural sailors rivalling even the
High Elves and it was indeed the Norse who
were the first humans to discover Lustria and
the South Lands. In their longships, the Norse
sailed from the Old World to Lustria,
establishing the first colony, Skeggi. The Norse
plague the coast of Lustria raiding many
coastal settlements but it is their desire for
riches and saga that have driven them further
inland to pillage the temples of the Slann.

$pe<IAL RuLes
All Norse Warriors are subject to the following
special rules:

Seamen: The Norse are a sea faring people
and spend much of their time rowing boats.
To represent this, all Norse warriors get +2 to
Strength when trying to row a boat.

T O o e e E—

NonSt WARBAND

B s e i Ot 2
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{HOIKE OF WARRIORS

A Norse 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 15.

Hetrots
Jarl: Each Norse Warband must have one Jarl
to lead it — no more, no less.

Berserker: Your Warband may include up to
two Berserkers.

Bondsmen: Your Warband may include up to
two Bondsmen.

Waulfen: Your Warband may include up to one
Waulfen.

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

Hunters: Your Warband may include up to
five Hunters.

Wolves: Your Warband may include up to five
Wolves provided it includes a Wulfen in it.

STARTING EXPERIENSE
A Jarl starts with 20 experience.

Berserkers start with 11 experience.
Waulfen starts with 11 experience.
Bondsmen start with 0 experience.

Henchmen start with 0 experience.

MAXxiIMUM <HARA<TERISTICS

Norse are human, albeit rather nasty and
ferocious but human all the same and so will
use the human maximum characteristics from
page 121 of the Mordheim rulebook.
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NORSt fQUIPMENT LISTS
The following lists are used by Norse warbands to pick their weapons:
HERO EQUIPMENT LIST Missile Weapons
Hand-to-hand Combat Weapons TREOWIBEARES' v i rerswmms s smaonss 15gc
DAGEET s viv s 55 wmiwiie w5 a8 aseaa 1st free/2 gc (same as knives)
FEARICT v comcersins s eraaresensis s e i 3 gc Aigioee
ARE - s o0 sow armsm ra senwuaes w6 > 8¢ HEIMEE :: vowmvan o dante W6 oot 10 gc
BWORD: (oo ses simrepinmen 06 swaovmias e s 10 gc LGB BRRROUE. < oo oo ramosts o8 S8 o eiass 20 ge
Double-handed weapon .. .......... 15 gc Shield 5 gc
Flail .. ... ... .. ... .. ... ... 15 gc
) HUNTERS EQUIPMENT LIST
Missile Weapons Hand-to-hand Combat Weapons
Throwing AXeS .isei i faisss’sn o b 15g¢  Dagger .................... 1st free/2 gc
(same as knives) Hammer 3 ge
Armour AXE . oo 5 gc
Helmet ......................... 10gc  Sword ....... ... ... ... ..., 10 gc
Lightarmour .................... 20gc Spear . ... 10 gc
Shiteld, . 22 35,250 26 55 R Dk EE Be B 5gc  Double-handed weapon ............ 15 gc
HENCHMEN EQUIPMENT LIST Missile Weapons
Hand-to-hand Combat Weapons FJaVEHNS o on coesiens ate ewiowanes 5 ; 5gc
DABOEC s o sveowaraln sov weim s o Istfree/2 8C  Bow ... 10gc
BADMNCE <o 6 waccwman o REiaras o 3 gc
BE s sore svarawinin S8 G A SR SRR 5 gc ORI
SREAL -« s conictonn S it £t cot s 10 g Helmet ...........c0viiiiininnn.. 10 gc
Shield . . ....... ... .. ... .. .. .. ... 5 gc

SPCAL v v wvwvn s ov siveion o asema 10 gc
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| JARL

70 Gold Crowns to hire

The Jarl of a Norse Warband is the most battle-
hardened veteran of his group and often a
lesser clan chieftain of his tribe. He has seen
many battles and is used to the bloodshed.
While some Jarls choose to command their
forces with strategy, most just run into the fray
with the rest of the warriors. However the Jarl
decides to run his Warband, all of the other
warriors respect him and look up to him.

Profile M WSBS S T W I A ILd

4 4 3 43 1 4 2 8

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

SPECIAL RULES

Leader: Any models in the Warband within 6"
of the Jarl may use his Leadership instead of
their own.

O-2 BIRSIRKIRS

50 Gold Crowns to hire

Berserkers are some of the most ferocious
warriors in any Norse Warband. They have
proven their worth over countless battles and
have learned that death is nothing to be
feared. They charge into battle without any
regard for their own safety and are really quite
demented.

Profile A Ld

MWSBS S T W I

4 4 3 43 1 3 1 7

Weapons/Armour: Berserkers can be armed
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with weapons chosen from the Heroes
Equipment list but they may never wear
armour.

SPECIAL RULES

Berserkers: Berserkers are subject to Frenzy
as detailed in the Psychology section of the
Mordheim rulebook.

©O-1 WULFIN

90 Gold Crowns to hire

Waulfen are Berserkers with a very rare
mutation. When there is a full moon, or when
blood starts flowing on the battlefield, the
mysterious and deadly Wulfen turn into blood
hungry beasts, part man part wolf or bear.
These creatures are known and greatly feared
as werewolves to most Old Worlders. These
monstrous beasts tear through flesh and
armour with ease with their huge claws and
massive fangs as they rampage through the
melee.

Profile M WSBS S T W I A Ld

6 4 0 4 4 1 4 2 7

Weapons/Armour: A Wulfen is a ravening
beast of teeth and claws and may never use
weapons or armour although suffers no
penalty for being unarmed.

SPECIAL RULES
Fear: Wulfen are terrifying creatures to
behold and cause Fear.

Bestial: Wulfen are ravenous beasts and
therefore immune to psychology. Also despite
being greatly revered by their barbarian
fellows Wulfen are too feral and uncontrolled
to become the leader of the warband.

©O-2 BONDSMEIN

15 Gold Crowns to hire

These are young fighters who are still
inexperienced and they are ‘bonded’ to the
Jarl by the oath of servitude.

Profile M WSBS S T W I
4 3 2 3 3 1 2

A Ld
1 6

Weapons/Armour: Bondsmen may be
equipped with weapons and armour from the
Heroes Equipment list.
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MARAUDZRS with weapons and armour chosen from the

Henchman Equipment list.
25 Gold Crowns to hire

Marauders are the standard warrior to any

Norse Warband. They have had their share of 0-5 WoLvss

bloodshed and have been trained since they 15 Gold Crowns to hire

were children. They are referred to as The harsh lands of Norsca are inhabit by a
Marauders as they are pirates and raiders. great many ferocious beasts: massive wholly

mammoths, vicious polar bears and wolves far

Profile MWSBS ST WI A Ld .
larger than those encountered elsewhere in

4 4 3 33 1 3 1 7 the world. Norse hunters make use of these
Weapons/Armour: Marauders can be armed }t_;)easts when trained and they are formidable
oes.

with weapons and armour chosen from the
Henchmen Equipment list. Profile MWSBS ST WI A Ld

9 3 0 33 1 3 1 5

©-5 HUNT<RS
. Weapons/Armour: Wolves don’t need and
25 Gold Crowns to hire cannot use weapons.
Hunters are the most skilled in hunting wild
game in Norse society. They are experts the SPECIAL RULES
bow as well as all of the other weapons Animals: Wolves are animals and thus do not

common to the Norse. They often follow
champions on voyages to offer ranged attacks
as well as additional hunting skills. Pack Leader: Wolves are feral pack animals

that only respond to the strongest in their
Profile MWSBS ST W1I Ald pack — the Wulfen. In the event that there are
4 3 3 33 1 3 1 7

no Wulfen in the warband due to death or
Weapons/Armour: Hunters can be armed

gain experience.

injury the wolves cannot be used until he is
replaced.
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Norse Heroes with the Special skill list available to them may use these skill lists instead of the
normal ones when they gain a new skill.

SHIELD MASTR to put all of their strength into very powerful
Norse warriors begin training with shields attacks. No enemy may parry an attack made
when they are still children. Some warriors by this hero because it strikes with such
become so skilled with these weapons that power that it pushes right threw a buckler or
they can block almost any blow against them. sword.
When this hero is armed with a shield he may
parry with it in addition to getting a 6+ save. BATTL: TONGUZ

Only a hero with the leader skill may gain this
BtrstRK CHARGE skill. It allows models within 12" of him use

The Norse are very skilled with weapons that his leadership, rather than the normal 6".
many other races see as primitive and savage.

When this hero is armed with an axe or BARBARIAN COURAGE

double handed weapon, he may re-roll all As Norse warriors strive to die bravely in

failed to hit rolls when he charges. battle, they learn to fear nothing and embrace
hardship. This hero never needs to take all

<RUSHING BLowW alone tests and may re-roll failed fear tests.

Norse warriors train in almost all of their

spare time. They are expert fighters and learn By Derek Wihisonan

cave, full of sweet air. Do not ask mec what

1 magic it is. The Seers started it when the

' I‘..Broado’ak. Jasl of the Great Thane Acgsarl. of Tchar walked the land with his ravens. Dive
?h'c Tribe of the C_r:at Eagle, a.nd ponc will into the sea, and find it. Inside you will find a
join my warhost without swearing their loyalty 1 o/0 Biow on it twice. Then wait. Tchar be

" to me as my bondsman. We sail on the next with you, boy. if I do not hear the sound
- high tide, off to the land of the Scaled Beasts, fionk hsie’

~ the land of gold aplenty, the land they call
Lustria... The boy stood, not shivering despite the cold.

AR To do so would be shameful. He looked down
. This is my warhost, blessed by our dark lord.

1 ! i 4 the cliff face, into the churning sea thousands
. Here is a thread for Skyrl's spindle - see how ¢ ¢t below. Then he ran, jumping to throw

it glows when I honour my forefathers in himself far from the cliff that would dashihis

bat_tlc. Ina drca.rn i“?Pi"d by H“!d the brains out. He fell down, into the sea, and, not
. Trickster I received it — well has it served me even stopping for air, dived downwards.

(" as I serve Tchar, the Great Eagle. Here are ‘ _ ] i
B8 Dreki and Raersk, my favoured champions - Thrombard, do you think hell make it?
- Drcki lost his cyc in the Rite of Age. Well, ‘Of course not. Did you, or 17 Did anyone?

_ little boy. do you still wish to take the Rite When he emerges, helll see that the bravery

- of Age? Of course you do. Those who will was not the deed but taking on whatever we

" not take it are fools and cowards - aye. Dreki.  oid He'll make a fine addition to our warhost.
. even the Seers. I do not trust magic. Little The Jarl waited, waiting for the boy to come

. still do I trust Rornir, that Hraki-spawn. Boy. back. Some of the boys were so fearful of

~ don't look at me like that. Yes, you may come  ghyme that they never came back. They were

. from the foothills, but you are soft in the o use. A satior aithiout: btk i dliiing
" head if you do not believe in the Wulfen.' S oler ue

ow before me, for I am Thrombard

- ‘But come, now is the time for your Rite. Written by Tom Strasz
- Here is the tallest point of the Hrakorn "

".- Harbour. At the bottom of the occan bed is a
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Playcrs can dec:dc to have thmr wnrband
based in one of the three following
settlements that are situated on the coast of
Lustria. Warbands may travel from settlement
to settlement if so desired.

SANTA MAGRITTA

Welcome to Santa Magritta, the jewel in the
Estalian crown in Lustria, located on
Colombo’s Island. This beautiful settlement
rivals the cities of the Old World. Here we
bave a thriving barbour and ships are
arriving and departing on the bour. Settlers
arrive every day, along with convicts,
mercenaries, merchants and missionaries.
Often there are powerful nobles coming bere
to check on their land boldings, one never
knows who they will see in Santa Magritta.

Santa Magritta bas a well-equipped militia to
protect ber from the raids of the Lizardmen
and the accursed Tileans. The militia also
maintain law and order within the
settlement. The market area is a gaggle of
local exotic and imported Old World goods.
Everything can be found in the marketplace.
Enjoy your stay bere and keep an eye out for
the watch.

If you are fighting in the city the watch will
show up after four rounds (one Mercenary
Captain acccompanied by five swordsmen).
The captain may be bribed to ignore the fight
for D6x10gc. Unless of course one of the
warbands is Tilean then they will help cleanse
the city of the scum. Any warband residing
within Santa Magritta is responsible for
assisting the local population and as a result a
tithe of 10% of the income from each game is
paid to the town.

All common goods may be bought in Santa
Magritta for the regular price less 1D6gc. Rare
items are at a -2 to find and cost an extra
D6x10gc.

The following warbands may not reside at
Santa Magritta: Lizardmen, Amazons, Dark
Elves, Undead, Orcs, Skaven, Pirates and The
Possessed.

Nugve Lu<<ini

Welcome to Nuevo Luccini, located on the sun
blessed Cactus Coast. Renowned as a den of
robbers and pirates but still a handy place to
visit when you are in need of goods.

Here in Nuevo Luccini we sport a wonderful
bawdry bouse near the barbour, the Beached
Whale. Converted from an old shipwreck it
offers a wonderful ocean view along with all
the standard amenities. The most famous, if
not most violent, tavern is The Silent Parrot,
owned by an old Dwarf pirate, Owd Yellow
beard. The chef is a Halfing of some renown
and the bouncer, a ferocious Ogre.

Ranzato's Family Trading post is a very
historic site. It is said you can acquire almost
any item here for the right price. But hey, if
you gotta bave it you gotta have it. And, of
course, what town would be complete
without a church to convert the beathen.
Here we bave the First Church of Luccan.
Father Brannardi is the priest. A very
peaceful and likeable fellow but don’t cross
him. He is a good man to bave on your side
in a fight. Enjoy your stay, and watch your
purse,

All goods are at a +2 to find but rare items
cost the standard cost.

The following warbands may not reside at
Nuevo Luccini: Lizardmen, Amazons, Dark
Elves, Undead, Orcs, Skaven and The
Possessed.

SKe4sl

What can be said of the Norse colony of
Skeggi? Well it is by far the oldest human
settlement in Lustria founded by Losterikson
in the Imperial year 888. Skeggi is still the
bome to Losterikson's descendants but bas
waned much in the last few bundred years
Jfor the Norse are an impatient race always
ready to move on and raid elsewbere. It is
still a place to find some of the finest
mercenaries and drinking balls in all of
Lustria. Be warned, though, the Norse play
rough and don’t accept teetotalers.

The following Hired Swords cost 1D6 gcs less
for upkeep but only as long as the warband
resides here: Pit Fighter, Ogre Bodyguard,
Dwarf Trollslayer, Pathfinder and Norse
Shaman.

The following warbands may not reside at
Skeggi: Lizardmen, Amazons, Dark Elves,
Undead, Orcs, Skaven and The Possessed.

Estaban Gibstevez,
Director of settlement for the New World.
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Us 4amMes DAY DispLAY
Well folks, Games Day 2000 has come and
gone and those of us on the mh-lustria
discussion base are really excited. The interest
exhibited by convention goers, GW Staff and
Outriders was overwhelming. Each of the two
Lustria — Cities of Gold demonstration tables
was swamped and several people came back
again and again to play our scenarios.

Rick Priestly even stopped by for a chat as did
John Conner, Dave Taylor, Go Go and the GW
Web Guys, Jason Buyaki and many many
others. We also talked with Andy Chambers,

20

recently, in

Paul Sawyer and John Harris about Lustria. All
expressed an interest in the project and said
that it had potential.

Glen Harris did an excellent job of keeping us
out of trouble and on track, as well as making
us feel very welcome. I got to tell you, being
the very first outside gaming group to run a
demonstration at the U.S. Games Day is really
intense. Especially after you just took a stroll
around the convention floor and observed the
incredible GW produced terrain tables, and
then you go back to your tables and unpack
terrain that was made on the kitchen table.
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Not that it didn't look good,
but... ya know what I
mean... it was rather
intimidating.

THE SPONSORS

The Lustria web site is
owned and maintained by
Harry T. Golden,
Brattleboro, Vermont, USA.

All content is the result of
work done by the mh-
lustria egroups discussion
base.

We are simply a group of
gamers who are
expounding upon Tuomas
Pirinen’s Mordheim for the
enjoyment of ourselves and
other gamers because we
just love this game and
would like to see it thrive!

Lustrian jungle scenery
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Take me to the River

So, now you have all the rules you need to
move your Mordheim campaign to the
steaming jungles of Lustria. The problem is
the ruined buildings and cobblestone streets
your warbands have been fighting over just
don’t have that New World look you're after.

Fear not, for most likely, you're closer to
having a serviceable set of Lustria terrain than
you might think. Most groups have access to a
gaming board or table that has been flocked
green and GW already produce sprues of
plastic jungle trees to get you started. For an
excellent overview of Lizardman architecture,
you can refer to Nick Davis’ ‘Jungle Fever'
articles in White Dwarf 223, 225, and 232.
There is, however, one other feature you're
likely to find plenty of in the jungles of
Lustria, whether it’s the mighty Amaxon River,
or a pestilential swamp full of aquatic skinks.
Many modellers are daunted by how to
represent water on the tabletop, despite the
fact that there are a number of ways to do it
easily and cheaply, as well as more involved
and realistic methods.

By far the simplest way to represent water
features is with felt. Visit your local craft store
or fabric shop, and ask for a yard of blue felt.
If you're feeling flush, splurge on another
yard of a lighter shade of blue, This shouldn’t
cost much, and will leave you with enough
material to model the Gulf of Mexico. Cut it
into meandering strips for a river, or irregular
ovals for a pond or lake. You can use the
lighter colour to show varying depths, such as
fords in a stream. While it may not look all
that realistic, it does have the advantage of

 WATER TERRAIN $FFE<TS
e D e R

being easily stored — simply wad it up and
stuff it in your sock drawer.

If you want something more realistic, it's time
to break out the modelling knife and get
down to business. As always, safety comes first
—make sure you cut away from yourself, and
use sharp blades. A dull one is more likely to
slip, as it requires more force to use. For a
good grounding in scenery making
techniques, hunt up a copy of GW's
invaluable How To Make Wargames Terrain,
which contains a great overview of the tools
and materials that come in handy for terrain
making,

You'll need something out of which to make
the basic form of your river. MDF, or medium
density fibreboard, is ideal for this, but really
requires power tools to cut properly. If you
have access to (and competence with) a
jigsaw, this is the way to go — it resists
warping, and is very durable. Most of us,
however, are going to opt for corrugated
cardboard, because it's a) cheap, and b)
plentiful. Again, for a river, draw out a
meandering shape; long enough to reach from
one edge of your table to another, or an
irregular oval for a pond. Carefully cut this
out, turn your remaining
cardboard 90 degrees and trace
out a copy of it. The reason for
this is so that the corrugations
in the two layers of cardboard
run perpendicular to each
other, increasing the strength
and decreasing the likelihood of
warpage. Cut strips about a
(1.5cm) wide from the edges of
the copy, and glue them to the
original base with PVA, or white
glue. These will form the banks
of your watery terrain. Weight it
down with something suitably
heavy (a few books will do) and



wait for the glue to dry. If you're making a
river, cut it up into 12" (30cm) sections, so
you can vary the layout a bit when it's on the
table.

The next step is to add texture, at the same
time sealing the base. The best material for
this is wall filler, though I use a water-based
indoor wood filler. Water it down if it's too
thick, and slather it all over your base, taking
care to fill all the exposed corrugations if you
used cardboard. Weight down your terrain
piece again (to avoid the dreaded warpage)
and let it dry. When the filler has set, you can
add cat litter, aquarium gravel, or modelling
sand to represent stones in the water and
along the banks. Water down some PVA glue
(about 50%) and add a drop or two of dish
washing liquid to the mix. This lowers the
surface tension of the glue/water mix,
allowing it to flow around the grains of sand
and bind them more thoroughly. Brush this
strategically around your scenery, and sprinkle
the texture on, working from the largest
chunks up to the smallest.

Now, I can hear you saying, “Wasn’t this
supposed to be about WATER? Well, you're
almost there. At this point you should have
something that looks like a dry riverbed, or
lake. Break out the paints, and start adding
some colour. Paint the banks in browns and
greens. Water isn't necessarily blue — it tends
to be the colour of what's in it. If you want a
muddy look, go for browns and blue-greens.
You can even paint it black or red at this point
if you want to make a tar pit or lava flow. One
rule of thumb is to paint the deeper parts a
darker shade of whatever colour you happen
to choose.

And there you have it. After a quick spray with
a matte varnish, you can put your new terrain
on the table, and have at it in the depths of
Lustria. If you're feeling ambitious, however,
you can add a further degree of realism quite
casily. A couple of heavy layers of water-based
gloss polyurethane varnish will enhance the
illusion of wetness. You could even sprinkle
flock between coats to give your terrain piece
a swampy feel. Another option would be to
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River Section

head back to the craft store, and find yourself
some casting resin — the clear kind that
people embed coins or seashells in to make
paperweights. It generally comes in two parts:
a large can of resin, and a small bottle of
catalyst, or hardener. Read the instructions,
and mix it up accordingly in a paper or plastic
cup (one that you never plan on using again.)
The advantage of casting resin is that you can
pour much thicker layers, giving you a truly
realistic effect, and you can embed vegetation,
dead branches, skinks, or what ever you
please in the "water." The disadvantage is the
fumes it generates — use it only with adequate
ventilation. For a truly spectacular terrain
piece, build yourself a hill with a river section
running across the top, down one side, and
away from the bottom. Glue some crumpled
kitchen plastic wrap to the downbhill portion,
and use an old, disposable brush to coat the
whole with layers of resin. When the resin has
set, glue some cotton to the bottom to
represent spray, and voila — (almost) instant
waterfall

The Spawning Pool

Here's a quick project that was part of the
terrain made for the Lustria demo at last years
Games Day U.S. - a Skink Spawning Pool,
Start with a base of whichever material you
prefer. Build a box about 1.5 ¢cm high, and
cither score it to represent stone, or glue on
squares of thin cardboard in a random stone
pattern. Once it’s textured and painted, use
one of the techniques mentioned above to fill
it with water. You could even add a thin layer
of PVA for some depth. Just don't pour it in
too deep a layer, or it will skin over and never
dry properly. Give it a go — the box shape
contains whatever goo you decide to use for
your water, letting you experiment without
making a huge mess

The trees? That would be another article. ..

Note from Steve Cornette: The smaller trees
next to the pool were purchased at a wedding
cake supply store for about 12 cents apiece!
The larger ones are the same ones Sfeatured in
my tree-building article in Toun Cryer 13.
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By Steve Cornette.

‘What? What do you mean my Skink archer
can’t climb this tree and shoot from it? Why,
that doesn’t make sense!l’

Oh the cries of foul can be heard clear across
the Great Pond. More often than not players
have had a similar experience during one of
their games. Games Workshop skirmish rules
through the years have given players that extra
dimension many of us desire. The ability to
get your miniature into a sniper-like position
on the battlefield and start firing adds that
intangible concept to most games. But until
recently they really haven’t been expanded
upon until Mordheim came along.

When we first started thinking about how the
rules for Lustria should reflect that same
intangible feeling we needed ‘functional’
terrain that would both look great on the
table and provide a safe haven for those
sneaky-git types running around the jungle.

The nice plastic trees that Games Workshop
makes are fine and dandy and look great on
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the table but they lack the funcuonahty that is
needed in order to take advantage of the
climbing rules in Mordheim. What came from
all that thinking was a simple solution:
Construct a tree that looks like a jungle tree
but with a ledge built into the side of it that a
miniature can be placed on.

Here are some simple rules to follow before I
g0 into detail on how they were built:

1. Be sure the ledge is sturdy enough to hold
the weight of a 28mm miniature.

2. Be sure the ledge is wide enough, (25mm
to 35mm) so that the miniature doesn’t fall
easily.

3. Make sure the distance from the base to the
ledge is enough so that the miniature can get
into his ‘nest’ in one turn. E.g. no more than
3" high.

So with those criteria in mind we became
‘Johnny Jungle Tree Planters’.

I say ‘we’ because as a father of 3 and a

devout husband my Warhammer projects
often turn into ‘family affairs’ in which the
kids and sometimes the wife even gets in on
the act. Thanks go out to Jeni Lynn and
Lindsay Lynn for their undying devotion to
my never-ending projects and to my wife
Wendy for putting up with the mess around
the house! Speaking of which...

So many items around the house can be
used to make your trees and if you follow
the rules given in the previous White Dwarfs
on jungle tree construction you're sure not
to go wrong.

I have used the following items to build the
trees for last year’s US Games Day:

* 12 Gauge (or very sturdy) electrical wire
for the core of the tree. Pipe cleaners can be
substituted but will need to be double
wrapped.

* Wire cutters (any snipping operation is
dangerous so kids be sure to have an adult
supervise cutting electrical wire).

* Medical Gauze bandages soaked in plaster
of Paris and or masking tape for the outer
bark of the tree (I prefer the gauze because
it makes a very good gnarly surface in which
to dry brush after it’s dry).

* PVA or ‘Elmer’s’ glue as we say here in the
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States (what would any terrain project be
without the PVA glue?).

* Some thick and thin sheets of paper card for
the tree bases and ledges in the trees.

* Masking tape to attach the ledges to the
wires. Masking tape can also be used to make
the large palm fronds.

* Home craft store or Florist supply stores
carry a wide selection of silk or nylon plants.
These make great palm fronds and you don’t
need to paint them!

* Of course, a wide variety of paints and
brushes.

Step 1.

The first step is to cut your wiring in lengths
long enough to simulate the roots, body and
limbs of the tree. This takes a little practice
but doing one or two will give you the knack
of things. After you’ve cut 3 or 4 strips braid
the wire together. This will create the
sturdiness the tree will need to withstand
years of climbing. The braiding also helps to
give the tree the twisted look that most jungle
trees have.

A very good way of helping to support the
ledge for the mini is to make a tree with 4
braided strands and about half-way up the
tree separate the fourth braid and bend it
outward and upward to make the ledge limb.
See Fig, 1.

Step 2.

The next step and the most fun for the kids is
to cut your gauze into long strips then run
them through some nice and gooey Plaster of
Paris. After each strip is thoroughly soaked
wrap the braided wire in them. It may take a
few passes and your hands will get a bit messy
but that’s the fun isn’t it? See Fig. 2 for the

completed step. Fig 3.

Step 3. Step 4.

You’'ll need to allow your trees ample time to Finally, you paint em. Spray the models black,
dry before painting them and this is a good give them a brown base coat and work up dry
time to start making bases. I like using the brushing to bring out the textured effect on

hard pressboard found in hardware stores but  the tree trunks. The leaves should be painted

sturdy cardboard can be used for bases aswell.  dark green and dry-brushed lighter shades of

. Couldn’t impler!
I suggest cutting your cardboard out so that green. Couldn’t be simpler

many bases can be fitted together to make
what I call a stand of trees. Jigsaw patterns
work well here. Cut and glue two pieces of
card together so that you have two levels.
Carefully cut areas for the roots to go into the
top level. This will help to secure the tree in
place until the glue dries. See Fig. 3
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By Tommy Punk (tommypunk@telia.com)
and Micha "Xbilipepa" Lazarus
(s.swade@virgin.net)

The typical temple city occupies a clearing in
the jungle, and is often bordered by swamps.
The paved roads that lead into the city cross
these swamps by means of stone causeways.
In turn, the roads and causeways are flanked
by avenues of lizard-daemon statues, carved
from massive blocks of stone. Most of the
temple cities are somewhat ruined or
neglected and the jungle often intrudes upon
them, covering roads and statues in vines.

The causeways become processional ways as
they proceed into the heart of the city. They
are lined with carved stone covered in
sculptured scenes and glyphs recording
various events, myths or rituals important to
the Lizardmen. These roads may pass between
tall obelisks, which are positioned to define
the alignment of the axis of the city to various
stars and planets. At the heart of the city is a
great paved plaza. The pyramid temples face
onto the plaza from all sides. This place is
where the population gather to observe rituals
and where the army of the city parades before
marching off to battle.

The pyramid temples rise up in platforms,
giving a stepped appearance. The temple itself
is located on the flat topmost step and one or
more staircases ascend the pyramid. The

A Slann Temple Pyramid

pyramids are built from white stone that
gleam in the sun and are decorated with
sculptures painted in striking colours and
strange carvings depicting glyphs. The
treasure sought by the plunderers can be
found inside and below the pyramid temples,
located in chambers or lining corridors.
However the golden plaques, that tells of the
Old One’s plan, are protected by traps and
located behind hidden passages.

The barrios of the Skinks form the suburbs of
the city. Here the Skinks live and pursue their
craft of making the artifacts of the Lizardman
civilisation. There are many types of craftsmen
here: the makers of scrolls, beaters of copper,
brewers of intoxicating potions and the
sculptors of glyphs, as well as vast numbers of
workers, skilled and unskilled, and their
overseers. These clusters of small houses,
courtyards and workshops are crowded and
full of activity with Skinks scurrying about
attending to various tasks. In many cases vast
quantities of gold can be found in the
workshops of Skink glyph-sculptors. The
glyphs are made of gold for its shining
surface, but the precious metal was otherwise
seen as useless.

Nick Davis’ Jungle Fever articles in WD 223,
225, and 232 offer loads of ideas to make a
Lizardman city and it will not be that hard to
make ruins using those ideas. Also the 40K
jungle terrain looks quite good and is sold
separately so you can
really make a nice jungle
or place jungle trees on
the bases of lizardmen
buildings. I made a few
ruin bases myself using
the doorframes from
Warhammer quest. I
glued one or two to a
base of cardboard,
covered most of it in
vines made from plastic
aquarium plants and
added some lichen
around the edges to
flesh it out. I cut a few
frames in two pieces to
place as single pillars or
lying down, giving the
piece a half-ruined look.
They turned out pretty



good and were very easy to make.

EQUIPMINT

* Cocktail sticks (the little ones)

* Scissors

* PVA glue

* Cardboard Rolls*

° Paper

* GW mail order packaging boxes.

* Cardboard Rolls: The key to the varying size
of the barrios is cardboard roll size. To make a
large barrio — lower tier or stand-alone size —
you should use the common toilet roll of
4.5cm diameter and 11 ¢m length. The 4.5cm
diameter is the important bit. To make a small
barrio — higher tier size — use packaging rolls
of 3.5cm diameter.

PYRAMIDS

The basic pyramid is a stepped pyramid. Large
blocks of stone have been placed on top of
each other with a single stone or slab on the
top step. The entrance to the tomb is located
at ground level and cuts into the first and
second steps. The doorway is easily created by
gluing a strip of polystyrene on the second
step and painting glyphs on it. If you want to
create the sloped pyramid you can glue
thinner layers of polystyrene to form the steps
and then sand them with a sanding block.
This requires no measurement or accurate
cutting of foamboard. The door is just a piece
of polystyrene that blocks the entrance.

FLANKING STATUSS

The roads and squares of the temple cities are
often lined with statues. You can use spare
Saurus minis as statues, just paint them in a
suitable stone colour. If you don't like the
weapons on the models just cut off their
hands! After all, the statues have been around
for some time and bits can very well have
broken off — or why not cut a model in two
and place it on its side as if it has toppled
over. You can even sand the model to
smoothen the features. You can make a nice
base for the statue to stand on by gluing two
25mm bases back to back. This also leaves you
with a slot to place the miniature in if you use
slottabases.

FINISHING TOU<CHSES

There are several ways to create a few nice
touches. One is to place skeletons that lean
against the entrance stones. They are
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obviously raiders who died of thirst while
trying to break into the temples. Or use parts
from the Zombie and Empire regiments and
then have skeletons with only tatters of their
clothes remaining. Glyphs can be painted
around the entrance stones, just visit the
library for examples and ideas.

SMALL BARRIO

Chop a piece off your packaging roll of about
5cm. Squash and fold your cylindrical piece of
card into a rough rectangle. It won’t be a
perfect rectangle, which is fine. Don’t score it
to fold it, just squash it into shape. Your roll
should now have a cuboid-with-rounded-
corners cross section. Cut a door of about
2cm width and 2.5¢m height in the bottom of
one of the wider faces. Drill two pairs of
parallel holes in the tops of both wide faces.
Chop about 2/3 off two cocktail sticks, and
insert them through the holes, piercing both
faces. Cut off the points of both sticks.

Cut out a piece of paper which will be the
roof of the barrio. For this purpose, it should
have tabs to go up the sides of the barrio — it
is not placed directly on top, but slightly
beneath the parapet. Fold the tabs in and
tailor the paper to fit inside the top of the
barrio. Put PVA glue onto each of the tabs.
Place the paper on top of the cocktail sticks,
which go through the barrio, and glue the
tabs to their corresponding walls. Leave to
dry, and the PVA gives the structure incredible
rigidity, helped along by the cocktail sticks
which look great as well.

To paint, cover in textured paint and then
drybrush as usual. These are really quick to
make at about 5 minutes per barrio so you
can have nice big avenues of them.

LARGE BARRIOS

The construction of large barrios is identical
to that of the small ones, except that since
you are now using the larger toilet roll the
paper roof will have to be bigger, and the
cocktail sticks slightly longer. You should cut
the toilet roll in half, so the height should be
approximately 5.5 cm, whereas the smaller
barrio's height is 5. The difference should be
small but noticeable.

DousLt TItRED> BARRIOS

To make a double tiered barrio, you require 1
small and 1 large skink barrio. Place the
smaller one on top of the larger one, and you
have a double tiered barrio.
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If constructed correctly, approximately 2 small
based models ought to be able to stand atop
the larger barrio comfortably, and only 1 on
the smaller ones. The following is a good rule
for ceiling and interior capacity for the
barrios:

Large Barrio: 2 small based/1 large based
model

Small barrio: 1 small/large based model

Monster based models cannot stand in or on
top of either of the barrios.

INTERCONNECTING BRIDGES

These bridges are designed to stand between
any combination of double tiered and large
barrios.

Cut a strip from a GW mail order box (or any
other thin but rigid cardboard) of optional
length — I suggest that the average bridge
length is 12-14 cm — and a width of 2.3cm.
The mail order boxes are ideal because they
are corrugated for rigidity, but also thin so
they don’t look ridiculous.

The angle that these bridges meet the barrios
at is customisable. If you want the barrios
parallel then obviously leave the ends flat. If
you want a 45 degree angle between the
barrios, chop one of the ends so that it is 45
degrees. These are so quick to make that you
can make at least 5 for every degree available,
so don’t be conservative.

On the underside of the bridge, score a line
about 0.5cm in from each end, and fold the
resultant flap in. Chop a cocktail stick up so
that its ends only just protrude from
underneath the ends of the bridge, and PVA
glue them into the corner of the crack (this is
for extra rigidity on the corners).
Congratulations, you now have a fully
functional bridge.

t

A gateway under construction
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PAINTING

To paint all pieces of scenery described so far,
follow the same procedure. Paint them all
over with textured paint, preferably a sort of
sandy yellow. If you can’t get hold of a sandy
yellow textured paint, just use normal
textured paint and paint it yellow later.
Whatever happens, drybrush in a brighter
shade of yellow so that the little bits of sand
or grit stand out. Due to the nature of the
paint this makes everything even more rigid.

And there you have it! Other terrain tips
include using the WH40k trees as jungle trees,
which work brilliantly. Leave the green plastic
of the leaves as it is, but put a green wash on
it for darkening and bringing out the full
detail.

THE ALTERNATIVE WAY

However not everyone want to build all that
jungle/city terrain and a good and cheap
alternative is Lego. You can also use books to
create stepped pyramids or upside turned
boxes as houses. The following is a little story
from Eric Ostermann that really illustrates the
good use of alternative ‘terrain’.

As both me and my wife are playing
Warhammer I am lucky to come home and see
the dining room table frequently already set
up with lego houses, lego walls, and blue
cloths as water, green ones as forest areas and
overturned bowls as hills. But last night my
wife created a whole Temple City. The Slann
had a huge flat topped pyramid in the city
centre to stand on and he could see the whole
city from his vantage point. She had made
walls, city sectors, market places and best of
all my sons newest block set had dino's and
she mounted these on pillars to make cool
obelisks and stuff. It looked very Aztec like, it
was breathtaking. Her and the kids worked all
afternoon on it. Fighting city block to city
block was fun, a city street could only fit 5
models across so it was a lot of brutal hand to
hand combat as well as archers on the
rooftops. Also, you'll love this, a cloth covered
parts of the city which were only unveiled as I
moved troops through it. Talk about dead end
alleys and such. You can use many items on
hand and still enjoy the game. They might not
look as real, but imagination goes a long way
and lego is easy to assemble/disassemble due
to damage, and best of all very inexpensive. I
only wish I had pictures...’



Here we end our exploration of the fabled New World with much thanks to the
intrepid explorers from the Lustria — Cities of Gold e-group. Check out the website
above or issues 10-14 for the full rules and details of the Lustrian setting.

A final word from the project leader...
Over the past eighteen months we've taken
you deep into the heart of the New World
continent. We've explored ruins, jungles,
swamps and even a cave or two.

And as we bid farewell to Lustria I would just
like to make mention of the hard-working
folks of the Lustria — Cities of Gold e-group
who have brought you this setting. Even
though I may tell the tale they're the ones that
I count on for inspiration and the know-how
that can only come from years of gaming
experience. | raise a toast to each and every
one of you!
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To all those gaming groups out there who
have participated in the playtesting I salute
you! On behalf of the whole Lustria gang I
would like to offer my heartfelt thanks to the
staff at Fanatic and the Games Workshop
design studio for their guidance and support.

And last but certainly not least - the most
important reason for this setting you — the
gamer, whose comments and suggestions have
helped to shape Lustria. You're the reason
why additions like Lustria are possible.
Without your interest and support none of
this would happen. And to all those folks who
stopped by the Lustrian demos both in
England and in America, thanks!

Even though our series of articles on Lustria
has come to a close we’re ready to board ship
and head eastward to explore the deserts and
tombs of Khemri. Yes! Khemri — Land of the
Dead is next in line. So keep your eyes peeled
and your sword arm steady.

Also Galtero Delmar and I will be continuing
the Lustria saga through the website located at
http://www.innercircle-games.com/lustria/.
There, they can find all the other warbands,
photos, stories, new scenarios and lots more!

Talk around the campfires can be heard
through yahoo groups at
http://groups.yahoo.com/group/Lustria_Cities_
of_Gold. There they can share all the tales and
brag about riches and plunder they find in
Lustria.

Our group also has plans to produce a
webring on the internet devoted to all the
Mordheim skirmish settings that will be
produced in the years to come. Be sure to
mark us on your favorites listing.

Steve Cornette
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