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MOUNTED MERCENARIES TAKE
TO THE STREETS OF MORDHEIM

It has beene qyte a rare
but rousing sight of late,
hat of gallant Reiklanders
and Marienburgers
traversing the treacherous
streets of Mordheim on
horseback. Equipped as
these gentlemen warriors
are from the stables and
farriers setting up in the
encampments surrounding
this dread city they have
roved more than a match
in battel for the foul
denizens of this fallen
place.

t has been noticed that
he creatures who serve
he dark are also
btaining their own
1unts to further their
I agendas. Pale, deathly
hill Vampire-spawn

ave been reported
wndering through the
11ns upon d:caying
ceds bringing terror to
iortals.

Gambling on the’

illegal fights that
occur in the pits

- an insider view.

The notorious Tilean
merchant, slave trader
and fighting pit owner,
Filthy" Lorenzo has
announced a full weck
of violence and
entertainment at his pit,
the Death Hole, in
Cutthroat's Haven. It 1s
said that there has been
no expense spared in
planning the most
grandiose of affairs. Pit
Fighter cntourages from
encampments for miles
around have been
gathering and training
long into the night.

It is believed that these
‘games’ to which they
are referred and indeed
which flout the laws of
our once most civilised
Empire have been so
blatantly expressed
recently is because of
the capture of rare
chaotic beasts by
mercenaries in the pay
of Lorenzo.

Much thoughtful

and learned

More tayls of
daring do from
ye adventurers
from far flung

lands.

A focus on ye -
beasts and mounts
available to those

with enough
crowns to hand.

correspondence

from ye readers.



‘Rabid Riders and Malevolent Mounts’

An Orc warband lead by a Boss on a ravenous Warboar cncounter the Possessed amongst the ruins of
Mordheim (turn to ‘Blazing Saddles’ on pages 3-12 for full rules on riders and mounts)

Arabian tribesmen prepare to fight the forces of Undeath under the burning desert sun whilst caught
searching the tombs of Khemri, the Land of the Dead (new sctting sncaky-peak - watch this space!)



e
li -_g‘.!.---'.l-

Another edition of Town
Cryer hot off the press,
another exhausted editor,
another aching and well-
beaten scribe (sorry Andy...)
and another horde of
odious vagabonds desperate
to get their sticky claws
upon this fine tome and
drink from the cup of
knowledge therein.

So, what do we have for you
in this issue my inglorious
and disreputable minions?
Well. there's good news in
that you can now purchase
and train your warband in
the use of all manner of
riding beasts from horses to
Cold Ones and you can also
hire a Muleskinner to help
in these endeavours.
There's news from
Cutthroat’s Haven and the
Black Pit that the Pit Fights
are open and the games
ready to commence. Get
your hard-earned gold down
to the fights and lay a wager,
it matters not if you win,
just enjoy the glorified
bloodshed and carnage it’s
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all good clean fun. Because
of the popularity of the Pits
whole bands of battle-
hardened Pit Fighters have
been seen gathering at the
encampments and looking
for work in the dread city.

And what news from our
correspondents across the
ocean in far flung Lustria —
it seems the Tileans are
coming. Yes, bands of gritty,
pasta-chomping Tilean
mercenaries have been
patronised by the Princes
and merchant guilds of
Remas, Miragliano and
Trantio (in more ways than
one that's for sure!) to
plunder the riches of the
New World. I certainly hope
that these veterans are
prepared for the dangers
they are about to face in the
hot, lush jungles of that
mystical land.

And finally, our scribes have
collated your letters, no easy
task I can tell you,
considering the strange
scrawl and varied dialects
we have had to translate! So
read on, digest and enjoy.

Steve
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- Rﬁlés for Mounted Beasts m Mordheim
by Robert J. Walker and Roger Latham
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As well as being populated by the various bumanoid races, the Warbhammer
world also contains many species of animals, some of which bhave been
tamed and trained to perform a useful function. These can be divided
broadly into two groups — animals that can be ridden (e.g. borses, giant
wolves, cold ones) and those that can’t (e.g. warbounds, giant rats). These
rules are intended to flesh-out the rules for mounted warriors from page
163 of the Mordbeim rulebook.

AoVef Representation

If you wish to include riding beasts or tamed animals you will need to
have models to represent them. For mounted warriors you will need
both a mounted minitaure and a model on foot. It is advised not to
glue the rider on but to use ‘blue-tack’ or something simillar so that

he may be removed when on foot and his mount is unridden.

Animal Handfing SEifls DR
Many Warbands employ unridden, fighting animals. Often one or - R

more members of the warband is nominated to care for the
animals, feeding and training them.
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Beast Handler (e.g. Dog Handler)
This skill is highly beneficial if non-ridden animals are to be
included in a warband. This skill must be taken for specific
animals and may be taken multiple times for different
animals. It represents knowledge of the general care and
well being of the animal as well as training techniques.
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A warrior with this skill has a beneficial effect on the
animals under his care. If a warrior has the Animal

Handling skill for a particular animal, any such
animals may use his Leadership provided he is

within 6". If the Warband’s leader is also nearby, a
player may choose which of the warriors’

Leadership to use unless the animal is stupid, in

which case only the handler’s Leadership may be

used. In addition, stubborn animals with a

handler in base contact ignore the effects of

stubbornness. This counts as an academic skill.

RiPing Animafls

Most warriors in Mordheim can only dream of
owning a riding animal. Expensive to buy,
expensive to keep and requiring skill to ride,
they are a mark of status beyond the reach of .
lowly henchmen. To those with the necessary
wealth and skill, however, they are a priceless
possession, enabling their rider to move rapidly
across the battlefield, aiding him in combat with -
an advantage of height and weight, and in some
cases, fighting in their own right.
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Mounting Animals. It requires a full move to
mount or dismount a riding creature and the
rider may not shoot or cast magic whilst doing
s0. A mount or its rider may not run or charge
in the same turn that the warrior mounts or
dismounts unless the rider has a Special Riding
Skill that allows this.

Not Indoors. Mounts cannot normally be
ridden indoors or underground, unless playing
a specially devised scenario that allows this.

Dense Terrain. Riding mounts are rare both
amongst the ruins of Mordheim and in the
claustrophobic jungles of Lustria. The dense
terrain makes riding difficult and large
numbers of riders are highly ineffective. Thus
in those settings a warband may only have a
maximum of two mounts (not including those
belonging to Hired Swords). In more open
settings, such as the open fields in the
countryside around Mordheim or the deserts
of Khemri, a warband may have as many
mounts as they can afford.

Controlling a Mount. The Special Riding Skills
may be used by warriors who have a riding
animal, but only after the skill Ride has been
gained; warriors which come provided with a

riding animal are assumed to
; possess the Ride

skill already. Warriors without this skill may still
ride animals, but must test against their
Leadership if hit by any missile and at the
beginning of any combat phase when a
standing enemy is in base contact. If the test is
failed they lose control of their mount and
must roll on the Whoa, Boy! Table (see below).
Note if an enemy is not standing, the mounted
warrior is not considered to be in combat and
thus does not need to test for loss of control.

Armour Bonus. All riding animals give their
riders a +1 armour save bonus.

Bolting Mounts. In certain circumstances, a
mount may bolt. A bolting mount must make a
Leadership test at the beginning of the owning
player’s turn; if successful it stops running,
otherwise it continues fleeing. The easiest way
to determine the direction a mount bolts is to
use an artillery scatter dice. If you do not have
one, then roll 2D6 and use the clock-face
method. Taking the direction the horse is
facing as 12 and directly behind as 6, the horse
will bolt in the appropriate direction on the
clock-face.

. Leading Animals. On occasion, a warrior
¢ - may want to lead a riding animal rather
_“. than riding it. A warrior may only lead

=" one riding animal unless he has the

Animal Handling skill, for that
particular animal, in which case he
can lead as many as he wishes.

Groups of led animals are tethered
together and must maintain base
contact with each other; at least

one must be in base contact with
the warrior leading them. Riding

animals that are being led do
not roll for loss of control. If
required to make a Leadership
test (e.g when attacked by a fear
causing enemy) they use the Ld
of the warrior leading them. A
warrior leading riding animals
may move and fight as normal,
but must maintain base contact
at all times.

" Unled Animals. Riding animals
which are not being either led or
ridden will remain stationary but
must make a Leadership test at the
beginning of their turn. If this is failed,
they will bolt, using the rules above.
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Skills may only be used one at a time. If two are
applicable to a given situation, the controlling
player must decide which to use. All bonuses
are cumulative with those gained from a
mount, unless otherwise stated.

Ride (e.g. Ride Horse)

This skill is vital if a rider wishes to ride an
animal into combat. The skill is specific to a
particular type of animal and must be gained
again if the warrior wishes to be able to ride a
different kind of animal. For instance, a warrior
with Ride Horse would need to gain the skill
Ride Warhorse if he wanted to be able to ride
such a spirited mount.

Special Riding Skills

Cavalry Commander. Mounted heroes are an
impressive sight. With a good vantage point,
they can see (and be seen) far more readily
than if they were on foot. If the warband's
leader has this skill and is mounted, he may
add an extra 6" to the distance within which
other warriors in the warband may use his
Leadership. This is in addition to any other
bonuses that increase the range of the leader’s
influence.

Trick Riding. By athletically hanging off the
side of his mount, a rider makes himself harder
to hit. While a rider is trick riding all missile
attacks against him suffer -1 to hit in addition to
other modifiers. The rider must declare that he
is trick riding before moving. He must then
make an initiative test and if successful may
move full distance. If he fails he loses control of
his mount and must roll immediately on the
Whoa Boy! Table. This skill may not be used
with heavy armour because of the agility
required. In addition, trick riding requires both
hands, so the model may not use a shield or
missile weapons whilst using the skill. Warriors
without Ride may not use this skill.

Combat Riding. The rider has trained his
mount to use its bulk to trample any un-
mounted enemy before him. A warrior with
this skill may make a single additional $4 attack
when charging an unmounted opponent. In
subsequent rounds of combat, or if charged by
enemy warriors, the mounted warrior fights as
normal.

Evade. The rider has trained his mount to
swerve from side to side in combat, wrong-
footing his opponent. A rider with this skill
always strikes first in close combat against
dismounted opponents. When charged by an
opponent, or otherwise fighting an enemy also
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entitled to strike first, attacks are carried out in
order of Initiative. If Initiative is equal, the
model with greater experience strikes first.
Warriors without Ride may not use this skill.

Running Dismount. The rider is able to
dismount from his mount at speed. The rider
may ride up to the mount’s normal move
distance and then dismount immediately. No
further movement or shooting is possible. This
skill may be used to move into contact with the
enemy, counting as a Diving Charge from a
height of 2" — all usual rules for diving charges
apply. Note that the rider then counts as
dismounted, gaining no further assistance from
his mount. Warriors without Ride may not use
this skill.

Athletic Mount. Without breaking stride, the
warrior is able to leap onto the back of his
mount and immediately spur it into a full
gallop. Once the warrior is aboard, the mount
may make a run or charge move as normal. The
warrior must be within 2" of his steed to use
this skill.

Horse Archer. The rider has learned the skills
of the steppe nomads and can shoot from a
running mount. The rider may shoot in a 360
degree arc whilst mounted, and may shoot
while his mount is running; however the shot
suffers a -1 to hit penalty in addition to all other
normal modifiers. Warriors without Ride may
not use this skill.

Mounted Combat Master. The rider is
especially skilled at combat against a mounted
opponent. If the model is fighting mounted
against a mounted opponent and successfully
wounds the enemy, the wounded model must
add +1 to his roll on the Whoa Boy! Table.
Warriors without Ride may not use this skill.
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Losing Controf

If a mounted warrior is wounded, then the
player must roll on the Whoa Boy! Table. This
replaces the normal injuries chart. If critical
hits are suffered then roll as many times as are
required, taking the most serious result.

Whoa Boy! Table

1-2 The rider is temporarily disorientated
and his mount rears up. The rider
keeps his seat but must spend his next
turn stationary regaining control,
unable to move or shoot. If attacked,
treat the rider as fallen down.

3-4 The rider falls off his mount and is
stunned, taking an additional S2 hit in
the process with no armour save. In
addition, roll 1D6: on a roll of 1-3, the
mount immediately bolts 3D6" in a
random direction and continues until
it has left the table — the mount may be
recovered after the battle; on a roll of
4-6, the mount remains stationary and
the warrior may remount once
recovered. Note: the mount does not
count as unridden or unled in this
instance.

The rider and his mount crash to the
ground together. The rider and mount
are automatically out of action. In
addition, roll a D6: on a roll of 1-2 the
mount lands on top of its rider,
crushing him. If this happens the
warrior must roll twice on the serious
injuries chart after the battle. In
addition, after the battle roll a D6: on
a roll of 1-2 the mount was crippled or
killed by the fall and removed from the
warband roster.

5-6

Animaf BVestiarp

What follows is a summary of animals
commonly found in various parts of the world,
along with a few less common species. Note
that animals are not particularly bright and do
not gain experience. Note also that ridden
animals can be ridden, but that doesn't mean
that all of them want to be!

Attack Animals

The most common attack animal in the Old
World is the faithful wardog, especially
favoured by Witch Hunters. Other warbands
have their favoured attack animals — Giant Rats
for Skaven, Dire Wolves for Vampires, Cold One
Beasthounds for the Druchii, Black Hounds for
Lahmian (watch this space!). Whatever the
differences between the species, that a warrior
with several sets of claws and jaws behind him
is a more dangerous opponent than a warrior
on his own.

For details of the various attack animals
available to different races, see the Mordheim
rulebook or the relevant warband lists.

Rien Animafls

Humans like their horses, Orcs their boars,

Goblins their wolves. All agree that two legs are

good, but four legs are better. 2
War Boar

Cost: 90gc

Availability: Rare 11 (Orcs only)

Large, ferocious and bad-tempered — a perfect
mount for an Orc Warlord. Orc warbands
occasionally make use of these noisome beasts
while exploring the ruins of Mordheim and
beyond. It isn’t common though, as the bigger
and meaner Orcs tend to take the boars for
themselves.

Profile M WS BS § T W I A Id
¥ 3 0 34 1 3 1 3
SPECIAL RULES

Ferocious Charge: Orc war boars attack with
+2S when charging, due to their bulk. Note
that this applies only to the boar, not the rider.

Thick Skinned: The thick skin and matted fur
of the boar makes him very hard to wound.
Boars confer an additional +1 bonus to the
rider’s armour save (making +2 total).

Giant Wolf
Cost: 85gc
Availability: Rare 10 (Goblins only)

The giant wolf is common in most of the
mountain ranges of the known world.
However, catching one of these nasty, fast-
moving beasts is another thing — especially if
you are a Goblin.

Profile M WS BS S T W I A Id
9 3 0 33 1 4 1 4

Note: Giant Wolves cannot be used in a
warband that already contains Giant Spiders.




Giant Spider
Cost: 100gc
Availability: Rare 11 (Goblins only)

The Giant Spider is the stuff of nightmares.
Typically 10 to 12 feet long they are highly
prized by Forest Goblins as mounts.

Profile M WS BS S T W I A Id
7 3 0393 1 4 1 4
SPECIAL RULES

Poisoned Attack: Giant Spider attacks are
poisoned — attacks are considered as strength
4, but this will not modify any armour saves.

Wall Walk: Giant Spiders (and their riders)
may walk up and down walls without making
Initiative tests. They may only jump up to 2"
across or down, but this does count as a diving
charge. When a spider jumps, its rider must
make an Initiative test; if this test is failed,
something has gone wrong — roll on the Whoa
Boy! Table. Note even if the rider has the
Running Dismount skill, the maximum diving
charge is only 2".

Note: Giant Spiders cannot be used in a
warband that already contains Giant Wolves.

Mule
Cost: 30gc
Availability: Rare 7 (any warband)

Their stubbornness is legendary, but even so,
these beasts of burden are occasionally ridden
by Halflings, Dwarfs and even overweight
clerics!

Profile M WS BS S T W I A Id

6 2 0 33 1 2 0 4

SPECIAL RULES
Slow: Mules are not the fastest of mounts and
only bolt 2D6".

Stubborn: If a warrior is riding a mule, or is in
base contact with a mule, he must make a
Leadership test each round or the mule will
refuse to move.

Ornery: With no leader or rider, 2 mule
will wander in a random direction. Should
any close combat occur within 6", it will
automatically bolt directly away from the
combat.

Non-combatant: Mules will not fight in
combat and may not be used to charge into
combat — they will simply refuse to move. If
an enemy warrior charges a ridden mule,
immediately roll on the Whoa Boy! Table. If
an unridden mule is charged, it will bolt
directly away from the charger.

Bfazing Saddfes

Riding Horse
Cost: 40gc

Availability: Rare 8 (Humans only)

Riding horses are not trained for battle and will
not normally attack an enemy. However, they
are useful for moving rapidly around the site of
a battle.

Profile M WS BS S T W I A Ld
8§ 1. 0 33 1 3 0 5
Warhorse
Cost: 80gc

Availability: Rare 11 (Humans only)
Warhorses are large, well-trained horses, quite
at home in battle. They are primarily used by
human warbands.

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

SPECIAL RULES

Battle Schooled: The mount has been
specially trained to fight on a battlefield. The
rider may re-roll any failed loss of control tests.
Only one re-roll is allowed per test.

A ILd
1 5

Elven Steed

Cost: 90gc
Availability: Rare 10 (Elves only)

Elven steeds are graceful animals, but have a
vicious temperament when called upon to
fight. It is rumoured that even Dark Elves breed
these fine beasts. Typically, High EIf steeds are
grey and white, Wood Elf steeds are tan and
white, and Dark EIf steeds are midnight black.

Profile M WS BS S T W I A Id
9 3 0 3 3 1 4 1 5

SPECIAL RULES

Battle Schooled: The mount has been
specially trained to fight on a
battlefield. The rider
may re-roll any
failed loss of
control
tests. Only
one re-
roll s
allowed
p er
I test.
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Nightmare

Cost: 95gc
Availability: Rare 11 (vampires and Necromancers only)
The Vampire Counts occasionally need fell
steeds to carry them about their business. Who
cares if they're dead? They still have legs, don't
they?

Profile M WS§
8 2

SPECIAL RULES

May Not Run: As an undead creature, a
Nightmare may not run, but may charge as
normal.

BS S T W I A Id
0 33 1 2 1 5

Immune to Poison: Nightmares are not
affected by poison.

Immune to Psychology: As an Undead
creature, Nightmares are immune to
psychology, never have to make Leadership
tests, and will always stand still if left
leaderless. However, if the rider suffers a
wound, he must roll on the Whoa Boy! Table as
normal.

Chaos Steed

Cost: 90gc
Availability: Rare 11 (Possessed warbands only)

Chaos Steeds are malformed, debased parodies
of the magnificent warhorses of the Empire.
They are used by Possessed and other Chaos
warbands.

Profile M WS BS § T W I A Id

8 3 0 43 1 3 1 5

SPECIAL RULES

May not be ridden by The Possessed. Even
Chaos Steeds are skittish around the abhorrent
Possessed and will not allow themselves to be
ridden by such a being.

Battle Schooled: The mount has been
specially trained to fight on a battlefield. The
rider may re-roll any failed loss of control tests.
Only one re-roll is allowed per test.

Cold One
Cost: 100gc
Availability: Rare 11 (Dark Elves and Skinks only)

Scaly, mean and stupid, these native creatures
of the New World make excellent mounts upon
which to fight.

Profile M WS BS S T W I A ILd
7 3 0 44 1 3 1 3

SPECIAL RULES
Fear: Cold Ones cause fear.

Stupid: Roll against the rider’s Leadership
each turn; if the rider fails the test then usual
stupidity applies, otherwise move as normal.

Scaly: Cold ones give an additional +1 armour
save bonus (making +2 total).
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A Hired Sword for Mordbeim
35 gold crowns to hire + 15GC upkeep

Mule Skinners are quite common wherever
teams of animal are wused. They are
experienced warriors, accustomed to
bandling teams of draft and pack animals
such as borses and (strangely enough) mules
as well as more exotic animals such as Cold
Ones. Most are freelance, offering their
services in the marketplace alongside
traditional traders. They are widely travelled
and bave contacts in most major cities,
especially among the animal merchants.

May be hired: Any warband, except Possessed
Skaven, or any Undead warband, may hire a
muleskinner.

Rating: A Mule Skinner increases the

warband’s rating by 20 points, plus 1 point for

each Experience point he has.

Profile M WS BS § T W I A Ld
4 3 3 33 1 3 1 7

Weapons/Armour: The Mule Skinner starts
with a whip and a dagger.

Skills: A Mule Skinner may choose from
Combat and Strength skills. In addition he may
learn Streetwise and Haggle (both academic
skills).

SPECIAL RULES

Animal Handler: A Mule Skinner starts with
one Animal Handling skill (player’s choice of
which animal).
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The following are based on the Adventurer’s
Whip Rules by Jo-Herman Haugholt from the
Mordheim Khemri Discussion Group (used
with permission).

NEW SKILL

Whip Master: The hero is so skilled with his
whip that he may re-roll all to-hit rolls when
using the whip. Only one re-roll is allowed per
attempt and you must accept the second roll,
even if it is worse.

NEW EQUIPMENT

Whip

Cost: 15 Gold Crowns

Weapon Range Str
Whip 4" As user -1
Special

Cannot be parried, reach, disarm, + 1 armour
save.

Disarm: Instead of striking to injure, a warrior
with a Whip may try to strike his opponent’s
weapon making him drop it. Roll to hit as
normal, but instead of rolling to wound, the
opponent gets a single Parry attempt; if the
Parry attempt is failed, he has dropped his
weapon. He must now fight with whatever
back-up weapon he has in his equipment for
the rest of this combat (or fight unarmed if he
has no other weapons). At the end of the
combat, the model is assumed to retrieve the
dropped weapon, as long as he is not put out
of action. Disarmed opponents put out of
action lose the weapon permanently.

Note: The Parry attempt represents the model
trying to hold on to the weapon; he is always
allowed one (and only one) Parry, irrespective
of the equipment he is carrying.

h Scenario: Linders Leepers d

A Scenario by Roger Latham

Whilst the richest pickings in Mordheim are to
be found within the shattered remains of the
city itself, it sometimes happens that treasures
are to be found elsewhere. A stray word in a
tavern or around the campfire may let slip
where a rival warband has hidden its stash of
wyrdstone. In such situations there is usually a
mad scramble as every warrior within earshot
takes to his steed (if he’s lucky enough to have
one) in order to beat the others to the easy
loot. After all, Chaos takes the hindmost and
last one there’s a halfling's dishrag!

This scenario is written with the new animal
rules in mind, and therefore assumes that
warbands will have some riding and possibly
pack animals, but it will work just as well for
dismounted warbands — especially Skaven.

Terrain
The scenario takes place on the outskirts of
Mordheim. Set up ruined buildings as normal
along one table edge, extending no further
than 12" onto the table. 8" in from the opposite
table edge place a small ruined building on a
hill. This is an isolated building where a rival
warband has hidden its stash. Inside the
building place 1D3 wyrdstone counters. The
rest of the table should be lightly covered with
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suitable rural terrain (low hills, hedges, fences,
abandoned carts, craters from comet
fragments, etc.). If your warbands are
dismounted you will want to use more terrain
to give cover, less if you are using mounts and
riders. A standard 4'x4' table will be large
enough, but to make it more interesting you
could have a 4'x6' or even 4x8' with the
objective building at the far end from the edge
of the city.

Setup
Both players roll a D6 and the highest scoring
player sets up within 8" of one corner of the
edge opposite the objective building. The
other player then sets up within 8" of the
opposite corner on the same edge.

Starting the Game
Roll a D6. The highest scoring player goes first.

Speciaf Rufes
The objective of the game is to capture the
stash of wyrdstone and exit the table within 8"
of the warband’s starting corner. One warrior
from the first warband to reach the stash must
spend one full turn searching for it before the
wyrdstone can be moved, after which it can be
picked up simply by moving into contact with
it. A single warrior can carry any amount, but

wyrdstone cannot be transferred between
warriors. If the warrior carrying a counter is
taken out of action, place the counter on the
table where he fell.

€ning the Came
The game ends when one warband succeeds in
taking at least half of the stash off the table
within 8" of its starting corner, thereby winning
the game, or when one warband fails a rout
test. Routing warbands lose automatically.

Eyperience
+1 Survives. If a Hero or Henchman group
survives the battle they gain +1 experience.

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

+1 Per Wyrdstone Counter. If a Hero or
Henchman is carrying a Wyrdstone counter at
the end of the battle he receives +1
experience.

+1 Per Enemy Out of Action. Any Hero earns
+1 experience for any enemy he puts out of
action.

BpPstone

Your warriors earn one shard of wyrdstone for
each counter still in their possession at the end
of the battle.
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A Mordbeim Scenario by Robert ] Walker

They come from far and wide; mule-trains are
still the most economical way of transporting
goods to Mordheim. The hardy mules make
excellent time over the gorse-laden hills
surrounding the Damned City. This route has
the additional advantage of avoiding the many
bandits that roam the roads leading to
Mordheim, at least until recently...

Now, traders have to hire warbands to defend
their mule-trains, to run the gauntlet against
the increasingly bold thieves and opportunistic
warbands.

Terrain

Set up ruined buildings as normal along one
table edge, extending no further than 12" onto
the table, 8" in from the opposite table edge.
The rest of the table should be covered by hills,
woods and hedges with a road down the
centre; each player takes it in turn to place a
piece of terrain in a 4'x4’ playing area.

Warbands
The warband with the lowest rating is
automatically defending the mule train. If both
sides are equal, the warband with the fewer
warriors is the defender.

The mule-train should consist of between 3
and 6 mules and no more than one mule for
every two defending warriors (use normal
horse models if you have no models of mules).
The mules should be set up within 4" of the
road up to 12" onto the table. The attackers can
set up anywhere more than 24" away from the
closest enemy model.

Btarting the Game
The attacker has the first turn.

£nling tfe Game
The game ends when all the mules have left the
opposite table edge from where they started.
Alternatively, the game ends when one of the
warbands fails its rout test. Note: any model
that leaves the table cannot return.

Epyperience
+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 extra Experience.

+1 Per Enemy Out of Action. Any Hero gains
+1 Experience for each enemy he puts out of
action.

Scenario: Nufe ‘Train

11

Blazing Sa¥fes
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+1 Led Mule off the Table. If a Hero leads
one or more mules off the table, he gains +1
Experience.

Special Rufes
Riding
In this scenario, the mules are laden with
goods and cannot be ridden. There are
otherwise no restrictions on riding animals.

Rewards

If the attackers recover one or more mules,
they may keep it or it may be sold. In addition,
the goods on the back of the mule(s) should be
determined as if the warband found a
Slaughtered Warband in the exploration phase
(44444 4). Add +1 to the dice roll for every
mule recovered over the first. Recovered
mounts are those being led by a member of the
attacking warband as they leave the table.

The defenders gain 2D6GC for each mule they
lead off the table.

Routing

If a warband routs, it abandons any mules in its
possession. The opposing warband can only
lead mules off the table it has in its possession
as the enemy routs; abandoned mules are
assumed to wander off and get eaten
(probably).

Exploration.
At the end of this scenario, both warbands may
explore as normal.
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The Warbammer range admirably supports mounted troops for all the animals and creatures

mentioned in the article. Mail Order bave stocks for all the races. Here's a selection...
v

HIGH ELF ELLYRIAN REAVER CHAMPION
£4 complete

FREELANCE KNIGHT MOUNTED AND ON FOOT - £6
(Includes both models)

BUGMAN'S CART
£8 complete
7437412 - Pony
£2.50

ORC BOAR RIDER GOBLIN WOLF RIDER
£4 complete 12 £4 Complete
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While many of the articles we use have been
written by GW staff, the majority are not - they
are written by dedicated gamers who have
something to say about their hobby and want to
contribute to it. If you are one of these people
then the following writer’s guidelines will help
you put together an article that is more likely to
be accepted and used. The main thing, however,
is to give it a go by writing something and
sending it to us. After all, the worst we can do is
say no!

1. What do we need?

* We need a publishable article. We don’t need
flowery prose, but we do need finished articles,
complete with photographs and maps where
applicable. A well-structured, spell-checked
article is guaranteed to improve your chances of
getting published.

* We need your permission to use your article.
All you have to do is fill in and sign the
Permission form printed at the end of these
guidelines and send it in with your article.

* If possible, supply articles on disc. We can read
most formats, so just send in your article on disc
as this will save a lot of time. Also, if you're on
the Internet, why not e-mail your article to us.

* If you can, send us photographic evidence.
Digital photographs are best, but other forms of
photograph will do at a pinch.

2. What we're looking for and what we're not!

The following types of article are the best sort to
send in as an ‘unsolicited’ article.

* Do send scenarios for one of our game
systems.

FANATICG

* Do send ideas for collecting, modelling,
converting and painting Citadel miniatures.

* Do send tips and tactics based on an army and
a games system that you are familiar with.

* Do send reviews or details of how to set up
and run a tournament/convention.

* Don’t send new rules & army lists. Whilt we
will be publishing rules and army lists, these will
always be commissioned works. By all means
send in such material as an example of what you
can do, but bear in mind that we will not
publish it.

3. Sending your work to us

Send your ideas to the following address along
with the permission form:

Fanatic Games,
Games Workshop Ltd,
Willow Road,
Lenton,
Nottingham NG7 2WS.
U.K

4. Get rich and famous!

OK, that’s a lie, but we will send you a £5.00 gift
voucher for each published page if we use an
unsolicited article or other material that you
have sent in. More importantly we may consider
commissioning you to write a ‘briefed’ article on
a specific subject, enabling you to become one
of our select band of regular out-of-house writers
and contributors. So what are you waiting for?
Get writing!

THE PERMISSION FORM

1 acknowledge and confirm that the copyright and all other rights of a like nature in the Work described
below are hereby assigned to Games Workshop. All material submitted to us for publication is only
accepted on the assumption that the copyright in it is, by the very act of submission, unconditionally
assigned by the author as beneficial owner and with full title guarantee to Games Workshop Limited.
We also reserve the right to edit and/or amend all material as we see fit. In addition , the Contributor
hereby waives all his so called moral rights (as defined in chapter 4 of the Copyright, Designs and
Patents Act 1988) and all analogous rights he may enjoy under the laws of other countries in relation
to the Work. By signing this letter the Contributor confirms that the Work submitted is original and does

not infringe anybody’s intellectual property rights.
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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.
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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.

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,
3333, etc. this means
you've found the minor
artifact, PLUS you get to
roll 4 dice and consult the
major artifact table.
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‘TILSAN WARBAND

—— L e e e

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 EIf 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 a 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.

LUsTrRIA - <ITIES OF $OLD

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 EXPERIENSE
A Captain starts with 20 experience.

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

HIRED> sSWORDS

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.

e e S

Combat Shooting

TILEAN SKILL TABLES
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% TiLtAN EQUIPMENT LISTS
I 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 .........ooviiinnn.. 1stfree2 0’ DABEET .uconms vemamem s v Ist free/2 gc
Hammer......................... 3 gc HARMNET ... commsonss. s smscmmem s s emmansrs 3 gc
Mace. . ...... ... ... 3 gc DR wpcommnmian s SO R 5 gc
7 . O 5 gc MEICE o vonmemens musecrmsaiomwns siswsseiets v @ 3 ge
SWOR] 5 55 SRS b e e e 10ge Sword ............ ... ... 10 ge

OPEAR: & s S e SN i e 10 gc Missile Weapons
EAbONd: i 428 7 HRERETRII 0000 10 ge Pistol (30 forbrace) ............... 15 gc
RIS o5's v e U8 SRR U AR 125c Duelling Pistol (50 for brace). .. ...... 25 ge
Double-handed weapon . ........... 15 gc S 15 ge
MIOKOINg ST 5 43 SmaaH; 1 SRR 15 ge CrOSSBOW oo smssuenin e saraniaien s o 25 gc
Rapler(Town Coper 1) e s somogas e Hatd@in = o wucwann i sseaais s 5239186

Missile Weapons FRBtaE RIlE! . covuaus wr s s 200 gc
Pistol (30 for Brace) ..o v owmsian 5 15 gc Armonr
Duelling Pistol (50 for brace). .. ... ... 25 gc T 10 gc
DO = somsemo s e mmmssrn i i asmomons en 10 8¢ Lightarmour .................... 20 ge
CEOSEDOW v v v oo e mmesissmag o 25 gc

Armour

Helmet s o sgmenss o assiibess vie s 10 gc
Light armousr’ : soeis 95 05 sasiiv 57 §5e 20 gc
BRieli g wa s sRinE SRR o e 5 gc
BUCKIEE: i vvesass i saeEen wie s 5 gc
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SPECIAL LQUIPMINT can use pikes. Skaven,
Pike (12 gcs Rare 7) Skinks, Halflings, etc,
The Pike is a special weapon in Lustria — Cities =~ €annot.
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

B e R o e T —— RSP EBEEED IS S SeSS e
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| <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 M WSBS S T W I 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 MWSBS S T W I A Ld

4 4 4 3 3 1 4 2 8 ©-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
Leader: Any models in the Warband within 6" it MWSBS S T il .
of the Captain may use his Leadership instead 4 2 2 33 1 3 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

23
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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 W I A ILd
4 3 3 33 1 35 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 WI1I A ILd

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 combuat.

-—-I‘ﬂ—-—t-w—-—-fxm"._ &u_.a‘__._-m TR e T T R

HtN( HM:N (MAY B BOUGHT IN Roups oF s Bioons

e T A

O-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.

Profile MWSBS S T WI1I A Id
4 3 3 33 1 4 1 7

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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ey .. By Steve Cornette L
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In this article I will deal with the invading
Tileans and the ‘home team’ (as I like to call
them) Lizardmen.

Of the three types of Tileans the Miraglians
were perhaps the toughest to tackle. I will
have a go at them first. With the +1 Ballistic
Skill and the crossbow being what I would call
the state weapon, the Marksmen of Miragliano
would fit nicely into the picture. The leader
model for these guys is Maximillian Damark
and makes an excellent warband leader. With
the addition of the miniatures from the boxed
set, his crossbowmen would start our
henchmen groups. But what about Heroes,
Youngbloods and Henchmen? Here I turned
to the older line of citadel miniatures for
some easy conversions using the old Empire
crossbowmen miniatures. The ones with the
‘pillbox’ style hats work very well. And I might
add, are still available through mail order.
Using the sprues from the Mordheim boxed
set you can mix in swords and bucklers. Using
any of the pikemen regiments it's very easy to
substitute the crossbows in the Marksmen
boxed set for pikes. So one of the hardest
warbands to tackle has been.

work in progress

Tilean Youngbloods -

The Remasens are combat specialists in
Lustria and I virtually drew every miniature in
my Remasen warband from the Alcatani
fellowship. Trading out pikes for halberds,
using the leader model again and even adding
a large mace for hard-hitting effect! The
background history of Remas is highlighted
here as well with the Alcatani Fellowship
hailing from that City-State. A storyline is
present in all my warbands and the Tileans
are rich with history to draw from.

Tilean warriors of Remas

One of my favourite-looking warbands has to
be the Trantios. But why do they look like
Estalians? Why would any Tilean want to look
like an Estalian? According to legend, when
Fernando Pirazzo recruited his army in Tobaro
he sailed to Remas to barter for armour and
weapons for his men. He bartered with a
merchant who had made a deal with an
Estalian blacksmith for some cheap armour.
Many of the men disliked wearing the black-
wrought metal and decided to ‘bronze’ it into
the colours that Pirazzo flew on his flag. After
returning home from the New World a rich
man Pirazzo soon started to trade for this
armour and in time it became the style that
the Trantio Militia would wear into battle.
How does all this relate to converting
miniatures? Simple. I used the Pirazzo’s lost
legion miniatures for most of the warband. 1
also got stuck-in with the idea and got the Old
Empire handgunners and swordsmen. Get the
ones with the banana-style helmets! They look
really great on the table.

Now when someone says your Trantios look
like Estalians tell them that their armour is
bought and paid for in Tilea! There are a host
of other miniatures old and new that fit well
into a Tilean theme. You can use some of the
figures from Vespero’s Vendetta for Duelists
and the cannon crew from Bronzino's
Galloper Gun make perfect Youngbloods.




Tilean Warbands

Using a mix of Tilean Dogs of War miniatures from the Warbammer range and the plastic Mordbeim buman
sprue you can quite easily make a Tilean warband. Here’s a small selection of miniatures available:

Captains & Champions

PIRAZZO'S ARM
021403113 — £0.50

PIRAZZO

RODERIGO DELMONTE MAXIMILLIAN DAMARK 021403112 - £3.00

£4.00 £4.00

Henchmen

LEGIONNAIRE CROSSBOW
021403110 ~ £0.50

MARKSMAN OF ALCRTAM PIRENAN PIRAZZO'S LOST
MIRAGLIANO - £2.50 £2.00 LEGIONNAIRE — £2.00
TILEAN WARBAND DEAL i’f’“ i Bid e af:”mf: <
t
1 Roderigo Delmonte, 1 Maximilian 3 egi;mm:re i(b Ls o
Damark, 1 Pirazzo, 2 Vespero's ;‘:3’;:;? O;IH _’fﬂt we:;‘;’;i
Duellists, 6 Pirazzo’s Legionnaires, be F 8 2
3 crossbows & 3 Piles for Jfrom the Empire range — just
’ call the Trolls for more
£26.00 details.

\'i.‘ )
LEGIONNAIRE PIKE
021403109 - £0.50

Duellists

VESPERO'S DUELLIST VESPERO'S DUELLIST
£2.00 £2.00

motroll@games-workshop.co.uk WWW.GAMES-WORKSHOP.COM
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‘Subscribe to the:

TOWN CRYER MAGAZINE

and we'll deliver the next 6 issues,
plus the following, FREE:
* A voucher for £5.00 ($10) off of your
next Mail Order.

* Special subscriber only offers

£20.00 UK & BFPO) $30.00 (US)

il‘-?ill.:; EXPLORERS E'(}i-'!‘:i‘:
AASSACRED GY EVIL DARK FLVES

New subscriptions will start with
the next issue published.
Unformunately we cannot include
back €opies in subscriptions
because they are in limited supply,

Subseribe to Warhammer Monthly and we’ll deliver the neéxt 12 issues, plus the
following FREE: .
* A voucher for £5.00 ($10) off of your next Mail Order.

* 6 free back issues.
* Special subscriber only offers

£20.00 (UK & BFPO) $30.00 (US)

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

* A voucher for £5.00 ($10) off of your next Mail Order.
* 6 free back issues.

~ » Special subscriber only offers

£20.00 (UK & BFPO) $30.00 (US)

INTERNATIONAL SUBSCRIPTIONS

If you've been posted to another segmentum, don’t worry! You can subscribe to any of the above
directly in many countries, If you are putside the UK or US all you have to do is call the relevant tele-
phone number listed below and ask about Black Library subscription service avialbale in your area.

Australia 02:9829 6111 Hong Kong 2555-2799

Canada 1-888-GWTROLL Italy 0044-115-916 8075
France 01:4908 5220 . Spain 93.336 8772

Germany 0049-211-5402 200 . 4

WRITE TO:
Games Workshop Mail Order, Willow Road, Lenton, Nottingham. NG7 2WS
or call: 0115 - 91 40 000 (6.00am til Midnight)
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© “So I ask ye, why do all Pit Fighters carry a morning star and a
~ spiked gauntlet, eb? And what did be used to be before selling his
life to the pit slavers? And most importantly — why can't I bire out
some of these fighters and journey from arena to arena across this
great nation? Whilst they're slugging it out with man and beast, I
could sit in the stands drinking Bugmans making a princely sum
on the outcome...’

Jebediab Jensen, Money Lender and businessman

S Those wfo are about to e, safute pou...”

2 '_-'.’ The fighting pits of the outlying settlements around Mordheim such
= as Cutthroat’s Haven or Black Pit attract a whole host of deviants

~ and gamblers. These illegal fights make a lot of money for the
crooks that run them and ‘volunteers’ for the pits are always
plentiful. Most Pit Fighters start off as either captured criminals or
slaves sold to the Pit Bosses who run teams of fighters. Because of
their unscrupulous nature the Pit Bosses will buy just about anyone

.. for their team and so often the unwary, gullible or just plain
§°¢ .., unlucky fall into their dishonest, uncaring hands. Only the very best,

those with previous battle experience, mercenaries, army deserters
and bandits usually live past the first few, mercifully short, fighting
bouts and make a name for themselves. When a fighter starts to get
some renown the money really begins to roll in and often he will go
into partnership with his ‘owner’ training new fighters and putting
on spectacular displays in the arena. Some, most notably Ogres,
willingly offer themselves up for what they consider easy money as a
Pit Fighter and are amongst the most dramatic to watch in the pits.

These rules were inspired by the gladiatorial duels of ancient Rome.
Of course, the fans at the Coliseum never had the opportunity to
watch six men battle a Dragon or be amazed as a lowly Goblin led
two foul-smelling Trolls to a victory over an enraged Giant.

The core rules for this game are basically the same as Mordheim
with only a few modifications to represent fighting in an arena or
pit (compared to fighting in a ruined city). There are also certain
weapon restrictions because gladiator fans want to see a good
brawl, not a duel between archers.

These rules can be used as a stand-alone game or integrated into an
ongoing Mordheim campaign.




Commentary on the Cutthroat's Haven Pit Fights brought to ye
by our ringside scribe Judd Jensen

The Rufes

In Pit Fighter, the rules are the same as for
Mordheim except that obviously there will be
no cover or hiding as all combat in the arena
is in the open.

HITTING WITH THROWN WEAPONS

Some Pit Fighter weapons, like spears and
warhammers, are specially designed to throw
at your opponent. These weapons each have
their own range. Rolling to hit with a thrown
weapon is the same as hitting with a missile
weapon in Mordheim. However once a
weapon is thrown it must be retrieved before
it can be used again. If a warrior misses the
enemy their weapon scatters D6 inches in a
random direction from their target. This may
cause it to hit someone else in the arena. If
the weapon hits the target or lands in a
square with another warrior, roll to penetrate
armour as normal. Place a weapon counter in
the square the weapon ends up in, whether it
penetrates the target’s armour or not. Any Pit
Fighter may pick up this weapon upon a
successful Initiative check. Thrown weapons
are returned to their rightful owner after each
match.

PARRYING

Parrying attacks works the same as in
Mordheim with one distinct difference. A Pit
Fighter may use any weapon to Parry in his
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