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INTRODUCTION

INTRODUCTION

In thee world of FAMNTASY WARKIORS there are few things more fearsome (han the silent onset of
am ursdisd army. First come the faceless wraiths; long dead scouts mounted on swift, lifeless sbeeds.
These borrors ane the mene harbingers of the ghastly ammy which follews, Walking skeletons and
shambling corpees, halt-clothed in tattered, worm-eaten fesh inecombly moving boswards Eheie
living foss |ake a thick, rolling fog bearing the cold of the grave.

Spectres, the swper warriors of the undead, strug among their decaying brethren. They bead the way
tr thee liches, undead wizards who draw their vile poseer firom the souls of the living slain in combat.
Among Hhvese sinisber berrors stride greal undead rhinos and mammaoths, impelled by magic bo a
grodesque ferocity against all the bving,

Fimally come those individuals whose dreadful powers alore can susiain the unboly abomination of
an undead army. Mighty yet furtive, sheltering in cloaked anosymity, creep the animadors of ithe
dead — the pecromancers!

MECROMAMNCER introduces the undead tothe FANTASY WARRIORS garme. It contains full niles
terallinw: playners b field undesd armies against cither any living army or other undead armies. A copy
of FANTASY WARRIORS i required to play NECROMANCER,

COUNTERS AND DICE

Couniers
The folbowimg counbers are used solely by an usdesd army, and can b fourd on the counter sheet
provided
d Mecromantic power counless.
< Mo additional dioe are suppied with the FANTASY WARRIORS OOMPANDOMN.

SEQUENCE OF BATTLE

The battle furn

Thesequence of the battle turm for an undead army s the same as ihat for a conventional living army
ecept for bao minor additions:
= At the start of the battle tum. Drawing and allocating necromantis power; and

< Al the end of the battle tum. The undead player gathers up recromantic power counlers in
prepanstion for drawing and allecating necromantic power at the slas of the pext battle turm.

Undead armies ignose the fellowing phases of a babibe turn:

d Phase five: new orders. The undead do nol requine orders, they reguire necromantic power
instead; and

d Phase six: influence. The undead never react, o peed to take threat, shooting or comibat bests
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PREPARING FOR BATTLE

ORGANIZING AN UNDEAD ARMY

Anundead army is not organized quibe the same way as a conventional Hiving army: an urddesd armmy
requines na battle leaders, commands, or orders i act an. Instead an undesd army uses necroman-
cers, who provide ecromantic power Ehroughout the hattle, Mecromantic power is the vital foroe
needed b activade the otherwise inest ranks of undead warriors

The undead warchief
Like his living counterpart, an undead warchief combrols the asmy. Unlike his counterpart, however,
beet i oot rardenasd by orders but instead be musi fugizh necromantic power (through necromancers)
b ensure his armiy is activated ancd therefore able o move, shoot and Aght. If his mecromancers have
imsuficient or no necromantic power, the undead warchied is unabie o move ar fight with his army,
anal helpdess to counter the enemny.

Leaders
Every unceasd unit must have a beader, Losders maintain order in fie units and organize them inko
an effective fighting force. If an undead beader is destroyed, te unil i belonged bo will Jose some or

all necromantic power allocated to it this tum. An undead unit that has lost it leader cannat
reorganize unless the undesd warchief or a wraih individual is in base-bo-base conbact with i,

Champions
Champions behave as i othser armies.

Musicians
As in other anmaes,
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PREPARING FOR
BATTLE

EXAMPFLE DRGAMNIZATION OF AN
UNDEAT ARMY

The undead warchief

4 mECTITAROETS

Lich individual

Spectne individual

1 war mammnth anit

1 cavalry mmit

& infantry anils
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PREPARING FOR BATTLE

You who are the living -
beware. My mighity
army of undead is on
the march. When the
night is darkest, we will
be upon you and then
you will know true
terror, Huge beasts,
rank upon rank of
infantry, squadrons of
cavalry, dread spectres
and liches — all of these
are at my command. O
miserable mortals, look
upon my army and
despair!

Standard bearers
A standard bearer acts as a focal point for an undead unit, maintaining a powerful point of reference
for the unseeing eyes of the undead warriors. If an undead unit has a standard bearer, its movement
is improved. The presence of a standard bearer also improves a unit’s expansion or contraction
during movement.

Individuals
Undead individuals are powerful additions to an army. They differ from living individuals and there
are fewer of them... the undead do things differently.

Necromancers
Mecromancers are mandatory; they alone provide the necromantic power that activates an undead
army. Necromantic power waxes and wanes during the hours of darkness and light. Necromancers
are the most important part of an undead army and should be carefully protected: the army is useless
without them,

Wraiths
These individuals are the eyes and ears of an undead army during scouting. Wraiths can be used
during a battle to help control leaderless undead units. They also make good fighters in combat.

Spectres
Among the most powerful of individuals are spectres: they are super warriors, fast, and cause
undead dread. In the hands of a cunning warchief, just one or two spectres can cause mayherm among
enemy units,

Liches
Because they are undead wizards, liches do not gain power by resting; instead their power comes
from the death of living specials and living individuals. Liches also have one spell that is available
only to them.

The profile
The profile remains essentially the sameas itis in FANTASY WARRIORS, a Ithough there are a couple
of additions.

Type (TYP)
There is a new type: Undead (UND).

Bad light (BAL)
Bad light affects undead armies more than living armies. During the hours of darkness an undead
army is at its most powerful. During the hours of daylight the army has less necromantic power
available to it.

Undead dread
Undead creatures like the spectre are so terrible that they cause a fear greater than terror; this fear is
called undead dread. It affects any living creature, regardless of which side they fight on. Undead
dread is a terrifying aura that disregards any rules about line of sight and so on —any living creatures
within range can be affected.

An undead army gains its full horrific power during the hours of darkness. During the hours of
daylight it can operate at only a fraction of its potential, making it far more vulnerable to disaster.
Against any enemy it is vital that an undead army gets the light in, or running into, its favour. To do
this the undead need to scout with the aim of outscouting and perhaps outmanoeuvring their
enemies.

Fantasy Warriors Companion



BEFORE THE BATTLE

SCOUTING

<4 Undead do not scout by command, they scout by units.

J4 A necromancer individual must accompany each unit used for scouting,

d Wraith individuals can be used on their own for scouting. They do not need to accompany units
and do not require necromancers to accompany them.

Scouting method
Throw 1D6 and modify the result as follows:
+2 for each foot unit
+4 for each mounted unit
+6 for each flying unit
+1D6 for every two wraiths (round down) used for scouting

After scouling
d Undead scouting units set up no further than 6in from their army’s base line.
3 All undead scouting units start the battle disorganized.
J Each necromancer used to scout must start the battle in base-to-base contact with the unit he
scouted with.

BOASTS AND OMENS

Morale has no effect on the undead, therefore the undead warchief has no need to boast or have the
omens read before a battle.

Fantasy Warriors Companion

EFORE THE
BATTLE

UNDEAD SCOUTING

An undead warchief decides to use a
scouting force of one cavalry unit and
twio infantry units, plus two wraith indi-
viduals.

First he rolls 1Dé: the result is a 3. To this
he adds +4 for the two foot units (at +2
each) and +4 for the mounted unit, mak-
ing a total of 11.

MNext he rolls 1D6 for the two wraiths: it
comes up 4. He adds this to the total,
making a final scouting score of 15 (11 +
4 = 15) for the undead.



NECROMANTIC POWER

NECROMANTIC

POWER

EXAMPLE SHOWING

CABAL MEMBERS

A, B, C, D, E, and F are all necromancers.,
W is their warchief. A, B, C, D and E are
allim the cabal because they can all estab-
lish a line of contact with the warchief
either directly {(C, 1, E} or via a line of
contact (A, B). F is not in the cabal, even
though he is actually closer to the
warchief than A or B, because he has no
direct line of base-to-base contact.

8

Mecromantic power is the arcane force that activates an undead army. The secret of controlling the
undead lies in knowing how and where to distribute this power to maximum effect. Mecromantic
power is drawn by the warchief only at the beginning of every battle turn, before the threat phase.
The amount of power drawn depends on the number of necromancers in the undead army and
whether it is dav or night. Once the undead warchief has drawn necromantic power, he distributes
it to the undead units he wishes to activate for the duration of the turn. He does not have to distribute
all or any power, instead he may wish to keep some in the power reserve to deal with any potentially

damaging situations that may occur this turn

A unit that has been allocated necromantic power is activated. There are three states of activation:
unactivated, partly activated and fully activated. Activated units are easily recognizable on the
table-top by the necromantic power counters that are placed beside and moved with them. The use
of, drawing of and distribution of necromantic power, and the activation of undead units are
governed by the following rules.

The cabal

The amount of necromantic power available to an undead warchief depends upon the number of
necromancers that are in his cabal. To qualify as being in the cabal, a necromancer must be in base-
to-base contact with the warchief or be able to establish a direct line of contact to the warchief via any
number of other necromancers, each of whom must be in base to base contact with at least one other

necromancer or the warchief

At the start of the battle turn: drawing necromaniic power

4 Mecromantic power is drawn by the warchief at the beginning of each turn, before the threat
phase,

J Inthe case of bwo undead armies fighting each other, each plaver rolls 1D and adds his warchief's
leadership. The loser draws and allocates his necromantic power first.

Fantasy Warriors Companion



NECROMANTIC POWER

< A necromancer must be part of the cabal in order (0 contribute necromantic power points to the
warchief.

2 The amount of power drawn depends upon the number of necromancers in the cabal and the time
of day. Night time: 2 necromantic power points for each necromancer. Day time: 1 necromantic
power point for each necromancer in the cabal.

Necromantic power counters
Mecromantic power counters are used during the game to show at a glance which units are currently
activated.
A Mecromantic power counters are placed face up next to units that are to be activated this turn,
A Each counter represents one point of necromantic power.
A The counters are moved with the unit.

Distributing necromantic power
The undead player places necromantic power point counters next to units he wishes to activate this
turn. The number of points placed indicate the state of activatbon this fum.

No power points distributed
Unit is unactivated. In this state an undead unit is totally inert and can do nothing at all.

One power point distributed
Unit is partly activated. Partly activated units can move, They can reorganize if able to do so. They
cannot threaten, shoot or attack the enemy (that is, move into base-to-base contact). A partly activated
unit can fight if it is attacked or if it is already in combat.

Two power points distributed
Unit is fully activated. Fully activated units can perform exactly as their living counterparts,
3 Undead warchiefs and individuals do not require power points to activate, they are always fully
activated.
< Unit size does not affect necromantic power costs,
4 Power points are not transferrable once distributed.

During the battle turn: gaining and losing necromantic power
Mecromantic power can be gained or lost during a battle when certain circumstances arise, These
occurrences are detailed in the relevant sections of the rules.

The necromantic power reserve

The necromantic power reserve is used by the undead player. Mecromantic power counters that are

to be held in the reserve are placed face up next to the figure of the undead warchief and are moved

with the figure. The role of the necromantic power reserve is to provide necromantic power if more

should be needed during the battle turn.

< Holding necromantic power in the reserve is entirely optional.

< Reserve necromantic power can be of any size,

< Reserve necromantic power can be used during the combat phase to enhance the fighting ability
of currently activated undead units.

A Reserve necromantic power is used up during the power drain phase if there is one.

At the end of the battle turn

At the end of each battle turn all necromantic power counters are picked up (including any in the
power reserve) ready for distribution at the start of the next battle tum.

Fantasy Warriors Companion

All the elements of my
fearsome army are
important, but the
necromancers are
supremely important.
Without them the army
cannot function.
Therefore I am careful
to provide the army
with enough
necromancers and even
more careful to protect
them from the enemy.

DRAWING AND DISTRIBUTING
NECROMANTIC POWER

An undead army consisting of 4 necro-
mancers, 6 units of infantry, 1 war mam-
moth and 1 cavalry unit is about to starta
new battle turn; it is bad light (daylight).
The undead warchief is about to draw
necromantic power. All 4 necromancers
are in the cabal. He can draw 4
necromantic power points, one for each
of the 4 necromancers, during daylight.
He draws 4 necromantic power counters.
Had it been night, he could have drawn 2
necromantic power points for each nec-
romancer for a total of § points.

Hedecides to fully animate the war mam-
moth unit and places 2 power counters
next to the model figure, Next he decides
to partly animate the cavalry unit and
places 1 power counter next to the cav-
alry unit. This leaves him with 1 power
counter-because he is a careful warchief,
the undead player decides to keep this in
reserve, He places the final counter face
up next to the model of the undead
warchief.



THE BATTLE TURN
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PHASE ONE: THREAT

The undead cannot know fear. They have already suffered the fate that inspires terror in the living
~ the loss of life and immortal soul. As a consequence they cannot be forced from a battle by fear nor
can they be terrified into rash and unwise actions. They can, however, easily inspire such fear by
threatening their living opponents. Some powerful undead individuals can even cause berror by their
mere presence.

4 Undead units cannot be threatened by the enemy.

J Undead cannot be counter-threatened.

J Undead units cannot threaten other enemy undead.

Unactivated units (no power)
Cannot threaten.

Partly activated units (1 power counter)
Cannot threaten.

Fully activated units (2 power counters)
Can threaten.

Counter-threat

3 Undead cannot be counter-threatened,

Undead dread
Some undead creatures are so terrible that they induce a fear greater than terror - this fear is known
in the game as undead dread. Undead dread comes into its own during the threat phase and the
following rules cover its use.
< Undead dread affects all living units within a 12in radius of the undead creature regardless of the
army that unit belongs to, friend or foe, Line of sight does not apply.

Fantasy Warriors Companion



THE BATTLE TURN

3 If during the threat phase an undead creature with the power of undead dread is within 12in of
a living unit, that unit must take a threat test.

O Undead dread is effective during the day and at night.

O Any unit suffering undead dread takes the threat test with the additional modifier of -3, facing
undead dread.

9 A unit tests only once each threat phase, regardless of the number of undead creatures that inflict
undead dread upon it.

PHASE TWO: SHOOTING

Lindead can shoot and be shot at just as if they were living creatures. Because it is not possible to panic
an undead army it is often advisable for a warchief who is opposing such a force to concentrate his
missiles on the undead’s powerful individuals or giant creatures. The best targets, if they can be seen,
are the sources of undead power themselves — the necromancers.

Unactivated wnits (ne power)
Cannot shoot.

Partly activated units (1 power counter)
Cannot shoot,

Fully activated units (2 power counters)
Can shoot,

Shooting modifiers
3 Undead units are affected by bad light {daylight).
J Unactivated units always count unshielded when shot at.
J Fartly activated unit count as shielded only if they carry shields.

Kills to undead specials

Kills are worked out as normal, but the loss of certain specials will have the following effects:

Loss of a leader

[ The unit immediately loses 1 point of necromantic power.

2 If the unit has no necromantic power (that is, it is unactivated) then 1 point of necromantic power
must be taken from the power reserve.

JIf the unit is about to shoot this furn but has not yet done so, it can still do so.

O If there is no power in the reserve, the undead army will have to take a power drain test. Place a
power drain counter next to the figure of the undead warchief.

J The unit cannot reorganize unless it is in base-to-base contact with an undead warchief or a
wraith.

Loss of a standard bearer
= The unit loses its 2in movement bomus.
< The unit loses its +1 expanding and contracting bonus,

Destruction of the undead warchief or undead individuals
If an undead warchief or individual is destroyed it will cause a power drain: Place a power drain
counter next to the figure of the undead warchief. If the warchief has been destroyed, place the
counter in the centre of undead army’s base line on the table-top.

The casualty test

O The undead never take a casualty test.

Fantasy Warriors Companion

Sure, they're pretty
frightening to face,
these undead armies.
But I've fought and won
against them. If vou can
knock off a few of their
necromancers with
missiles, you're home
and dry.

LOSING A LEADER SPECIAL
DURING SHOOTING

A fully animated undead unit has just
lost its leader to a hail of elven arrows.
The unit must immediately lose 1 point
of necromantic power: 1 counter is dis-
carded. For the rest of the battle turn the
unit is now only partly activated. It is also
unable to reorganize unless a wraith or
the warchief is in base-to-base contact
with the unit.
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THE BATTLE TURN

EFFECT OF A STANDARD BEARER
SFECIAL ON MOVEMENT

PHASE THREE: MOVEMENT AND

Anundeadinfantryunithisabasemove- VRO RGANTIZATION

ment of Gin. The unit alse has a standard
bearer special, which provides a move-
ment bonus of 2in and gives the unit a
total movement of Bin.

If the unit expands or contracts it can also
add +1 to its guality throw, Should the
standard be destroved or captured, all
the bonuses will be lost to the unit.

Occasionally Iuwill
encounter a mortal
warchiefwho isa
worthy adversary. When
thiz happens, I am
carefil to keep some of
My necromancers’
power in reserve. Then I
can counter any
dangerous moves made
by the enemy.

12

The undead player is not bourd by orders and is therefore free o mase his partly or fully activabed
units as he wishes. With fully activated units he can attack, hold or oppose as he likes, He is nod
restricted by the constraints of orders.

Unactivated units (o poteer)
Cannot mive OT Tecrganze.

Partly activated units (1 power counter)
Lan move or resrganize. Cannat move inbo contact with the enemy.

Fully ectivated units (2 poueer counters)
Can murve of reorganize. Can move ingo contact with the enemy.

Initiative
D% for initiative as normal.
J The undead warchief adds his leadership.
o The unidesd warchsf subtracts one from his initiative score for bad lght.

Movement
Al the mormal rules of movement spply. plus the ollowing:
2 Ondy fully or partly activated undesd units can move.
= Add Zin b the movement rate iF the unit has a standard bearer special

Expanding and conitracting
Lige the quality throw a8 normal.
3 41 o the wandt has a standand bearer spacial.

Reorganizing
0 Undead uniks can recrganize only if they have a lesder special and they are partly or fully
activabed
0 INthe leader special has Been destroyed, only an undead warchief or wraith specialin base-to-base
contact with the unit can reorganize it.

PHASE FOUR: COMBAT

The undead will sucoamb bo cold steel just as surely as the living will, An army, however, that is
fighting against the undead should always take any opportunity to engage the necromancers
themreelves. This will rot be casy, pastboularly if the necromancers have reserved some of their dark
power o counteract such a threat.

Unactivated wnils (no power)
Can do nothing, in combat: they do not fight. Unactivated units suffer double casualties.

Partly activated units (1 power connder)
Can fight provided they are currently irvalved in comial

Fully activated wnils (2 poweer counlers),
Can fight as normal.

Capturing a standard
MNormal miles apply for capturing an undead standard.
o Capturing an undead standard will disorgandze an undead undt
o If the unit is alresdy disorganiced it will lose 1 point of necromantic pawar insheacd
I the umit has no necromantic power (that s, it s unactivabed ) then recromantic power must be
taken from the reserve.

< If there is no power in the reserve the undead army will have io take a power drain et Place a
power drain counter next o the figure of the undead warchiel

Fantasy Warriors Comparnion



THE BATTLE TURN

Q0 f thee undead unit is fully activated and initiates combat (Ehat i, it bas moved into contact with
the: enemyl, it will count a8 having attack orders durimg the finst round of combat only.

Enhancing kill throw modifiers
Mecrommantic power that has been beld in reserve can be used toenhance the kil throw of anundead
unit in combat during the same turn. For every 2 necromantic power poinks expersded from the
reserve, the stremgth of the chosen urdead unit & enhanced by <1,

et

I Whenthe kill throw is about bobe worked oul the undead player annaurdes heis goang teenhanoe
strength of thit unit.

o ¥Where there ane sveral undead units in B same combal, the undead player maust state cleardy
which unit be is enhancing.

I He then hands in the oorrect amouni of pecromantlc power. Combal continues with the unis
counting its new strength for this kill throw only,

d The undead player can enhanoe as many units a5 his power will allow. He is not obliged b
enhance any units.

Kill throw modifiers
Jd Ondy a fully or partly acibvaed undead umst can defend iis standard,

Al kills on umnactivabed units are doubled, chack for specials in the normal way from the dowbled
ol

Kills to undead specials

Kilks are worked out as normal, buat the kss of certain specials will have the following effects.

Losy of @ beader

3 Thee unit will lose 1 point of necromantbic poseer mmmediabely.

1 e 1andl s o mecrermantic power (that is, it is unactivabed} then | poimt of necromantic power
st e laken from the reseree,

1 thie andt s about !'I,g'h.l 1 cam stll dos s

1 ihere is no power in the reserve the uredesd army will have o ke a power drain best. Place a
powner dhrain counbes e b dhe lgane of the undesd warchief,

W The unit is no longer able reorganize unless an undead warchief or a wraith is in base-to-base
combact with the unit,

Laoss of a standard bearer
J Thie undt will lose ies 2imn movemnent bonus.
4 The upit will Iese i85 +1 expanding and contracting bonus,

Destruction of the undead warchief or undead individuals
A poswer drain sesults if an undead warchiel or individual ks destroved. Place a power deain counter
peeenck b £l Figguere o the undead warchied, Il the warchiel has been destroyed, place the counter in the
centre of the undead anmy’'s base line on the abbe-top,

The combai test

A The undead rever take 3 combat test.

Fantasy Warrfors Contpantion

EMHANCING THE STRENGTH OF
AN UNDEAD UNIT DURIMNG
COMBAT

A partly activated undead unit is in-
volved in combat. Before the kill throw is
worked out, the undead player announces
that he is gring fo enhance the anit’s
strength. He has 3 power points in the
resaeryve al decides bo use I bo enhande
the unit’s skrengih for the cwrrent .
He draws I power podnts fram the re-
serve and hands them in. The strength of
the unit is thus enhanced by +1 faor this
kil thiromw.

LOSING A& LEADER SFECIAL
DURING COMBAT

An unactivated undead unit is attacked
and loses its leader special during the
combat. As the anit is enactivated and
tharrefiore has oo power allocabed (Hhat is,
thaspe is e conumvber Beside itl, the power
st b taken froan ke peserve, Lnfortu-
mabelv the andead plaver has no power in
the peserve, and mosd ke a povwer draln
tesd this lum. A power draln counler s
placed face wp next to the model of the
wrdead warchief.

13



THE BATTLE TURN

FOWER DREAIMN TEST

An andead army conlaining 4 necroman-
citrs i U cabal and lpnwr'pﬂlminlhn
reserve must ke a power drain lest dar-
ing daylight. Two of the army’s anits are
disnrgandzed. The undead player rolls
1D6: thie result is a 4.

Tiv this value he adds 4 for the necnamans
cers, 1 for the reserve power point; he
subtracis 2 for the disorganized wanits.
Thee total is 7.

O the score results table this reads as
confusion: all the undead units immedi-
ately become disorganized. Ifthe undead
player does mot recrganize his units
quickly, things could start ko go dramati-
cally wrong,.

14

PHASE SEVEN: THE POWER DRAIN
TEST

For undead armies, the command best is replaced by the power drain test 1F an undead army has to
take a power drain test, something traumatic has happened during the turm that places a strain on
the whole fabric of the army. This s te moment when an undead army can begin o fall aparn.
Mecromancers are especially vulmerable and prodent undead warchiels will recognize this and,
during fimmes of weakness (sich as daviight], keep some pecromantic power In resemve

J The pewer drain est is applied exactly the same way as a ooamamand best

Method
Thros 108 and med iy he resull as ollowes:
+1 b each mecromaroer it Lhe calbal

+1 if might

+] for every necromantic power podnt in reserve
+1 for each urdead artifact

=41 if undead warchief has been destroved

=1 for each enenny paladin Hsdng

-1 for each diserganized undead unik

B o imwiine

2 o Less

K. Areny upalfected

Contusion. ALl undesd units dsorganizesd

Power drain, One necrsmancer must make 4 saving thros or e destroved, U the
recromancer isdestroved these is no meed to lake the power drain best again this ium
Stronyger power drain, bwo necromancers mst make saving thross or be destroved,
It any necromancer is distreyad thene i no need fo take the power draln best again
this furm

PMlassive power deain Al pecromanoers nvust make saving throws or be destroyed,
It any necroaancer is destroyed there is no need o lake the power draln lest again
tlvis furm

Close bodisaster, ALl individuals, the undesd warchiel and all pecromanoess mis
mrake saving throws or be destroyed. If any of thesn are destroved there is no need
bo fake the poover drain best again ihis lurm

Drisasber. All individuaks, the anded searchbel and all necromanoers mist make
saving throws or be destrossed, If any of B ane destroyed there is no need fo take
thoe posver drain best again this am. Any unactivated unils are destroyed and
rernonend From play,

THE UNDEAD WARCHIEF AND
INDIVIDUALS

All normal rubes for the warchiet and individuals are applcable to the andesd warchiet and undead

individuials.

o The unidesd warchiet and any undead individuals in the anmy do not peed necromantic power
o activate theem: they are always activabsd.

A IF thery are with a undt they do not atfec the activabed stabe of that andl. The undt still requires
necromantic power bo function, although the individual does not

The undead warchief
The unedead warchief is the focal point and fgurebesd of an undesd amny: if be is destroyed there
is a stromng chande the undead army will sulfer a huge powes drain, destroving individuals and upils

im s process

A 1 the undead warchied |5 In base-to-hase oontact with a dsorganized and leaderiess unit he can
rearganize ik,

I the ursdead warchied 5 in base-to-base contact with a solilary pecromancer, thal necromanoer
can produce pecromanlic power,

3 1 an undead warchiel is destrosed (killed), the undead army ks io take a power dradn best in the
turmy in which b is killed,
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Creade

Wraiths

Wraiths can reorganize Jesderless, disorganized units, They are also poweriul additlons 1o any

soouting force. The presence of a wradth in & unit will enhance that unit’s comiat abality.

O A wraith can rearganiee any disorganized and leaderless undead unif, The wraith must be in
hase-to-base contact with the unit.

O For every 2 wraiths (round doswnl used for seouting the undead player can throw 106 and add
thi total b his scouting scone

3 Ifa wraith is in base-to-base contact with a partly ar fully activaged unit darng combat, Dhal it
can add +1 b s b kil aed o kil modifers.,

d 1f & wraith is in base-to-base contact with a fully activated undead mssile anit during shooting.
that undl can add +1 b ils o kit ard o kil modifers.

A [fawranth is destroyed (lalled), the undead army has to take a power drain best in the turm in which
iz wrakth is killed.

Spectres

Spectres are the ultimate attack individuals: they are fast-mmoving undead heroes, superb in combai
- and capable of causing undead dread.

O There can be only one spectre for avery 1000 points of the undead army fotal.

0 Specires caneot move ab full speed through eneny units; they have bo move anound then

0 Updead dresd operabes during, the threat phase of the battle. 18 will affect any Byving unil within
12im of the spectre, Lindead dread ignores line of sight and difficult terrain becanse it s an aura
that igrones physical barrbers.

a I-I'.a.-r.p-:-:'lre- I d.-*-.:l'rn].u\i (killed), the undead army has bo take a power drain fest inothe furm in
wivdch 5 s killed,

Necromancers

Mecroamancers are essential to an undead army, because they are the sale providers of its peeado bie-
force: necromantic power. Bt is vigal bo get the right ratio of necromancers o unils whien patbing
together an undead army.

I3 T provide necramantic poser, ecmmancers must b in the cabal.

O I anecromancer is destroyed [killed), the undesd army bas bo take a power drain best in e burm
im which he s killed.

Liches

Liches are undead wizards who use magical power the same way their living counterparts do bocast
spells. Liches cannot rest to regain spent power, but they can gain power from the death of living
beings.

0 Liches gain magical power from the death of the following specials and individuals that wene
livimg:
+1 for each living special killed
+3 for each living unit annihilabed
45 for each living individual or battke leader killed
+5 in aadddlitlom if the individual kilked was a paladin
+10 for each warchie! killed

= When a lich gains maghcal power from the death of a living special, the undead player can
immediately draw the appropriabe amount of magical power.

4 Upan the death of any living individuabish, or special{s), of wpan the anrikikstion of any living
unitis), the undead player immediately draws the appropriage amount of magical poveer
conumbirs and gives therm o the lich in his armry that is neanest (o the incident that provided the
Power LEin,

Lich spells

The r;:.l.'l-,wlng i.l:h:'" |5 wmed ﬁ:lu:l\-‘q—l:,r by liches:

fic poer

Speedl cost 106 for each necromantic poswer point 1o be creabed.

O Ifahe spell is used bo activabe undis, the lich muost be in base-to-base contact with the cabal and the
spell must be cast during the power dravwing and allocation phase.

I The spsell may be cast at any lime i ik wsed o place power in the reserve, but the lich st be in
base-to-buse contact with the undead warchied,

W Mecramamtse power cheated by this spell lasts only for the turmn: in which the spell was cast.

Fantasy Warriors Companion

The armies of the living
are well aware of the
importance of my
necromancers and they
wisely fear the power of
HLY IUEs0me spectres.
But they often forget my
versatile wraiths who,
travelling hither and
thither in their secretive
fashion, assist my cause
in numerous ways. Lel
me say fo my brethren of
the undead: neglect
your wraiths at your
peril!

EXAMPLE OF A LICH DRAWINC
POWER FROM THE DEATH OF THE
LIVIMNG
Dwiring a turn of combat against the
undead, an elven army has one of its
infantry wnits totally snnihilated, In-
cluded among the anit's desd are a leader
special and a champlon speclal. The
undead lich will draw power from the
deaily of the ¢lves as Foldlows:

+3 for the anmihilabed wnil

+1 for the leader special

+1 for the champion special
making a todal of 5 extra power points,

The undesd player can immediatel y draw
an extra § magic powercounters and place
them next to the model of his lich. If he
had mare than one lich he wouald place
the magic power next bo the lich neanest
to the event,
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HUGE UNDEAD
CREATURES

Brethren of the undead,
our rhinos and
mammoths are rightly
feared by all our
enemies. Their mere
presence inspires terror
and many foes have
been driven from the
field just by the threat
of these monsters. Use
your huge creatures
boldly and, with proper
support, they will repay
your trusd
magnificently.
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Any undead anmy can inspire fear in the stoutest of foes. When the bony ranks mclude the monstrous
undead rhinas and mammaoths, even the mcest seasoned weterans can lose their rerve. There are few
foes more intimidating than these mighty undead creatures. As well as their size, these monsters
have been magically endowed with the abality to trumpet like their Bving counterparts. Such
awesome sounds, emanating from a skelstal creature, are particalarly disturbing to living, oppo-
nents. Some of the monsters carmy bow-armesd crevs that can radn down armows on their unfortunate
OPPOrHEnIs.

Thie full praofiles and points oosts for hoge undead creatures can be foond in the ARMY LISTS.

THE UNDEAD WAR RHINO

Notes and special rules
The war thino and crew ane ineated as one unll daring the gamme. The crew are merged indo the rhing's
prodile, The points cost includes a leader special and the cost of o archer flgures. When shooting
the archers wse b boltcm prodile. I ihe dhino s disorganized, the archers are also disosganized when
shooting
J Prowvided ¥ i fully activaded. ihe undead war chine can ihreaten.
1 the chiro thieatens, the target unil mast count 1 eremy musician because of the rhilnoe’s ability

o brumpset

2 The rhino s alse a terrible creadure.

Shooting the archers from the rhino

A The archers have & volley counters as normal
0 Prowided the war rhire is fully activated, the archers can shost during the shooting, phase whike
the war rhino bs in combad. They can shost at the enemy unit that the war chine Is fghting,

Destruction of a war rhino
A 1f the rhino is destroved the undead crew suffers the same fate.

The undead war rhino with an army standard
For an extra 50 paints an army standard can be carmied by the undead war rhino.
d The standard mowes with the war rhina.
d  While thie rhiree remnains so does the stareiard, ad will give s oriias dun.ng a power draln sl
J The army slandasd canpeat be taken down
1 the rhino ks destroyed the army standard bs corsbdered wrecked, and a posver drain test musi
I bakoEn Ehis Burm

THE WAR MAMMOTHS

There are bwo undead mammoths The main difference between them is that the standard war
marmareaih has bwo archers among, ils crew, while the anF-a-ﬂalf'_.uaT:‘l mamnmcth I'L;:.;ra:apull.'l'he
folkpsving notes and special mles apply o Impenal Guard and war mammmoths alike, sith the
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exceptiom of any rubs that refer to the cxtapult only. Catapuilt rules apgy esclusively b the Imperial
Guard mammaoth.

It is not known shiy the catapult-armed mammaoth & commaonhy refernid bo as the Tmperial Luaard”
mammath. There is no undead emperor and no undead guard corps. One sugggestion is that the
beasts, when alive, formed part of the army of some long-forgotben nperial advenhere ard i§ has
pleased the undead warchiefs to retain their original prowd designation in mdckery of thets current
stabus as mere anomabed, skeletal slaves,

Notes and special rules
The war mammoth and coew ane treated a8 one urdt during the gamse. The orew are merged into the
mamemoth’s profile. The poinis cost ncludes a leader special and the archers, atapuli. When
shiosotimg Ehe archers / calapul use the bottom profile. 1F the mammoth is disorganieed, the archers
catapult ane also dscrganized when shooting,

a 'I'hﬂul.qpull'r. range and and s method of caloulating hits and kills are the siome as for a ballsta.
All ballista males apply to the Imperial Guard mammoth's catapult.

3 Prowided it ks fully activated, the undead war mammaoth can threaten.

O 0 the mammoth threatens, the langet wnil must coun | enemy musician becaose of the
mammiath's ability bo inompst.
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SHOOTING THE CATAFULT FROM O The war mammoth is a tesrible creature.

AN UNDEAD IMPERIAL GUARD

MAMMOTH 5

An undead Imperial Guard war mam- Shooting archers or the catapult from the war mammoth

okl shoots its catapult at 8 unit of wood I3 Tha archers/ catapult has & volley counters as normal _
elves. The catapult has a worth of 3, ena- O Provided fhe war mammoth is fully activated, the archers catapult can fire during e shooting
Blimg it o dice 3 times for hits, [Fachbeves phase while the war mammaoth is i okt Thee archers / catapult can aden & the eneamy umat thak
1 hit. To see if it becomes a kill, the the war mammath is fighting.

mammath player ralls a die and obtains

a 8. To this is sdded I for the strength of »
e catapulk frumsmbe thet the calipult Destruction of a war mammoth

has separate warth and strength from the O 1 the mammoth i destroyed, the undead crew and archers/ catapult suffer the same Ebe
manmdh = don't use the mammaoth’s

whenalculating shaotingeffecsliyield- — Ph e pndead war mammoth with an army standard
inmg 7. From lﬂn_i is deducted because th For an extra 50 points an army standand can be carried by the undead war mammioth.
target has a shield. The resall is & The O The standard moves with the war mammoth,

Miszile weapons v armans char s con- ; . : "
Whike the mammoth remuins s does the standard, and will give itz bonus during a power drain
sulted. The catapult counts as a ballista Q ot

e 'ﬂ1t| = ; m“ﬂ:“";:?::l.;: A The army standard cannot be taken down. _
e = . i is a kil 3 If the mammoth is destroyed the army standard is considered wrecked, and a power drain test
= "‘]'H "“E:E::“" : R —

B Eves =] o
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INTRODUCTION

INTRODUCTION

The FAMTASY WARRRKMRS fantasy battle game has enabled thousands of people io breathe lite inbe
thedr armsss of plasiic and metal miniatures, The excibement, variety and essential simplicity of the
gami has earned it many adherents. Natarally, this has led to demands from the public for maore.
More rules, More ANMEs, mone ‘-1'!'!‘“&. mmanre winys of defeating the enemy. Mone, in other words, of
the enjoyment thal abowe all distinguishes the wonderful game of FANTASY WARRIORS from
everything else. Such enthusiasm cannct be ignoned amd 20 we bring you: MERCERARY!

COUNTERS AND DICE

New counters
J  Prower drain counbers I Impassable termin counters
< Firewater counters = Hostile terrain countiers
o Foisoned arrony volley oounbers J Dragon breath counders
J Cannanball volley couniers d Flying counters
J Enchanlmemd ooimnbiers

ADDITIONS TO SEQUENCE OF PLAY

This section shows at what stage in the gamw’s sequence of play the new features provided in
WVIERCFRARY shaould bee imisoduoesd

Preparing for battle

Chrganising amx arimy
Mayers wishing bo select firewater, poisonaed armows, baittlefickd Squipmsent, mescenaries, artillery,
b ereatures or new individual types should do so now along with the selection of the mest of iheir

ATy,

Before the battle:

Dreprlorving the army

Allpcats finewater; position palisades, chevaus de frise, spiked pits; ebves that have outmanoeuvred
thedr enemmy may st up ferwands,

Boast and omens
Warchiefs clecting to make speeches do s al this slage

The battle turn

Threal phase
Dhuring the first donly) threat phase of the game, a goblin warchief may indbiabe the goblin warchant
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BEFORE THE BATTLE

BEFORE THE

SPEECHES

Instead of boasting o the whole army, and running the risk of having the boast backfine in the micdle
of battle, & warchief can eect to deliver a rousing speech fo one selected unif. A good speech will
imsgpime thee selschad wnit o start the balthe in blood st 6 is & bad spaech, himsever, the efect is
peversed and the windk will start ol shaken, 18 the warc el can deliver a legemndary ‘||:-|‘.‘|.‘|'|'I  odhir uniis
im the comand will be aware of B and becoms inspired themeselves. Sperches ane an excellent
methodd of immwdiabely bringing units of berserkers and shapechangers o their full pobential

Rules for speeches

Speeches ke place during the boasts and omens phase of a battle

THE PRE-BATTLE SI"EECH

Hefore a battle the wood &lf warchief
wishes to inspine a unit of shapechangers
h in hiz command with a speech. The
Thee searchiel can bhave anly one attemgpd at making a spoeech. warchief has a leadership of 4, and the
Ui timib recedving the speech cannol have laken part in scouting, an:n].'al:u conbibes &a :rrn}':tandard tal-
isman. The wood f player rolls 104,
which eomes ap 4. This is adjushed by +4
frer the warchiet’s leadership, +1 a5 the
chapechangers are in the warchlels cam-
mand, 1 for the army standard, making
a botal af 1) podnts - a legendary speech!
All units in the warchicfs command are
in bloodlust. This now means the
Throaw 106 and add the warchiet's leadership, Modify the result as follows: shapechangers will start the batile inbear
+1 for each talisman in the army farm. The wood elf player places

blosdlust connters next to all relevant

The warchief can give a speech o only one unit in his army.
If the warchief makes a speech, he cannat boass.

[ By Iy

Aot i S I the s arc bt will pesmadi wikh Che gmnid, and siarl e Babibe i hase- o-base comdact
wirth that unit.
v earchdel is free bo leave the wanil during his movemes
17 B b il el i 1 Al

Method
[raring bhee boasbs and omens phace the plaver anournoes that his sarchief i going o make a rousing
l\.}?l_"l_"q.h Hix Ebsimi places lis wanchied in Base-lo-base coivlact with the receivingg uni,

+1 if thee umit &s in the warchiels command

1 if the warchief is enduring bad light ambla,
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BEFORE THE BATTLE

How do I make use of
firewater? With rabble
infantry, that's houw.
You see they're scum! -
and pretty useless scum
af that. But if I line
them up in front of the
rest of the army, fill
them full of firewater
and order them to
attack, they can cause
mayhem among the
enemy. The real
fighting warriors,
following close behind
the rabble, will exploit
the confusion amnd gain
a crushing viectory, And
if the rabble, befuddled
by firewater, get cul to
ribbons, well, who

cares?

EXAMPFLE QF FOISONEL ARRLWS
A& unit of ore archers blackens the sky
with 3 volley couniers, one ol whilch Is a
poksaned arrow oounter, against a bar-
barlan glant. The ores score three kills.
Thie barbarian player must now roll 3
saving throwws for his gilant, with each mll
counting =1 becamse of the poisoned ar-
rows. The barbarian giamt’s saving throw
i 5 and the player rolls X066 three timmes —
they come up 9, 7 ansd & Adjusted by -1
this reads 8, 6, 5 — no lack, the giand is
slain by poisoned arrews,
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1 A legendary specch, the words of the warchief spread throoghowt the whole
command. All units in the selected unit's command immediately go into blood bust
Flace a blood bust counter mext to each unit

9 Thee speech s a rousing sucoess; the warchief inspires the unit to get to grips with and
destroy the eremy. The unidt immediabely goes into blood Test. Flsoe a blood st
counter next o Ehe unit

Tha B The sprech is medinere and has no effect on the unit

[ Thee warchsel's atbemnpt to inspire the undt Gils miserably and it becomes shaken and

disorganized. Place shaken and disorganized counders next to the unit

& major bhamder, the warchief' s words ciuse alarm and confusion among all units

in thit selected umit's command. Plaoe shaken and disorgandzed counters next to the

units

5o less

FIREWATER

Firewaler enhances the staying power of units in battle, but reduos their eftectiveness during
shooting and combat. Also any unit under the inbleence of tirswater will be impossibbe b recrganize
onoe it becomees dBorganized

Poinis cost of firewater
2 Firewater cosis 20 points for each oounber,

2 O counder afects a whole unit, regardless of that unit’s size.
W Firewater = depichid on the table-top by a firewater countar,

Distributing firewaler

d Firewater ts distributed during the deployment phase of the game.

A Place a firewater coanber nest 1o the appropriate unit and keep it with that unit for the durmtion
of Bl Baktle,

J Linits that have soonsled are not eligible.

Eﬂi.-{:ts of firewaler

All units urder the influence of firewater gain a +1 modifier in the threat test, casualty best and
im the comnbal best.

2 Al undls under the influence of firewater receive a
shoating and comibat.

| modifier for their to hit throw during

a4 Any unit under the influence of frewater cainnot recrganize if it becomes disorganized.

POISONED ARROWS

1 Prasoned arrovs cost 20 points for esch voldley counter.

d They are only available to units armed with boss

d Omby goblins, orcs, amazons and meroenaries may use poisoned armows.

J Mo unit can have mose than & -..'nll.'-}' counters, any number of which can be posomed arrow
vislleys

o Replace a pormal volley counter with a ]ml:.nrnd valley counter.

Effects of poisoned arrows

J Any creature that has o make a syving throw against ary missike wolley containing poisoned
arroaws suffers a penalty of <1 1o is saving throw for each poisoned arrow counter in the volley.

A Poisaned arrows have no effect agaimst the andead
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PHASE THREE: MOVEMENT AND
REORGANIZATION

Flying

Fiving eounlers

Although aunit or individual rmay be copabile of flight, it will not recessariby be alsborne all the dme.

Tir indicabe whether such a umil is Aying, a fying counter must be placed nest bo il Any unit nod

having a |'|:|-'il'|l.' oranber nesd b ot s cosisdlered o e an the Hn:u_u'ﬂ__

< Flying counbers may be placed or removed only bedore moving any relevant unils ar isdividuals
in their movement phase, B players wish o have any Right-capable units or individuals
comumenoe the gamee in the air, they skl place & flving counter next to the a prropriale fguines
in the deployment phase of the first tum,

< S0 Aigh-capable units and individuaals have two movement rates, eround and air. These are
slsivach i Ehee army Hsts with ground movemsent given firss, for example, huge dragon gin/1%n
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BATTLEFIELD EQUIPMENT

BATTLEFIELD
EQUIPMENT

Unit A is shooting from behind mantleds.
The dathed lines indicabe the anea inio
which this unit may direct its missiles
Enciy Bebween B dobled lines is an
eligible arget.

Uiniit A& s shelbering behind nuamtlets and
iz being shat at by three enemy units The
lime od sighit fmom undt B ls endirely throwgh
thie mantlets and thus A& couints as in ard
cover when calculating kills from s
missiles.

Unit C cam i:ﬂh'h-li_dtq T il alg_ht b A&
which bypasses the mantlels. Because
this line of sight exposes less than half of
A to unprotected ablack from C, kills are
caleulated with the benefit of soft cover

applying to AL

Unit I? can tra<e a line of sight bo mone
than half of A which bypasses the
mantlets. Kills from ['s missiles are cal-
culabed without A receiving any cover
emvefits,
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If am army is prohibited from using any type of batthefeld -nl:p.lipnu:nt, this information will Appear
i s army list, Apart rom such spedcibic proscriptions, any AT CAN USE any bactlefield eduipmsent,
Gremsdier has loensed a range of high quality resin models of battlefield cquipment, including
spibed pits! Details of price and svailability can be obtained from your stockist or dired from
Corenadin.

MANTLETS

Mantlets are large mobile shields that enable warriors b approach and engage the enemy while
gaining the bonus of cover. Used with gldll they can allow an army fo met b grips with an enemy
without baving bo endure the full effects of hostile missile e, Mambss, however, can be camber-
some o use, espedally over difficult terraim.

General notes

o Mantlets cost 20 podnits per 2in. The minomum size is 2in.
o When several mantlets are used by a undt H'Er'lu' st remain in base-to-base comdact skl ome
angther.

Mantlets and orders

Al normal rubes apply for units using mantlets

Mantlets and threat

The normal rules of threat apply. Figunes using mantlets can threaten, counter-threaten and be
threatersed,

Mantlets and reactions
Al mirmal rules apply with the addition of the follewing:
4 Bouting units with manthets will abandon them on the battletield where they ane.
4 Unkts im oo bust - including missile wnits - will coee out from behind mantlets and abardon
e,

Mantlets and shooting

2 Figures shooting behind mantlels establish line of sight as follows, Only tangets direcily in front
of the maniled ane eligible. Place a ruler om the ouber ediges of the mantlet's base. Line of sight is
established if any target |s within these outer edges. Mormal rules about difficult termain apply.

4 Whenshooting from behind a mandbet, the range is measuned from the (romtod the mantlet’s base.
Likimwise wheen shooting at a targel thal ks using a mantlet, ihe range is measuned to the front of
thie manitlet's base.

2 A unit that uses mantlets cannol shaol in mone than obe mnk.

2 Unies that are bebind mantlets count hard cover when they are shot st For a anit to claim the
cowet, Lhie mantlet musd inberrupt the line of sight from gk shooting unit to the tanget unis.

1 The wwheole unil counls as having soft cover if kalf {round down) ar more of the unit can claim the
cover,

A The unii counts as having po cover i bess than balf the unit can claim the cover.

2 Casuialties are taken first from those Bgunes not covered by the mantlets.
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Mantlets and movement

2 A twoeman mantlet can be mosed af kalf the speed of the slwest figure in base-bo-base condact
behinad it Tt must have bwo figunes on lin bases behind it to move, or 1 guse on s larger base

< MNormal difficult fervain rules apply except & mantket cannot move through swamps, woods,
buzshies, bulldings or walls.

J Moving oul irom behind a muntlet is done at half speed, as is moving back behingd one,

Mantlets and combat
i Aunit using mantlets that are in base-to-buse contsct with the enemy is considered g be bn comilsat
with the ENEmY.
1 For each mamslet involbved in Ehe combag deduct 2 from the total wosth of both wnils involved,

PALISADES

Falisades are simple defensive walls evectod on a battlefield just before batthe is joined, They offer sofl
dover o units behind them and provide a good defensive barrier during combat. Unlike mantlets and
pavises, palisades are mmobile.

Palisacdes are usually made of wood, bt can be anything from a line of piled up thoes bushes o a
hasty breastwork of rocks and sbomes, Whatever a paliside is assumed tobe constrscied of, s value
and effects are identical.

General notes
J Palisades cost 30 points per &in The miniemum siee is Gin,
4 FPalisacles are positiomed on the battlefield during the deplovment phase of a battle. Mormal nules
for deplovment apply.
= IF an army cutmanceuyres the cnemy i can set up palisades up to 180 froms its own basedine.

Palisades and threat

fwormal rukes of threat apply. Figures behind palisades can threaten, counter-threaten and e
threatened,

Palisades and reactions
Adl mormal nales apply with the addition of the fellewing:
I Units in blosd hist - incloding missile units = will comse out from bebind palisades.

Palisades and shooti

< Figures shooting 'Dl:hll‘u:lr:flbm.lu:- establish line of sight a5 normal.

a2 When a unit is behind and in base-to-base contact with a palisade, range is messaned fram the
frome of the palisade’s base. Likewise when shooting at figures thal ane using palisades, range is
maasured b the frang of the palisade’s base
A umnbt behird o palissde counts soft cover when shol al. To claim e cover te palissde must
imbermapd the line of sight from the shooting unil o the Larget umit
I v Eliam halfl the unit can claim the cover, the whole unif counts as protected by soft cover.
I bess han balf the unit can claim the cover, the whole unit will court no cover.
Lasualties are taken first from those figures not covered by the palisades.

O

oo

Palisades and movement
I Palisacles cannot be moved during the course of a batike
4 Crossing over palisades at greater than half speed will sesult in 1062 aubomatic hits {that is, rall
o die and subtract 2 from the: scorel. Immediately check for kills as if attacked by spears,
checking for specials as normal. Should the unit suffer 25% casualties it must immediabely take
a cosualty test as normal. All reactions will apply.,
3 Crossing over palisades will disorganize o unit, regardbess of the speed at which it travels.

Palisades and combat

0 A unid that is in base-jo-base contact with palisades which are in base-bo-lase conbuct with the
enerny is considered o be in combat with the CRETY.

A Dedisct 4 from the worth of the attacking unit for gach kength of palissds mvolved in the combat,

Fantasy Warriors Conrparion

My favourite items of
battlefield equipment
are mantlets and
palisades. Against wood
elves or dwarves, the
manilets enable my
sturdy warriors to get to
grips without losing too
many casualties on the
approach. I'm always
careful to make sure
that the mantlet-
equipped warriors have
flat, clear ground to
advance over. Difficult
terrain makes for a very
slow advance with
mantlets, if order is to
be maintained.
Palisades I favour
against the likes of
barbarians, horse or
fool. A well-placed
palisade can swiftly
cool the ardour of a
barbarian flank attack.



BATTLEFIELD EQUIPMENT

Uniit= A and B are in base-to-base contact
with fhe chevaux de frise. Linit A s in
fromt’ of the chevaax de frise; unit B is
“behind” the chevaux de frise, To gualily
a4 “facing’, the front edge af e anil ms)
be in base-to-base contact with the
chevaux de frise,

CHEVAUX DE FRISE

Chvaux di frise are rows of poinbed stakes that are placed on the battlefield to provide pobentially
lethal obstaches o the enemy. Unlike manthets and pavises, chevaux de frise are immobile,

General noles
O Chevanx de frise cost 15 points per 3in. The minimuam size 5 in: the depth (ront o back) is Tin
0 Chevapx de frise are positioned on the battlefield during the deployment phase of a batthe
Mormal mules for deplovement apply.
3 If an AFTY QU ETANELT TS the enemmy it can set up chevaus de e up to 1586n from its own
baseline,

Chevaux de frise and movement

1 a unit approsches rom the front of chevaux de frise lthat |5, It advances cnbo the sharpened
stakes) and moves inbo base-to-base conbact with thern, it must halt otherwiee B may sulfer
casualties.

A If the unit ehects nok to halt but insbead moves on threugh the chivaus de frise, it will ke 106
3 automatic hits. Chack immediately for kills s if the unit were abtacked by spears, checking for
specials as normal Should the unit suffer 25% casualties B must immediabely ke a cosualty test
as normal Al reactions will apply.

3 Units in blood hast will not halt ag chevaus de frise and will astomatically suifer 10462 hits.

O A unit that starts a movement phase in base-to-base comact with chevans di frise i5 free o move
aveay at normal speed during the phase.

Chevaux de frise and combai
0 A unitin base-to-base comtact and behind chevaus de Frise is considersd tobe in combat with any
ey wnif thad is in base-to-base contact with and facing the same chevaux de frise.

I Fareasch length of chevaus de frse invodved in the commbat, dedect 2 from the fotal worth of the
attacking unit inveldved if that unit §s in froed of the slakes.

PAVISES

Pavises are lange mobile shickds employed by warrlors as a mobile form of seft cover.

General noles

2 Pavises cost 5 points per Tin The minimam siee is lin.
B When several pavises are used by a unit they must remain in base-to-base contact with one
amirther,

Pavises and orders

All pormal Fules appdy for units using, pavises.

Pavises and threai

Pdorrrual mudes of threat nppl}'. Figures using pavises can threaten, counter-thrsaten and Iz tlreatened.

Pavises and reactions
All normnal nules apply with the sddition of the following:
0 Routing units with pavises will leave therm on the Baitlefield where they are.

O Units in blood ust - incloding missile units — will come out from bebied and abandon their
Pnl'ﬂﬂ"'.l.

Pmms and shooting
0 Figures shooting behind pavises establish line of sight as normal
0 When shooting from behind a pavis, range is measuned om the frong of the pavis's base
Likewise when shooting at figures using a pavis, range is eneasured bo il frontof the pavis's base.
1 Units using pavises cannat shoot in more than one rank.
O Uniis behind Fau'.'tmm: oot soft cover when shot &t For & unif bo claim cover, the pavis mist
ingermapt thee tine of sight from the shooting umit bo the tanget unit.

Ferntasy Warrriors Cosspxastion



BATTLEFIELD EQUIPMENT

= I mvore than half the unit can claim the cover, the whole unit will count saft cover,
= I less than half the unit can claim the cover, the whole anit will count po cover,
W Casualties are taken first from those figures not covered by the pavises.

Pavises and movement
o A pavis may be moved by a anit ot halil speed. There must be at least one figune in base-lo-base
conkact with the pavis for il o move,

= Mormal difficult berrain rales apply except & pavis cannot move through oF over BWAINS,
winiils, bushes, bui]dlnﬂs ard walls,

Pavises and combait
< A unif using pavises that are in base-to-hase contact with an emeny unit is considered to be in
coandbal with that it
2 Forovery two pavises (round uph invobved in the combat deduct 1 from the botal worth of bath
uniis ipvolved.

SPIKED PITS

Spiked piis are placed on the battlefield to provide potentially lethal obstacks to the enemy.
Because |]1li‘f-' represetit holes dug in the ground, I:I'u"_!.' are iminnedbe

General notes
< Spiked pits cost 20 points per 3in, The minimwem siee is Sin; depth (front 1o back) & 1.75in
= Spiked pits are positionsd an the battlefield during the deployment phase of a batle, Mormal
rules for deployment apply,

= IFanarmy cutmanceuvres the enemy it can set up spiked pits up to 180 from s own baseline,

Spiked pits and movement

2 I & unit moves into base-bo-base contact with & spiked pit, it must halt or pobentially sffer
CasuaMies.

I the unit elects not b halt bul insbead moves over a spiked pie it will ke 106-3 aubosatic hits
per pit, even if only part of the unk goes over the pit. Immediately check for kills as if the unit
had kaken hits from a spear-armied uni, checking for specals as normal. 17 the unl sulfers 2559
or more casualties it must immediately take o casunlty testas normal. All reactions will apply

' Uinits in blood hust will not halt at spiked pits and will sautomatically suifer 106-2 hits

< A unit that starts a movement phase in base-io-hase contact with a spiked pit s free b move
away bt not overd at noemal speed during the phase.

Snikad pid / ;
Q2 Acumitin base-to-base contact with, and Eacing, a pit can only be attacked fromtally by a unit that
is in the pit. The wnit in the pit takes spike casualitees as in Spiked pits and movensent (zoo
aborve) m addition b combad casualbies.
A gnitina pit and in combat deducts 2 from its tolal waorth

mfasy Warriprs Comipatriion

Pavizes can be a greal
assistance when my
army faces dwarves.
They enable my archers
to get within bow shot
of the enemy without
being devastated by the
longer range dwarven
crossbows. Much elven
blood has been saved
and much sorrow
avoided by the use of
the kindly pavis.



TRICKS

EXAMPLE OF THE GOBLIN WAR
CHANT

1t is mighit amd the first threat phase of a
haktle between a goblin and a dwarven
army, The goblin player decides to begin
agiblin war chand, All hiscommanss ane
under hald orders and none of them are
reacting. He announces his army s be-
ginning a war chant and rolls 204 (an
extra dice fornighth, which come up 4 and
3 He adds +4 for his warchief's lesder-
ship, making a total af 11 points. The
playerchecks hisscore, it neads “the chant
pies om,, as yed haviing no effedt’. He must
keep his army stationary and do nothing
artil he can fry again mext farm - hape-
Iully mand al b goblom unibs willl pesct,
R

Sorme armies bavee the ability o use aspects of thiir racsl or cultural background in ways that are
effective on the battlefield and undgue to themselbves, Here we pressat two of the most well known
army tricks,

GOBLIN TRICKS

The goblin war chanit

The aim of the: goblin war chant is to whip Ehe whaole army into blood hst simulaneeasly, bedone the
enemy has a chance to react or deploy effectively. At its most patent the war chami will aleo have the
enimy army checking its will to stand and fight. The drawback to the war chant is that onoe started
it mvust ran ik course. The war chant can also il with dsastroos resules.

The war chant begins on the Gret theest phase of the battle

[t invedves all the undts in the goblin army:

Al commands in the amy mast be under hold orders

Mo unit can be reacting.

Commands that have scauted also take pan

Allied comamands apd IMETCRAry gommands also take part

LF thwe chaml continues it takes place during the threat plase of the batthe turn

Linits can do feothing else while the war chant begins or contimues; they cannot move, fght and
s o, Should & unit do anything else bt stand and chame, the chant is broken and the effect i as

COO0DDDOC

1f a5 eesules o the soome Chard beiloaw
o [atany tire duringaclunt a amit obbyine s reaction, the ethect is a8 if a 7 resul s on the soome chart
[E P

d The war chied, Iincdividuals, and bakthe leadiers misst also remain stationary while a war chant =
£ [AldE gt

Meihod
Thronw 106 and add b worth of the worchiel. Modity the result s follows:
+106 if it is right
+1 for exch talisman in the goblin army
+1 if ther omiens are good for the goblins
+1 if thee omiens are bad for the enemy
+2 if the goblins are ecnvplowing a battle dnam

Fierikasy Wharrtors Corrperiiog



TRICKS

16 or maore

15

14

e 13

LR

The chamt rises to s blood curdling roar from the goblins, The BTy Armiy st
make a command best this burn. All goblin units go into blood lust, Al gollin
omamsands ll'l"lll'l'l"l.lilll'.l.'|:|l' havve attack orders. BEemove the haold order coumnters and
replace them with attack onders. place blood lust coanbers nesdt b each goblin unit

Mace command besl cosinibers mext fo the enemy warchief, battle leaders and sooon

Thee chant is over for this batthe

The chanting gathers momentum, becoming bouder and waore rhypthmic, | emds
abruptly witha deafendng war oy from every goblin varrior, Al units go nkoblood
lust. Flace blood lust courders next to each goblin unit. All goblin commarsts
immedistely have altack orders, Remove the hold onder counters and replace them
with attack orders. Place blood lush coumbers rext to each goblin unit. The chant i
ower bor this battle.

The chanting gets louder aved loudar, weapons are hammered on shields, feet stamp
the ground in rhythm, ard musicians add (o e cacophony as the gobline work
themselves up into blood hest. All goblin unis that are ot disorganizad go into
bloaod lust, place blood hust counters nest o each unit, The chant & over for this
[RETH1N

The chant goes on, as yet having no effect. The goblin player has the opgion of
conbinuang the chant, or ending 7t {see above).

The chanting has no effect, there is ro conflderoe and one by one the goblin units
o tired and the chanting peters out all togethes. The chat is over for this hattle
Il l.']ld:nl:il'l,h'_ is half-hearted, it falers and dies wway wikh h,-.nll:..' a murmmur; it is
akrvinias bhe H;d.lb.liﬂb- are intirmsdated by the enemy Al wimigs bacome shaken 'p'lan,'\-
a shakern counber next to cach unit. The omens are ovw bad for the rest of the battle
The chand 8 over for this battle.

Diisaster, The failure of the chant to rise above a hali-bearted murmur sevensly
shakes the while arrmy. All units beocomie shaken, the omens are foaw bad for the rest
af the battle, and the army must bake a commard test this turn. Place shaken counbens
next toeach unlt, Place command best counters nest to the warchief, battle leadons
and so om. The chant is ower for this hatile.

WOOD ELF TRICKS

Outmanoeuvring and setting up forwards
1§ woond eelvies onstsmanoeiyne the enemy they can set up in frees and bushes nearer to the enemy than
wiould otherwise be possible. This ability is known as setting up forwards

2 [Fan army solely consisting of swood elves (including eagle riders) sutmanoeuynes the eremy, i
can st wp iy any terrain feabhares containing trees that are within that armiy's half of the table

2 The terrain features muist comsist solely of trees or trees and bushies, nod bushes only,
2 Units that have taken part in scouting cannot set up fonwands.
O Units thag set up forwiarids start the battle disorganized, Thair comamancs must start under hold

orders

O Seteing wp forwands is carmied out in the diepheymiend phase

Fintfasy Warriors Compaanion

The first time I
encountered the goblin
war chant it was a bit
unseftling. My army
was all lined up ready
for baittle, but instead of
the usual unitidy goblin
aftack, all that
happened was that they
started making this
dreadful noise that got
louder and louder. Even
My Warriors were
slightly unnerved fora
while. Naturally I got
them in hand again,
but it was worrving
while it lasted. So it
pays to be ready for this
trick of theirs,
otherwise disaster may
strike before the batitle
even gels started.

EHEMY

WOOD ELVES

The shaded area is the wood elf army's
Talfl of U Lalsle.
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MERCENARIES

MERCENARIES

LISING A MERCENARY COMMANT
An ore army has hined & mercenary cam-
marnd on half pay. Dhiring the course af
batile the meroeiaries take a command
lesk The command Eesl runs &5 narmal
excepl the mercenarics must alse count
amn extra -2 because they are only on half
pay. The final result is 5, making things
tense for the orc player. He has to imme-
diately dice again, and there is a chance
the mercenaries may change sides. The
o player rulls 108, whidch comes ap 4. It
could have been warse, bot as it S fhe
wihale mercenary command routs From
the balile and is removed from the talle-
tap. Had they been beiter Fuld Ehiry wwnaild
have put up a belier light.

i

Uhe workdl of FANTASY WAKBRMRS i a rich and codourtul place, and among its most rich asd
oolouriul inhabltanis are the mercenanes — ebullienl, roguish, skilled and vEry pru[r-ﬁuuul. 'Fhej,'
will add variety and expertise o amny army st Rake care: thiy are nol flg_hling for ghory —|h|~'3.- A
fighting for momey. The wise warchiefl will see that his mercenaries ane fully paid.

MERCENARY COMMANDS

Mercenany commands can be used by any army except the undead. The composition of 3 mercenary
commared can b whatever the player chooses; mercenaries make it possible b have units of ehves
amdl ores fighting sice by side.

Creating and purchasing a mercenary command
W e Creating o mercenary oo the player can chocse 1o pay the full points oost af the wnits,
hall e Poimnks ook OF & Guaarber ol thaz proimks oosk {round all Iractions upd, These oosts reflect wihetbr
thi FEFOHARY WaTTRirs e Bspein pakd in the godd that they I'I|_l.||: and die for: hoaw 1h4_-3,'3rg paid
alfeots Eher |:-r.rl'urn'|.'||'u:r om the feld of haitle. MNeedless b v, I'|,|l|3.. p.'.ld FEFCRLATY commands
perform maore effectively than unpaid commands.

(Apdions
1. Pay the full points cost of @ mercenary command. Such commands are classed as p.iid up.
2. ".1:|.' hali the pimEs cosd inounsd Llpjlnl' a mercenary comumand, These commuangds are classed as half
padd,
3, I:'.J._-.- o quiaTher ||I'II||.-:'|u-u'|-|'|.'||=_. comumared’s poinls cost droursd upl Such a comarand B classed
as unpald

General rules for a mercenary command

A mweroenmary commanid carmot outnumber the rest of the army in numbers of figures.

A There can be only one mercenary command in cach army.

d The mercenary commanad is headed by a mercenary batile leader, and must oonbain undts.

Jd The mercemnary command cannol combaln Ehe warchbed,

4 A mercenary command can corsist of units of any mcial tvpse, but all warrors in the same amit
roviisl e of B sarme raoe,

A mercenary command caneod copadn the updead

T meroenary comurand can have o individual, The individiesl can be one of the following:
hern, seout, marksman or destrover,

I'he incdividiial canmed be uandeacd

All norinal rules conceming individuals apply with the exoeption below.

If the meroenary command battle leader is killed, the mercenary individual will leave the
battlefichd immediately. The individual is removed from play.

o Thie mercenary irdividual will move when the mercenarny batthe leader does.

[y N

oo D0
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MERCENARIES

A mercenary command before the battle
d A mercenary command will ot seont. If the command has a sosil individieal, owever, it can be
1sed in the socouting.
A mercenary command ahways starts the battle with aprpose orders.

A mercenary command during the battle
A mercenary command will operate as normal durng the Batthe, et it can nsgand receiving new
orders and the command test very differently depending on hoow the mercenaries are padd.

Phase five: new orders
The sucoess of Bsuing new orders o meroemary battle beaders l.|:-;|n||_'!.' |1r'-i14,'|11:-; o bowy msch (e
mercenary command has been paid.

To the battle keaders test add the following modifiers:
1 if a paid up mescenary command
2 uf & haldf |'q.|r.| METCenary command

=4 b an unpaid mercenary commdand

Phase seven: the command test

Thee comumand best can be the frue test of the lovalty of 8 mercenany command. To the command test
add the I'r-llnwm:_.'; med i fiers

=1 if a paid up mercenary command

=2 i @ half poid mercenary commansd

—4 if an unpaid meTtenary command

Thee following resulbs for & mercenary command replace these for normal commands

Srore
T or mon: The mercenaries see their pay in jpopardy and will fight all the harder b protect i
Al units in the mercenary command go into blood hast, regandless of a ny ithat Ty
have different resctions. Flace blood hest counters next b each mescemnary wmndt [F
any of the units are disorganized they remain so
L] Mo change
5 Mo change
4 or less Imamediately rall 106, Adjust the resilt by +2 i a fully paicd meraemary comenand,
Iy =2 if an unpaid mescemary command, Consull the folkowing lable
Seore
i Al units in the mercenary command ane shaken
dins The batthe leader, individual and all units in the mercenary comsmand rout and are
remawed Frn the battlefield
3 ar less Roul ar belrayal. The mercenary oomamand may change sides, ses Changing sides

Changing sides

i The first time a mercenary oommard gets this result @ will change sides, Il now falls under the
control of the enemy player. The mercenary command retains its current orders but these orders
will novw be directed at its former allses.

d Theenemy player can noww ireal the mercenary command as his own, and give it fresh orders and
S0 0.

4 The paid status of the mercenary command remains unchanged

A 1f this is the sevond Hme the mercenary comunad bas had this resalt it will not change sides &
sovand time, bud instead will reut froam the battleficld & normal

Barthasy Wrriors Comprirtion

You ask me about
mercenaries? Well, Il
tell vou. I've used them
and they can be
invaluable. If vou know
where to look, yvou can
get anything you like:
dwarves, elves, orcs,
ogres, barbarians,
dragons, gianits -
anything living. And
they have no scruples
about all being mixed
up in the same
command — very useful.
If you're desperate for
extra troops you can
always try hiring some
mercenaries and
underpaying them. If
you do this — take my
advice. Throw them in
where the fighting is
fiercest and do it as
soon as the battle gels
started. That way,
they'll win the battle for
you instantly or take so
many casualties that it
won't maitter if they
change sides or not.
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ARTILLERY & HUGE CREATURES

ARTILLERY & HUGE

Ol certadn armiles can use these potent, long-range missile weapons. Simdlarly, huge creatures are
limated o specific armies. Consult the ARMY LISTS to see which armies can select them.

HALLISTAS AND GIANT CROSSBOWS

Use the crew profile if the coew is shot at or 3 involved in combat, Use the ballista or crossbow
T'mﬁlr o caloulate the shooting effect.

It takes a crow of bwo o shoot a ballista or giant crosshow to mssdrmwm efbect. 1F there s only one
crovww member, blackening the shy & not possible

1 The ballista can be moved at 2im for each bving cres meemiber, b a maxisoem of 4in

4 Use the crosshow profiles on the weapons v armowr chart, not forgetting bo add the strength due
i the ballista or gian crosshow,

THE DWARVEN WAR CANNON

Special war cannon rules

J The cannon starts the battle with & cannonball volley counters. Extra counders are available at a
oot of Al paints each

J 1f the cannom does not fire, bt is shot at, the crew can claim sall cover,

d There s onky one range for the war cannon: 38n.

17 Faentasy Warrigrs Companion



ARTILLERY & HUGE CREATURES

Firi
First determine e gungowder charge of the shot. Each gunpowder charge cosis ame volley counter,
O The gun can fire omoe a turn.
O Gunpewder charges increase the worth aof the canman a5 follos:
1 punposeder charge has a worth of §,
2 gunpowder charges have o worth of 146,
3 gunpmwder charges kave g worth of 24,
O The mabrmum gunpesyder clearge is 3.

Terniti
Acfter choosing the sioe of the clarge, it must be determined what happens whena spark k= lald 1o the
canmnom = this ks calked igniion,

Method
Rl 100 and meadify the result & follows:
=1 for each crow momber less than 4
=1 if there is b leader special
=1 iF the crew is disorpganioed
-2 iff thar crow is shaken
-1 for a double charpe
-2 far a treble charge

Seare
0 or less Thee: g explodes! Al figures within Tl of the base of the cannem are killed. Amy
figures with a saving throw may atbempl it once. Such a catastrophic event will
cause a oxnmand fesf fhis fum
1 Tha canmon mdsdires and his no efiect o the farget. Al velley counters osed in the
charge are remaved from thee lakble
2 Bl loaedivgy. The cannon fires bast af =3 from its total worth this ern
3 Pacr loading, lse canpen fires But ot -2 from its total worth this turn
4 O, o et
5 Good loading, +2 io okl worth
] Exceflent kading, +4 to toll worth
Orders and reactions

O The carman does nol have bo move, regardless of orders.

O IF thve camperin’'s orders are oppase, the crew can leave it b seek cover.

O Attack orders mean the gun st Gre each tum if it has the ammunition

& Hold orders means the crew must stay with the cannon.

0 I thes crosw are in blood hest I:'I1|'."].I will Are at the maschrngm g_unrmwj-or cha Tie,

Moving the cannon
The cannem can be manhandbed ata rate of $in forevery 10 figunes in base-to-base conbact witl it This
rake i incressed by +Lin for every full 5 sirength points in base-to-base comtact with the cannom. Thse
pun cantiit be moved further than the movement ke of the strongest creatune thal s in base-lo-base
cotlact with it

THE GOBLIN WAR GIANT

The: godrlin war glant is the mest avesome and destructive weapon available bo a goblin arm, It is
virtually unsboppabde, and las been known b plosgh on through unit after unit of heavily anmed
wearriors while enduring regreabed missile volleys, A swor giant, however, is ot invuleerable; any
lucky bow or shat can kil cne, causing a ripple of alorm 10 fun theough o goblin army.

Notes and special rules
The war giamt and crew are treated a5 ane undl during, the game, The geblins aee mwerged ivo the
giant’s profile. The poants cost inchedes a leader special and standard bearer special; the oost of the
two ballistas are also included i the tal, When shoating the ballistas wse the leaver profile, 1f the
giant is reacting or disongandeed then so are the ballistas.

Fasttnesyy Winrriprs Comprinion

FIRIMG THE DWARVEN

WAR CAMMOMN

A desperste dwarven player decides to
fipetle war camion ata rapidly approach-
g unit of hobpabling in bloodlust, He
will anmly have lime bo get aff oneshot, =0
hi elects to iriphe charge the cannon in
the hope it will Blow away the whole
hobgoblin unit in one magnificent blasi,
The dwarven player places three can-
nonball counters in front of the hobgob-
lim wrif aned heen ralls B dice En checl
the ignition result: itcomes up 3, which is
msdified by -2 for the triple charge fara
botal of 1. He checks the result and finds
that the canmon has misfired, with no
affack The valley counbers are lost and
removed From the lable-top — the hob-
gobling vl be upon the hapless dwarves
nexl burn




ARTILLERY & HUGE CREATURES

Goblins! Miserable little
vermin. They don’t
usually cause us any
problems, but
sometimes you'll come
up against a goblin
army that’s got a war
giant with it, and then
you'd better watch out!
Win a battle on their
own those things can.
Best thing you can do is
shoot evervthing vou've
got at it and hope for a
lucky hit. If it gets in
among you, then you've
had it.

dd

Tests and reactions

= I war giant has to make foar or mone syving throws In any phase and =il remains alive, it muost
take the appropriabe test (that is, threat, casualty or combatl, All nermal rescion rales apply.
Thie war giant can be indluenced and rmsanl?,.q as moiral,
The war giant can Ehreaten and counter-threaben.

If the giant threatens ar counder-threatens, the target unik must sount bvo enemy muasicians = the
glant has the ability io bellow,

oooQ

Shmﬁng the ballistas from the giant

The ballistas cannct select independent targets. They shoot logether at the same target.

'.'l The giamt carries & volley coumters for the ballistas,

1 Becuse of the huge size of the war giant, the ballistas con shoot over one feature of difficalt
berrain, provided the war glant |5 in base-lo-base contact with it

QA Becuse of the huge size of the war gland the ballistas can shoot over ene unit, provided the war
prand i in base-to-base conlact with il

I By the sarne boken the war gland ks also a target for epemy missile units. He gains the benefit of
soft cover in these clrcumstanoes,

3 Theballistas can sheaod during e shooeting phase while the war giant is in combat. They can shocd
al b enemy unlk sith which the war giant is in combat.

Death or rout of a war giant

d 1f the giant is killed or roats thi gobdin orew suffers the aame fate
2 The gablin army bis o ake 2 comeand test in tie turn that the giang is outed or killed.

The war giant with an army standard
For an extra 5 points an army stasdard can be carried by the war giant.
< The stardard moves with the war glanl
4 While the glant lives the stamdand remaing and will give il bonus during a command test.
2 The army stardard cannot be aken down.
2 IV ke ghand is killed oF routs, the army standard is considered wrecked, and a command fest st
bz takem this turn wiithout the benefit of the standard.

THE BARBARIAN WAR MAMMOTH

Notes and special rules
Thewar mammath and cresy ane ineated as one unb during the game: the barbarians are merged with
thve mammuth’s profile. The points cost inchedes a beader special; the costs of the archers are also
inclucled in the tedal Archers use the lower profile when sheating, IF the mansmoth is reacting or
disorgonized, so are the anchers.

Tests and reactions

3 1§ o war mammoth bas bo make fowr or more saving throaws in any phase and still remains alive,
it muisl fake the approgriste test (that is, threat, casualty or combael All normal reacting rules
apply.

A The war mammoth can be influenced and resrganize as normal,

d The swar mamrnoth can thesaten and counter-threaten,

I the mamimoth threaters or countes-threatens, the arget undt st count 1 enemy musician -
the rammsoth has the ability o trumpet.

Archers shooting from the mammoth

J The archers have b volley counters as mosmal,
3 The archers can fine during ihe shooling phase while the war mammath is in combat, They can
admn ok the enemy uril with sehich the war mammoth is in combat

Death or rout of a war mammaoth

' If the mammeath is killed or roats the barbarian onew sulffers the same fate,

Fartasy Warriors Comnpartion
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The war mammaoth with an army standard

For an extra 30 palnts an army standard can be carred by the war mammott,

o
a
i |
u)

The standard s swolth the war mamimoth,

While the mamrsath Bives the stassdand remains and will give its bonus during a command test
The army standard catnat be taken down.

1F ibwe mrearrimicdh = killed or routs the army stardard is corsbdered wracked, and s comenand beat
vk e baken this turm.

MERCENARY DRAGONS

General rules

OoOooO0Q0

[

Mercenary dragors can anly be wsed In mercenary commsands, Al rales for mercenaries apply.
Mercemary dragons canneat b warchieds, batte leaders or individuals.

Add 10 paints b the cost 7 yow wand the dragon fo alse be a champion.

Thee cost of beadership s included in the fotal.

I the drages is threabened it can include o musician and a fiendly torrible creature in the threat
test, provicled whatever is threatening has a besser strength

11 b dlroyzan s b miake four or more savicg throws atamy ane e IE mgs] Qv dake the relevant
best, and ol any potential resctions.

Uragens have two movement rates. The smaller of the fveo 5 the distarnoe bl creabume con mone
o bhie ground (that is, when vt flying) aned the larger b the distamoe i moves when fying.

Dragon breath
Dreagom Breath shauldd Be used with care — a dragon with no breath it wlll ot from the babike

a

| My iy -

L

Diragon breath is represented an the table-top by dragon breath counters, They are placed beside
and mwcrvend awiith e el of the dragon.

Al dragoms cornmence the ganwe with & dragon breath counders.

The couiviera represant the amount of breath the dragon has in reserve,

The range of dragon breath is éin Breath is wsed during the shosting, phise

The player anmauandes he is using dragaon breath ard redls 106, The todal on the dioe is the cost in
dragem breath counters.

IF ke dirapom has insufficient breath coumters it will not Breathe bt seill immediately rout from
the battlefield.

Use the profibe when calculating the effects of dragen breath, ne matter how many breath
counlers are used wp thiworth ks as shown inthe ARMY LISTS {see page 5%, Mercenany Dmgons].
Mowrmal o hit ard o kil ales apply

MERCENARY GIANTS

General rules

By miy miy iy =

F.ll-,w:,qurg.- giants con enly be wed in mercenary commands. All rules for mercenaries apply
Mlercemsary giants canrust be warchicfs, battle leaders or individuals,

Ak HF pexids o the cost if you want the giant 1o alse be a champdon,

The cost af leadership is ircheded i the tatal.

I thee gramdt i threatencd ibcan include a musicianasd o fesend by territle creature in the threat best,
provided whalever s threatonlng has o besser streivgth

£ ehvee griant bias bo make fouror mese saving ress ot any one me it st then take the relevant
fes, and n!h':,'.au.}' pedenibial reactions

Fimntresy Whrriors Compesiog

Sometimes it pays to be
unconventional. I've
used dragons on
occasions and they can
be most effective. Take
barbarians as an
example. Just when the
ruffians think that
their war mammoths
and rhinos are going to
crush you, that's the
time tosendina
dragon — you'll get the
biggest barbecue you've
ever dreamed of,
Usually...



INDHVIDUALS

Individuals are frequently cruclal parikipants ina FANTASY WARRIORS ganse. Used well, they can
be decisive. They ane alse one of the elements that lends FAMTASY WARRIOES its thrilling sensceof
variely and action. Mayers allen Lwvish partioular core on the painting of their individuals in
recognition of this spedal coniribution. We now preset o further selection of powerful and
intriguing Individuals to condribute even more varlety o your PANTASY WARRIORS game.

PALADIN HEROES

Paladins are heroes of the highest order. They represent the supreme embodiment of lighi and life

Agﬂiﬂﬂ! the loathsome They havve bl sarme profile as a bero a8 well as sdditional poswers.
Hl'ldﬁﬂ{f, Iﬂl“.lﬂ::,l‘s i".l'm.l:ﬂ J Ia p:'ll.'ll.|1|l hero = i bose-to-Base contact wikh a unif of the same race, that unit swilll be emaane
sure Pve gﬂt EP-IIE lirt ; :.-frll.'rnllll:. crebunes or tl!mk‘ﬁ] dread. . . .
N ‘aladins cannol aperate in any army that has orcs, goblins, rolls or ogres, including those in amy
or fwo i my army. allicd or percenary conamand.
Paladins counfer tﬁe o Al other ruls agglicable to heroes are applicable to paladins.

effects of spectres and

undead monsters, DESTROYER HEROES

* L L] !
k & L rtob Drestroyers ane purne fighting machines with one aim: toseck out, engage and destray the enemy. They
an undead army are sbely wised for fighting. and serve no other purpose.
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Thenz can be only one destrayer far each warchief, amd both must be of the same race,
Dassbreqsers are always an food,

Mo command best is needed 1§ the desiroyer is killed.

16 the destroyer’s warchbel s kilbed, thwe destroyer skays on the battlefield and behaves as woukd
aremaining hono avercome by the need o avenge the death of his belaved warchdef (sov e 4L,
FANTASY WARRIORS),

Durivgya command 18] far an army conladming a Fving destroyer individual, apply the folkwing
mandifiers:

1 i the destrover is currently in comibat, that is in base-to-base contact with the T

=1 if the destrover is not currently in combat, that is in basc-to-base coniact wilh e enemy

MARKSMEN

Barksmen are crack shoks; fhey ane individeals who are able b pick off an enemy individual with
one arrow mstead of the many volleys weguined of 4 whole unit,

Marksmen rules
These rules supersede Shooting on slnghe flgures (e page 24, FANTASY WARRIORSonly when
using marksmen individuals.

i

ooooCco o©

o

Marksmen can ondy pick off individuals, vaarchivds, amd Batthe leacers wbassne oot i base-to-base
contact with a wnit.

In Rbse came of groaps made wped the abeve CGauch os o wiznrd and o batbe leaderka marksman con
el his target.

Marksamen do not volley - I]1|.'-:|-' iin shoed 1r|'||_'_1'm'||,1-¢| lurn

Marksmen donol need solley coanters - by e shoeol orde o fum imdefinitely.

Marksmen never use pedsoned arrews

Plormnal live of :Ip,hl: rules *"F"I-"lfl"

harksmen cannod shood i iy ane invalved in oomba,

Ifp marksminm is in Base-fo-bise contact vith a umit, bie s unable booese his snlpling ak iU, Il apwil
i b o] e cam el his worth during shooling,

A marksman thal &5 in base-to-base contact wigh friendly individuals, warchief, ar Battle leaders
can bl wse his skill.

Sniping method
Threwe 106 and modify the result as follows:
1 for bad light

Seore

Shrt range

Long range

3.4, Soririsa hit. Check for a kill (zee page 23, FANTASY WARRIDRS). Individuals
thart suffer kill results may attempt saving throwes |I'appmp||a.l|_r
4,5 arb is a hit. Chede fora kill {see page Z3, FANTASY WARRIORSE Individuals
tluwl subfer kill results may atbemipt saving throws i appropriate

AMAZON ENCHANTRESS

The enclantress has the pewer (o ensorcel enemy uils, making them avestruck ad incapable of
acting of their own free will.

The power of enchantment

=

cCoocooo

Thee enchantress slarls the Balike wilth a power of & enchantment counbers.

Thee powwer of enchaniment is available onky to the enchantress.

The enchaniress musi have line of sight o the arget.

When using the power the enchantress canaot be in basebosbase condact with any otler Egune
Tha tasget wndt canot be reacting.

Thoe tasget unil cannot be involved in comibat,

Individuals are nat subject 0 enchanbtnend,

The range of enchaniment
Short range: up bo 1Xin
Long range: 12in e 2Min.

Farthasy Wirriors Covnparmion

He can sometimes bring
about a quick victory by
picking off the enemy
warchief. I know it's not
very sporting, but war is
a sertous business.
Furthermore, the mere
presence of a
marksman in your
army will keep the
enemy individuals
guessing — it makes
them less likely to be too
aggressive.
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EMCHANTMENT

A unitof veteran human archers is absout
b bt anchanded by an enchandress. The
haman player makes a qualily rall for his
wileran archers. He solls 1046, which
comes up 3. This s madified 1 for the
weherans and &2 because the undi 15 discl-
plined, making a tolal score of & The
enchantment fails, the enchankress loses
2 enchantmient counters and myest hand
them in. She was lucky becanse she stll
has ane counter left, meaning her power
i not yet spent.

Method
Flavers wishings bo s an enchamtress anmounce that they are using the posver of enchamtment. The
player places an enchaniment counter nesxt b the enemy unit
The barget unit makes a quality roll, and adds or subtracts. the following:
=2 if the target unit has no leader
=1 if the unit i tribal
= if the unit is stupid
=1 if thir enchantress is at short mnge
+2 if the unit ks disciplined
+1 i dhe barpet is encduring bad lighi
+1 if thi enchantress 5 at long range

The unit iz enchanted. Al the Gme the urit is enchanted, the enchantment counter
willl remain svigly the unit.

The enchantiment fails to take elffect. The target unit becomes disorgandized. The
enchankress rethins the enchantment counter.

The enchantment fails o ke effect. The arget unit is unaffected. The enchantress
expends ane enchantment counter.

The enchamtment fails to ke effect. The arget unit & unaffected. The enchanlress
expends two enchantment counters. If the enchantress does not have enough
enichankment counters beside her, her power is spent — any units that are already
enchanbed cease o be under her power and can now act according bo their orders.
All epchantient counters are dscarded when an enchantress’s poaver s spent: the
enichantress has no moe power during the babtle

0 ar legs
lTtod
Jtod

§ or more

Enchanted units
2 Anenchanted unit moves at full speed towards the enchantress
@ The unit will ned sleav for didficult lerrain,
O IF the umbt reaches the enchamtress it will halt in base-to-base conkact with her,
O While erchanted a wnil will nol atack #s enery inany way.

Threatened enchanted units
If ary enchamted wnil is threalened, the enchantment is at once broken and the unit will now act
according bo its orders, The enchantment counter s reburned 1o the enchantress, The unit canniot
counder-threaten in the lim s enclhantment is broken,

Shooting at enchanted units
If any enchanbed unit is shot at, the enchaniment is ot omee broken amd the unb will now act according
o its orders. The enchantment counter is returned o the enchantress. The wnbt cannat shoal in the
turn its enchamtment is braken.

Enchanted units attacked in combat

1f any enchamted wnit is attacked incambat, the enchantment is at once broken and the unit vwAill o
act arconding o its orders, The enchanbment counter is returned o the enchantress, The unit canneg
light Back this .

Enchanted units attacked by magic
IF iy encharbed undt ks altacked by magic, the eichanbment is at once broken and the andt il mow
act according o s orders. The enchanbment counder is returmned e tlse enchantress. The unit is also
frew Bo retaliabe if it can throwgh theeal, comdbat, sheating and se on

Breaking the enchantment
Theenchankmient can bebroken during the influence phase. The unit's battle leader most visit the amit
amd atternpt to infloers: it as detailed in Phase sixz influence (see page 38, FAMNTASY WARRIORES)
Suctess in this insbance mears the unit retums to OF status. The enchantment counter is lost by the
enchankress, [§ is permissible for a player bo threaten, shoot at or sttack in combat or by magic units
of his own side that have become enclanted by the enemy. This is a drastic solution and shauld be
used with cation!
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The battle leaders test and enchanted units
& Durimg the battle leaders test, for each enchanted unit in the command count -1,
2 If the result is OK, the enchantment is broken and the unit will sbey jts new osdess, The
enchantment counter is reherned 1o the enchaniness
O Anycther result {except reactions) means the unit remains enchanbed, otberwise the unit will take
the appropriate reaction,

The command test and enchanted unils
Arry reactions will override the enchantment. The enchantmsent coumler i retursed 1o e enchant-
nesE

DRUIDS

Diruidds have uniue powers which they can use to affect the terrain over which the battle is fought,
They use rmagical poaver in the same way &8 wizards, and all rules concerning wixards and muagical
power are applicable o droids, Any specials rules or exceptions are given here.

General rules
' Draidss power affects ferrain ilems
d Dimaidie power is used during the movernent phase, at the start of the druid's own movenent.
A The madel of the draid must be in base-to-base contact with the relevant temain feature.
3 Like magic, druidic power B8 paid using magical power counfers.
= Druidie power, onoe established, can be maintained during :l.l.bm‘|u|:'r|.'. T E'Ehnm-._:.
= The druid player announces he is maintaining dnuidic power.
= The model of the druid must remain in base-to-base contact with the releviant ierrain eatine
o The draid iz unable bo maove if he is :irL'iI'iahn.;_;: ar maintaining dmidic power
DRUIDIC POWERS
Create impassable terrain

Creating impassable terrain will make the terrain impossible for enenvy creatures bo move on, bul ai
e e lme allow friendly creatures bo move on 2s nommal, This rule does oo apply ke fying
crzabines fhat are currently airbome.

Hagic power cosf
0 Roll 20 b initlabe the peaver: the botal on the dice is the initial cost in magical power.
O Te mainkain the paseer, roll 106, The totall on the die is the cumrent cost in magical poawer o
mainiain the power.

Initiating ihe power
O Dring the movement phise the diusd player announces be B initiating druidic power, and
creating fmpassalde lerrin,
3 The weardel af the druid must be in base-to-base contact with the relevant terrain feature,
I The deuid plager rolls bva dice and pays the toetal in magic povwer counders.
I He places an impassable berrain counter face up rext to the mode] of e dnald,

Maoirfeining the peioer

N} L’Juring subsequent moverment phases the dnod player annoumees be is n\alhl.\lnhm drudic
P

= The model of the druid nuest s8] be in base-to-base contact swith the relevanl lerraln fealune

= The druid player rolls one die and pays the iotal in magic powser counlers,

b IE the druid i unable to pay the magic power cost or is killed, the power is immmdiately broeken
and the impassable bermain counter is remaoved.

= To break the power the draid cither maoves rlw:l:,-'nrdrn:-.: ned poy lha cost in magss povoer, The
impassable terrain counter is removed,

Effects
Imipassable termain has the I'nlh.'lwinﬂ_ clfects
I The terrain feature in question is now considered Impassable to all enemy units, individual,
warchiels and batile leaders.

Fantasy Warriers Comprion

Funny people, druids,
but very usefiel. 1
particularly
recommend them
against wood elves.
There’s nothing that
shakes an elf like
finding his precious
woods have suddenly
become impassable or,
even better, hostile.
Makes me smile
sometimes.
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CREATING HOSTILE TERRAIN

A drwidd is creating hostile termain, He is
i base-lo-base contact with the berrain
items and has 5 magic power points.
During the movement phase the druid
player announdes bis intention 1o create
hostile terrain, and rolls 206: they come
up ¥ - success! The terrabn item 8 now
hostile and the druid player places o has-
tile berrain counier next o Ehe eoliovand
terrain Feature. On the next burm of miove-
mgnl e power is maintained: the droid
has 16 magic power points remaining, so
he: will lawe mo probbem maintaining the
hastile berrain. The player announces his
intention and rolls a dice. It comes up 3,
the power is malnlained, the hostile ter-
rain counier remabng and Ehe draid skl
has 13 magic power poinis remaining.

£

0 The terrain featuse is still treated as a normal terrain feature by all friendly units, individuals,
warchiels ard battle losders.

O Ary enemy unll, individual, warchief or batthe leader, that ks caught om or in b ferrain feature thae
has beoame impassabile, will be unable te move provided the drsidic poser is maintained. They
can function as parmal in all other respects, bul no form of mevement is possible,

3 Should an enemy unil gel a rot reaction it is removed from the lable as normal. Any ceber
reacticns will mean that the unit acgquires the reaction but does not move until the power no
lenger affects thi lernin featune,

Create hostile terrain
While the power is maintabned hestile berrain will transform a normal termin fealuse ivlo &
patentially lethal area, affecting all creatures, friend and foe alike.

Magic power cost
< Roll ZD4 b initiabe the power: the total an the dice & the initial cost in magical power,
= T maintain the power, rell 106 The total on the die i the cument cost in magical power o
mainkain the poaver.

Imitiating the power
= During the movement phase the diiid player announces be is initiating drsidic power and
creating hostile terrain
< The madel of the draid mist be in base-bo-base contact with the relevant erraln feature.
4 The druid player rodls bwo dice and pays the total in magic power counlers,
4 He places a hostibe iervain counter fce up nesd bo the model of the draid,

Muinlaining the pocer

A During the movement phise the droid player annoumees he & maimaining hostile terrain with
druidic powveer.

o The mode] of the dinsld maist sl Be in base-to-base contact swith the relovant berein feature.

0 The druid plaver rolks one die and payvs the tetal in magic power cosnlers,

2 I b chrwsied §s umalsle ke pay the magic power oost or i killed, the power i3 immediately broken
and thie hostibe terrain countier & removed.

3 Tobreak the power, thedruid either movesaway from the terrain or does not pay the costin magic
paswer, The hoeatile bermain counter is removed.

Effects
Huostile bereain has the following effects:
2 The bereain festare in question is now considered hostile ko all units, individuals, warchiefs and
battle beaders.
2 The effects of bostile terrain are worked out inmedistely the dnasid initiates or maintaing the
pawer. Any dreatures currently on or in hostle lerrain ane sulbbject bo its effect.
2 Creikures on hastile terrain ane free b move during their own movement.
2 Creatures om hostile terrain will suffer the effects detailed below.
Unifs on hoatile terrain
The druid player roll 1206 far cach unit on hostile terrain. Any & equals a kill. Camalises caused by
huerstile lerrain are worked cut as i they had been caused by shooting, with all the usual milbes for
specials, individuals, and saving throws.
For individuals, warchicts or battle leaders not in bese-to-base contact with a unie, the druid player
rolis 206 for each figure. Any & equals a kil The figure is allowed its saving throw.

Summoning a tree spirit
The druisd can wse his power toesammon and contred a free spirit. While his power holds he can direct
the spirit b seck oult and aack the encmy. Condralling a tree spirit is a dangerous action: contral can
slip ard the deusd may fisd himzelf the victim instead of the aggressor,

Magic power cost
4 Rl 206 to sumavesn Hhe tree spirit: the (okal on the dice is the indlial cost in magical power.
d To control the isew spirit, poll 106. The total on the die is the curment cost in magical power o
mainladn the spell

Summoning the free spirit
J During the mawemen phase the druid plaver announces b s sammoening 4 tree spirit.
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The model of the drukd pst be in base-bo-bade cortact with a berrain feature containing at least
ane medel of a brae,

The drusd player falls b dice ancd pays the tofal in magic power counters,

Ha places & mochel of te tree spicit nest bo the model of the droid, and remcves one model of a
Ly

The tree spirt bas been summoned bt canmot move dunn;g_ s buiFn

Controlling the tree spirif

Q
=

0
.|

|

oo

Churing the movement phase the dnedd player anncunces he B contrelling the tree spirit.

While contralling a tree splrit the drald is unabde to meve from the bermin festare from which the
apirit eriginated.

The diuuid player ralls one die and pays the total in magie power courlers.

1§ the dmid is unable to pay the magle pewar eest ar la killed, the power is imovediately broken
amd the tree spirit is removed from the able.

Tobreak the conftral and diambss the tree s pirit the druid cheoses not pay the cost in magic power.
The madal of the tree spict is ioumedistely removed from the table.

1Ethe cie eomes up 1, the drusd bas encountered sedious difficulties controlling the tree spirit. The
iapic oot isatill padd, bt the dnaid most make an naenedlate saving theosw = pa priests or gl
<an inbervene, If the drudd is killed the tree spint is also I.:rm‘mdlnh:l}' revnowed fraem play- 1f the
druld's saving theow Is sueeessful, sonfral of the tree spirit reburns to the druid and he can
comtinueg as cutliced in Controlling the tree spinit.

While the tree spirit remains in play it is treated as if it were an individual, moving and fighting
sceordinghy.

Thir bl can ekl cnly aie tree spirit at a time.

Tha prefile of the tree spirit is used when calcalating the effects of combal, movement, slsoaling
and 50 on, See pajge T,

If' I desperately need a
breakthrough against a
resolute enemy, Ill tell
my druid to summon a
tree spirit. Although it
can be risky, the power
of the spirit can
influence a battle
enormously,
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SPELLS

The practitioners of the magic arts are never content with the powsers ad Kndwledge that they have
Theey forever strive for improverment and innovation. Here are same nes spells thal have bacoams
generally known throughost the eldritch woskd sinoe tve publication of the original spell Lisz.

NEW MAGIC SPELLS

Whe the word wizard is used it alse relers b0 witches arsd lichies.

Arcane terror
Arcane ierror will force an caemy unik o take an immediate threat lest as if it were being threatened
by a berrible creahure with a greater worth, If a paladin is in base-to-base contact with the unit, that
it Is immeEne (o arcans Lerror.

Magio poiver point cosf
O 1 point for each 16t dor parth of range to the barget anit.
d 1 podnt for cach point of the arget unit’s todal worth, indhiditg any individuals in base-to-bass
contact with it

Theaw 106 and adpst the cost as follows

Seore
1-2 Halv the magic poings cost (roand dovwn)
] Paintz cosl remalns the samae
b Llvailble the magic peines oosk
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Methaod

Line af sight st be established -

Work ok the e Fn‘lnls el

o unlks, such as cavaley, woll rders and 20 on, have bwa sets of warth. The wosth |s always
caboulated from the highest member.

The targel imarsediabely fakes a theead test as i threatered by o terrible creature with a greaber
winrkly,

I thaz gargel unil has amy reactions, place the appeopriate reackien counber el (o L,

The target unit canbot counter-threaten,

=]

L

[ = R =]

Shield
When it works, shiekd will remasve incomming volley counbers belore ey have any chance b lake
affect, Amy numberof incoming valley counbess can be langeted, provided the wizard has the magical

pwer.

Muagical power poinis oot
O 1D for each incaming valley counter ba be shielded. Add the ital

Medhod
d To use shicld the wizard must be in base=to=base conlact with the target.
J Bofese the epeny bo hit rolll s made, rell the dice for each volloy counter be be shbelded. Thi 1olal
an the dice is the cost in magic power points
3 For each die that reads 4.5 or 4, one wollay counler i removed from the table and §s not included
i e ey b hig roll

Haste
Hasbe increases the movement of any vk, individsal, war chied or battle leader swith which the
wizard is in base-to-hase comtact.

Magical poier puinls ool
3 1D for each 3in added to the end of the move.

Mt o

& Haste will affect the wizand and whatewer unik, individual ard soon with which be is in base-to-

hase comtack

O Using this spell to speed a unit over difficult temrain will not disorganize it, provided the
magically adjusted movement rabe & halved acoording bo the rules for crossing difficult terrain.
Haste will not affect expansion of urning manoeuvres.
Haste rast be cast d'u:rlng_ thi mcrvernent Phang:] ﬂ1r.=.ap|:|m:p|:i.ah: Firnae the umik or individual in
qwﬂlnnir.nhrmt ey PR,

oo

The arcane duel
The arcane duel takes place bebween bwo wizards. The iniiator of the dieel is the abtacking wizarnd;
the other is the target wizard.

Method

The atlacking wizard must have line of sight fo the target wissard. Range is irrelevant.

Target wizards with magical posver of less than 5 poinks are immaune to the arcane duel.

The attacking player announces be is initiating an arcamne dhsel and identifies his target.

The attacking player then places face down the amount of magical power be wishes o use in the
ducl

The target player now has bwo options. He can cither choose 1o fight to the death, or defend
himself, He stabes clearly which opticn he is going o use.

The arget player then places face down the amount of magical power he wishes (o use.

Both players tum thedr counters Eace up.

Playars roeldl 10 for every 5 fulll podnts of magical power they have an the tabde.

Each player totals his resull an ihe dice. The cne who mets the highest wins: players should also
ke o noteaf the diffenenoe between the two totals, A tie indicabes a stalemate, and the duel ends
wiithy v eflect; each wizard setains his power counless,

oooo

o

oDooo

Duelling to the death
0 U the attacking wizard wins, the larget wizard must make saving throws equal to the difference
In Belinls, Tha targel wizard b= killed W he Balls any of these saving throws,

Fantasy Warriprs Compsenion

THE SHIELD SPFELL

A wizard is In base=tosbase comlact with
a friendly wnil that has come wnder a hall
of & walley counters. The wizard has 12
points of magic power. Before the hit rall
the wizard player announces he is going
ta uze the shield spell. He decides to
attempt to shield against 2 of the volley
counters. He rolls 204, which come up &
and 3. The total of the dice (9% is the oost
of the spell in magic power, They alse
debermine the effect of the spell, The &
indicabis success sl one incoming val-
ley counter |5 removed; the rest ane unal-
fected. Maobe thal if one of the & wolley
counters had been poisoned the defend-
ing wizard player could have chosen that
in preference to a standard volley coun-
ber.

AN ARCANE DUEL

An orc wizard initiates an arcane duel
against 2 human wizard who announces
that shewill fight to the death. Both com-
mit 5 points of magical power and as a
consequence roll ane die each. The ore
sores G fhe human soares 3 The o
wins with a difference in dice seose of 3,
foercing the human bo make three saving
throsws = faklure In any will resull in
death.

¥ thi dice seones wore reversed (6 b b
luman, 3 b the oecl, tha ore wosld meed
Lo miake three sucoesslul saving Elvrvivs
o survive.

43



SPELLS

SUMMOMIMNG A FIEND

The batthe is going badly for a barbarian
AT, and In desperation the barbarian
player decides to have his wizard sum-
minn & fignd. The barbarian wizard has
30 points of magical power. During the
barbarian mavement the wizard attemipts
to summon the fiend. The barbarian
player rolls 204, obtaining a result of 5=
failure, The wizard loses § pointsof magi-
cal power for a remaining todal of 25
Miext movement tiarn the wizard sgain
iries bo summon e Gend. He rolls 206
for a tobal of B = success. Th wizard loses
& poinls of ﬂu_g_i:'.tl pasvir for & remain-
ing total of 17. The summaened fend ap-
pears an the battlefield and ks placed in
base-to-base contact with the wizard.

2 Ifthe 1arget wisand wine, the attacking wizard mast make saving threws equal bo the difference
im totale. The attacking wizard k= illed il he fils ony saving throw

Duelling to defiend
A Ifthe attacking wizard wins, the targel wizard must makecne saving e, He s kilked if he fails
the saving theow.
A If the targel wixzard swins, the attacking wizard st p.‘ug.'dnl.ll,:-‘l-c the mipgic cosk v s o he
spell. If b overdraws his power hiz is dead - there is o saving throw,

Winning the arcane duel
4 Theswinner al an arcane duel will gaim magical poser egqual To the magical power poinls bse loser
used in the spell. The winnlng plaver picks up thase that the Bser wsed,

Summon a fiend
Summondng, contralling and banishing a ficnd is dangerous becase it puls the life of the wizard in
jeopardy. Sumimoening the creature is relatively easy, but comtrodling it can guackly drain a wizard’s
power, making him sweaker, more likely o lose control and, sworstof all, unable o banish Ehe creature.
1§ & wineard can ko p éomtrod, Bhe poveer of the cresture in batte B immense; its presence is terrifiving,

Gereral rales
o The spell s Eliree distinet parts: summoning, control and bamishing.
o Thesummwaingspellcan be cast emby during thie movement phase at theskart of the whizard ‘s oo

e,
Snmmoring
= Holl 206,
< If the total B 6 or ks, the spell fails.
< If the total & greater than 6, the creature has been summsosned.
' The magical prwer cost in either case, B the tolal of the tvo dice.
I xpcll is successful, the meded of Bhe fiend is plmr-l.n base=io-hnse conbact with the model of

ther wizard, Meither fgune can maove in this mavenyend phase

Confrol

L

Controdlling a fierd happens in subsequent movement p]1.1>:-|-:: B thione inowhich the crealune was
sumimpmed,

The wizard & unable b cost .m:.'xu.lu'-:r magic while be |5 fnulmlllu;_q_n Tl

Rnll.ancnnn.}' dice as thi pl.1_m_'r wishes, The talal on e dice |5 1he cast in mingical pover,

I b Lailal is preates than b, the wisard bas comirol of B fond

I b bokal s 6 or bess, e wizaed hos Bdled e comtrol b fiend,

UF bhaz wiseardd has comtrol, Hue fesd is treabod as am individwal in that arm, moving and fighiting
aecordingly.

COoDOCO

L

U bz wiimardd Fails to comtrol B fiend be noust imemediabely make o saving throw — no pricsts or
Fmagic can inberverw. Fadlure swill kil the wicard and bandsh the end. Seocess will indicabe the
b Bus pegainaed commol Bt Else Geisd canmol moece i this tum, althooagh it can Aght, thresten
arid w0 o o ormal,

Boanrshing o flend

d Chooslng o banlsh a fend can be pesformed ab any dene duging the Batike tum,

o Chossivg o bamish a Gend sill cost the poll of 206, the otal being the cost in magical power.
Unverdrawing poweer ot this skage will kill the wicard o= for overespending power; the spell will
fall, see Failure fo banish,

2 I the creature &= banished, the nadel of the flend is inmediabely removed froms the talble.

2 Fadlimg to banksh a fiesd sl allowe e ciseny e aption of faking ever contral, 1 the enemy
Cluoes b lake over oontlro] Phey' rnast o & seiand swwbae weill Elaen contral the creatume aceording
tar the rules on Conteel, Sinvilagly, i the nesw comtroller swishes 1o banish the ereature, the full
bBanishiment rubes apply, and inall cises maghe powes miest sl be wsed,

J Shobkd the Sy pL':g.w ehisieg ml B lakee over comitred, Uhe crenlire is imnmlqldg.- P
frovm thi tabde.

2 Clven enoisgh wizards angd peaves, @ fesd ol |,':||1|,'|.-.|l.-.1l;'||:u{:l'|.'||1'|_-..,- sides several tmes during
a otk

The fiend

o The profile of the fiend s used when cakubating the efiects of combad, movement, shooling amd
s o, S ARMY LISTS, page 72,
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ARMY LISTS

ARMY LISTS

MOTE: These lists supersede these publishad in FAMN-
TASY WARKIORS rule book, first edilion, An 1_l'\.,|,'|||'||‘||'|-
Bicin of Bk abbreviabions used (n these Beis can be foumd i
FARNTASY WARKIORS rule boak, first edition, page 47
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THE UNDEAD

THE

UNDEAD

General rules

2 LUipehead artbes camnot have any allied commands.

4 In games with several allied warchiefs (see page 79), the undead will only ally with poblin armies.

Undead warrior profile

Baee size  ITin by Fin.

HE&ME ﬂll.li TYP S5TR RES WOR ARM WEA MOV SAV TER BAD PTS UPG MIN MA&X
Wierior fwprage  Undead — = 1 Lirsh  Hd Bini Mg Ma Day 3 na 10 K i]
Twohanded &wmrage  Undead — — 1 U 2+ 6n Mo Mo Day 3 fa 10 ki
Bow fvpage  Undead — - i U BHd Gn Mo bo  Day 5 fifl i} Fuil
Undead cavalry profile

Base size  Iin by 2in,

HAME QL& TP STR RES WOR ARM WEA WOV SAY TER BAD PTS LIPG MiK MaX

LLE [l ApErEge Unidead +1 B | 1 L¥'Sh Hd 13n 7 &% Day | nia 5 2
wWarrior andwarhionage

n combal | HiEH =

Undead ballista

Brar size  2in by Bin, crew fin By fin or a separete bose.

MAME [0 T¥P ETR RES WOR ARM WEA MOV 3S&V TER BAD PTS UPG MIN MAX
Undead crew Average  Undead — - 1 Lt Hd Bin M Ha Day 3 wa 2 3 & balisia
Balists Ascrew Az oew 42 — 3 — Eal — Mo Ko - 15 ma 2 5
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THE UNDEAD

Undead warchief on fool

Base size  1in by Tin.

HAME QA TYP TR RES 'WOR ARM WEA MOV SAY TER BaD PTS UPGE  MIN MAx
On dook Eille Undead  +1 - 2 HW5h H Bin T Mo  Day LT nie ma '

Undead warchief on warhorse

Boeae gize  Tin by 2in.

HAME QLA TYP S5TR REE WOR AAM WEA MOV SAV TER BAD PTS PG MM KX
On warhorae Elite Undead 42 <1 5 H"Sh H gin 7 Mo Day Ta+Ldr n'a fia nia

Undead warchief on chariot

Base pize  2.5in by Sin.

HAME QA TYPF S5TH RES 'WOR ARM WEA MOV SAV TER BAD PTS UFG  MIN MAN
On chariol Elite Undead  +2 -1 B HSh HEH  Hin [ Yes  Day 1 Tl n'a "'a n'a

12l round al casbat = B - i 12 ? = * b = = & = : -

= Chariols cannot mavee thronsgh o aver woods, bushes, walls, palissdes or chevaux de frise.
< The lower prafile is used foronly the first round of any combat and only if the charicds have altock orders or are in bloodluss. This redflects the
need for charials b have measentum ko gain their full advantages.

Undead individuals

Hase size  Iin by Tin on foel, Tin by Zin mounied.

HAME aua TYP 3TH HEF WOR ARM 'WEA MOY 5&Y TER BAD PTS URG WIN MAX
Waith, lact Eltg Unciead  «1 -1 3 Md  2Hd  gin ) Mz Day 102 n'a nia nia
Wraith, mid Elte Undead  «2 2 8 MdSh Hd  14in [ Yes  Day 165 n'a n'a na
Spacks, loot Elie Undead =2 | 5 H Z-Hd  12in 7 Deead Day 128 mwa n'a fila
Spacre, mbd Efle Undgad  +3 & 10 H'Sh H 18ia [ Deead  Day 200 wa n'a n'a
Mecromancer Averape  Undead — — 1 Lk H Bin T Mo Day 106 wa ala n'a
Lich, Toal Average  Undead — — 1 Lt H fiis ¥ Mo Day [} iy n'a n'a
+imagc
Lich, mid Ayarage  Undead — — i Lt H 13 & Mo Dy g nia na s
+magic

o Marksmamn. Use the profihe of the relesdant figure you wish b tam into o marksman; the quality is always at the highest (that is, uprated), Poinis
costs are B cost of the Tgure cutlited sbove, multiplied by 100

Undead giant
Hoase gize 2im by 1500,
HAME QA TYP 3TH RES WOR ARM WEA MOV SAY TER BAD PTE UPG  MIN MAK
Giani Avarage  Undesd 5 4 & Lt ZHd 8in 5 Yes  Day 100 wa 1 i

0 Leadership is inchaded in the points cost.

Undead giant troll

Baae size  2n by 1.5in.

HAME QU TYP  STR REE WOR AAM WEA MOV SAV  TER  BAD PTS  UPG MM MAX
GEian ircll Average  Undead 45 ] 5 LI 2Hd 90in i Yes  Day B4 e 1 1

O Leadership is included in the poings cost.

Undead death giant

Roase size  din by 3in.

HAME QLA TYP BTR RES WOR ARM WEA MOV 3&v TER BAD PTS UFG MIN MAX
Death glant Aversgs  Undead +12 -5 11 LWSh Hd 106 2 Yes  Day 303 ma i i
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THE UNDEATY

Undead flyer

Base size Jin by Zin.

KEME Qua TP S5TR RES WOR ARM WEA MOV SaV TER EBAD PTS UPE MW MAN
Fhy Avprage  Undead  +2 -2 1 Lt Hd 15 T Ma  Day i nia 2 L
Croatwe and

fiyer in combat = s 4 L 8 o

Undead war rhino

Bose size  Jin by din,

HAME (1] TYF_STR RES WOR AAM  WEA MOV SAV  TER  BAD FTS UG MIN MAX
Bhing Avarage  Undead 48 ] ] LI H&H &n ] Yes D&y 290 na i i
Archers Avarage  Undead — @ = i - B = = = = — — o 2
War mammoth

Boee size  3in by din.

HANE CUA TP STR HEE WOR ARW WEA MOV SAVY TER BAD PTS UPG MY KA
Mamimath Average  Undead  #8 4 10 Lt H&H  &in 4 Yea  Day 285 nia i i
Archig Average  Urdead — — 1 — B — — — — — - 2 s
Imperial war mammoth

Bose size  Jir by din.

HAME QuA TYP ETH FAES WOR ARM 'WEA MOV SAY TER BAD PTS UPE MM MAX
Marmecth Mmrage  Undead =9 -4 10 Wd  H&H  Bin 4 Yes  Day 240 n'a 1 1
Calapuhl - - #2 - 3 — Bal ] 8 A ] L L 5
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AMAZONS

General rules

Aminzon armies can have oe allied command of warriors from any of the fellowing races: dwarves, elves, barbarians, men or ogres.
The allied command cannot outnumber the rest of the army in number of Agures), and must have an allied Battle beader to lead iz

The allied command cannot bave any individuals.

A |
|
J The allied coammand can consist of units made up of several of the above races.
|
|

A amazon army can have up to one of each type of talisman at a cost of 100 points each,

Amazon warriors

Biee size  Tin by lin.

HANE (#1113 TYP 5TR RES 'WOR ARM WEA MOV SAV TER BaD PTS UPFG MIN MAK
Archers fverage Trinal - — i Lt B'Hd  Ein Ma Mo Mght -] +3%e 5 20
W rir fverage  Tringl — - i LiSh Hd 0] Ha Mo Might 3 +ael 5 20
Twe handed L Trinal — — 1 Li 2Md  Gn ko Mo Might 3 +3Wed 5 20
Amazon

Base pize  Iin by Tin.

HAME Q& TYP STR HES WOR AAM  WEA MOV EBAV  TER BAD PTS PG MM MAX
Guard Velezn  Trbal 02— @ — 1 Md S Tin  Be Mo Mg B oiEl & ]

Polp amed Velersn  Tribal | — — i Md Pol  Tin Mo Mo Mg ] +2E] 5 0

Amazon big cal riders

Baar gize  lin by Zin.

HAME QLA _T'I'P 5TR AES 'WOR ARM WEA MOV 3&Y TER BAD PTS UPG  MIN MAX
Riger fwerage  Tribal - [ 1 Iatid S0 1din T Ho  Hight 20 +ival 5 15

Fiiler & liges

A . . . s 3 . TAC . . - . . s = -

Fantasy Warriors Covmpxrtion
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AMAZONS

Amazon big cat archers
Bage size  Tin by 2in,

NAME QA TYF STR RES WOR AAM WEA MOV SAV  TER  B&D PTS PG MM MAK
Ridar L Trizal - -1 i L1 BRd  1din T Mg Hgh a +8vat 5 15
Fider & Bger
in combal - - - - 3 - TEC - . ) ) b - 3
Amazon big cat attack chariot
Base size  2.5in by Sin.
HAME aua TYP STH  HES WOR ARM  WEA MOV 54V  TER  BAD PT3 UPG M
Anack charict Awgrage  Trikal - “1 T wSh TEG  1Sin b Mz Might 63 Vet 2 5
15t reund
{rl mm L] - [] L] 11 - L] L] - L L] - - & -
Q Chariots canmaed mave throwgh or over woods, bushes, walls, palisades o chevaus de frise
O The kewer profile s wsed for the first round anly of any combat, and cnly §f the chariots have attack orders or are in blood lust.
Amazon gianiless
Base size  Zin by Bin.
KAME aua TYF STH  HES WOA ARM WEA MOY Sa¥  TER  BAD PTS WG MM MY,
Giznlpes Average  Trbal =5 -3 ] £ 2Hd 16in ] Yoz Mgt T na ] 1
2 Leaderalip is ineluded in the points cost
= Amazon gianbesses cannot be wardhiefs, batthe leaders or individuals.
S Add M prodts bo thee cost §F yow want the gianbess o alse be a champion.
= lfthe gianbess = threabened, she caninclude a musician and a frieedly ierrible creature in the threat test, provided that whabever is threabening
heer has a lesser strengith.
= f the gianbess has o make four or more saving throws at any one time she must take the relevant tesis and nbc}':ln:,r reactions,

Amazon war chief and battle leaders
Base gize  Tin by lin foof, Tin by 20 on big cof.

HAME Qua TYP 5TA RES WOR ARM WEA MOV S&Y TER BAD PTS UPGE M MAX
Cin fiogt Elil Trial +1 - 2 MdSh  Hd gin 7 Ma  Might 28l fi'a nia [
(n big cat Blile Tribal 1! -1 3 MdiEh TA&C Bin T Ho  Might T2aldr n'a na na
Amazon individuals

Boree size  Iim by 1in on foat, Tin by 2i0 monted,

NAKE QLA TYP STR REZ “WOR ARM WEA MOV S&Y TER BAD BTE UPG KIN ("1 %4
Haans an faol Elite Tribal +1 -1 & Md 2-Hd Tin 7 Mo Hight 7 (] n'‘a na
Hero riding big cat Elite Tibal 41 -2 &  MdSh Hd 13 & Mo Might 136 na n'a na
Casimyer Elita Trpal  +1 <1 10 Md 2Hd Tin 5 Ho  Hight 161 na na na
Enchaniress Weteran  Trinal @ — - 1 MWone Hd  Bin ¥ Wo  ight 112 s n'a fia
WWitch Weleran Tzl — e i Lt Hd Bin 7 Ma  ght a m'a n'a nia

smagic
Wikch riding big ca Walaran Trital - -1 3 Lt bad 14iR T Ma Might 28 m'a n'a na
+magic

Priest Veleran  Tribal & — - i Lt Hd  din ¥ Ho  Might 1 na n'a n'a
Sonlhsmr Paar Tiipal = - 1 HWone Hd  din ¥ Mo Might 48 & ra n'a
Couriar Wetaram  Trioal @ — - 1 Lt Hd  12n T Mo Mght 18 & ' f'a
Spout Wetgran  Trinal @ — - i Lt Hd 8 T Mo Mght 58 ma A na
Command herald Wataram Tz - - i Lt Hd Bn T Ma  hmht 18 s n'a n'a
Command Banner Waleran Triaal — — i Lt Hd 8in 7 Ma  Mght 28 nia n'a n'a

3 Marksenan. Lise the prodile of the relesand ligure you sish e o inlo a marksman; thegquality is always ot the highest (that is, uprabed). Points
cosls are the cost of e Bgore outlived above, mualtiplied by 10,

0] Fimtasy Warriors Companion



General rules

IJ Bartarian armies can have one ‘allied command” of warrions from any of thwe felloaving races: orcs, tralls, fighting men, dwares and clves,
J The allied command cannot oumomber the rest of the army, and myust have an ollied batthe leader to bead it
O The allied command can consist of units made up of several of e above races

I Dwearves or elves will not fight in a command containing a ny breslls OF s

I The allied command canned have any individuals.

A barbarian army can have up b one of each talisman, costing 100 points cacly

Barbarian infantry

Base gize  Iir by fin.

NAME QuA TP 5TH HAES WOR ARM WEA MOV  SAV TER BAD PTS PG MK RAX
Waimioes hwverage Fan =1 — 1 LiSh  Hd Hit Ma Mo Hgh L] +dVal 5 a

Inlfarry hwvarage Fan | — 1 ] 2Hd  Bn Ha Mo Mght £ +AVal 3 a1

Barbarian archers

Bose gize  Tin By Tn.

h!.lE =11 TP STR WREE WOR AAM WEA MOV SAY TER [=F.1e] PTS UrPG WM WA
Archers Avorage Trioal +1 - 1 Li B&Hd 8&n Mo Mo Hight [ +3Vel 5 N

Barbarian berserkers

Bavee size  Tin by Mo,

HAME Qu& TYF 5TH FAES WOR ARM 'WEA MOY S&Y TER BAD PTS LIFG MIN MAX
Pl Byerage Fan #1 - 1 Lt 2Hd Bn Mo Mo Might 7 ma 5 .t

‘Bl st Veteran Fan 82 - 2 Lt 2Hd  tin s Mo o n'a i n'a n'a

O The top profile is used when ihe berserkers are not in blood lust
O 1F at aey tleme i Berserkers ore in Blood st use the kaver profile.
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BARBARIANS
Bodyguard

Bage size  Tin by lin.

HAME QLA TYP STR REE WOR AAM WEA HOV SAVY TER BAD PTS UPG MM WAY
Bodyguard Elite Fan +1 - 2 Md 2:Hd &n | Me  Hight ar n'a 5 &

3 Masimam of o units for esch barbarian searchiel. Both units st be in the warchief s command.

Barbarian battle leaders and warchiefz

Haee size  Tin by Tin.

MAME GUA  TYP STR RES WOR ARM WEA MOV SAV TER BAD  PTS  UPG  MIN  MAX
Cinfioot Eliter Fan +2 = 2 Md  2Hd  &in 7 Mo Bight n n'a n'a na
Barbarian individuals

Haer size  Iin by fin or feod.

NAME . Qua TP ETH RES 'WOR ARM 'WEA MOY GAY TEA BAD PTS [1]="r} WIN [T} 8
Hiza Elig Fan +2 =1 5 b #Hd  Ein 7 Mo it 81 n'a na 1]
Cmsiroaes Elim Fan <2 -1 " L 2Hd  &in 5 Mo Wight 17 na e na
Whzand Veleran Fan +1 —_ 1 Lt Hd Bin 7 Ha Mighl 1 na na fia
sEagie
Prigal Vet Fan +1 — 1 L Hd Bin 7 Ma Migh a5 na na nia
Sonihzayer P Fan ol _ 1 ang Hd g7 7 Ma Mighl ] na na i
Courier Walsran Fan | - 1 1] Hd 18in 7 Ma Might 12 na na na
Seout Vileran Fan | - 1 Lt Hd Bin T Mai Mighl i1 na n'a ng
Cammandberald \peran Fan &1 — 1 Lt Hd Bini 7 Mo Hight iz na n'a nia
Commandbannes Viferan Fan &1 - 1 L Hd gin ) Mo Might 4 na na na

= Marksman, Lise the profile of the relevant figurne you wish o turm meeoa marksman; the quality salways at the highest (that is, uprated). Peints
posts are the cost of the figure outlined above, multiphed by 10

Barbarian war mammoth and crew

Bose gize  Jin by Rin.

HAME QU TFF &TA RES 'WOR ARM WEA MOV 5AV  TER BAD PTS UFG  MIN MaX
Whar mammoth Mg Fan +11 T 15 Md HEH  fin 4 Yas  BMght 450 +5%el 1 1
Archars g Fan +1 = 4 . B . . . - . . y 4
Barbarian war rhino and crew

Base gize  Jin by Jin.

HEME Qs T/F STR RES 'WOR AARM  WEA WOV 5AV TER BAD FTS UFG  MIN M
Wiar rhing g Fan #1018 16 Md HEH B 4 Yer  Maght 486 +fBVel 1 1
including cremw

Barbarian giant

Baar size 3w by Zin,

HAME Gl TWF STR RES 'WOR AAM WEA WOV SAV  TER  B&D FT3 UPFG MM MAX
Barcanan glant Avarage Fam +B -3 B Md  2-Hd  8im 5 Yes  Might 4 «18ve 1 i

4 Add 10 poines to the cost B you want the giant o also be a chamgpéon.

d The cost of leadership is included in the batal.

d Ifthe giant is threatened it cn include a musician and a friendly terrible creatune incthe threat tes, Fm‘l.'lv;h:-d Ehad wehsal ever is lhw.alemng has
i lesser strength.

1 the giant has o make 4 or more saving throavs at any one time it most then ake the relevant best, and abey any potential reactions,

i
Il
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GOBLING

GOBLINS

General rules

J Gablin armies can have one “allied command” of warricrs from any of the following races: ores, trolls, agres,
men or barbarians,

Thie allied command carmot outnumber the rest of the army, and sk kave an allied battls leader i load i,
The allied cormand can consist of units made up of several of the above raoes.

The allied cormand carmat bave any individuals.

A golblin army can bave ug bo one of each talisman, costing 100 paints each

At might all gobilins became Eanatics.

Oo000O0g

Goblin rabble infantry

Bose gize  Tin by Tin.

HAKE QU TYP STR RES WOR AAM WEA MOV SAV TER BAD FT3 UPG MIH MAX
Infaniry Foar TriFan — - 1 Li'Sh b &n ] [+ Day F ¥ 1AvR [] 40
hichers Foar TriFan = — i L1 B#E  &n ] o Diay 4 +1Ang L] 40
Goblin infantry

Base size  Iin by Tin.

HAME QuUA TvF TR AES WOR ARM WEA MOY S&Y TER BAD FTE UPG MIN Max
Infaniey Awsrage  TiFan  — - 1 wss Hd Bir [ ] Oy 3 sIvet 5 n
Archers Averagi TritFan - — 1 L BHd Bin Mo 4o Dy 5 et 5 % ]
Goblin giant spider rider

Base size  2in by 2in.

HAKE QA TYP 5TR RES WOR ARAM WEA WOV SAV TER BAD PTS e MM WA
Spidar rider A Fan +2 -1 1 WSk  Hd  1gn 7 Yes  Day 7 +12Ver 2 5
Rider and apider

In pombal £ 2 = ' q - T&C - " - - - - -
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GOBLINS

Goblin giant spider rider archer

Hase size  Zin by Bin,

MAME iy TY® STR RES WOR ARM  WEA MOV SAV  TER  BAD PTS wE M MAx
Archir rider LT Fan — - i Lt BHd 180 0 s Dy ELI +ilvet 2 L]
Rider and spider

in combat " ' 2 - 3 Tat " " =

Goblin giant spider rider gunner

Bose size  2in by Zin.

HAME QA TP STR RES 'WOR ARM WEA MOY 35AY TER BAD PTS UFGE MW MAX
Gunner rider A Fan - - i Lt GnHd 14 T Yes  LDay &0 +3al 3 a
Rider and spedar

i gomba 5 . +E =1 3 TAC =

Goblin gargoyle rider

Base gige N by 2in,

HAME QLA L STR RES 'WOR ARM 'WEA MDY SAY TER BAD PTS UPG MIN MAX
Ridier Ayprags Fan #1 =g 1 LirShd  Hd 12in T Mo Day 26 +Bvel 2 5
Gangoyie and fder

in ambal = i " - ) T&G - - - h
Goblin gargoyle rider archer

Base size  Fin by 2in.

HAME QU TP ETH AES WOR ARM WEAR MOY EAY TER BAD I'-'E URrG KN RAX
Asgher Auerage Fan — — 1 LuShd Hd Wi 7 He  Day a7 +Eal 2 B
Cargeyie and archir

i combal & = | = 2 T&G N = =

Great goblin infantry

Bage gize  lin by lin.

HAME aus TYP AES 'WOR ARAM WEA MOV SAY TER BAD PTS PG Mis WA
Intantry Awgrage  TiFar &1 - 1 LSk Hd gin Ma M Day i w3Vl 3 0
Hobgoblin infantry

Base size  L&in by IL.Sin.

HAME Cl& TYP TR RES WOR MARM WEA WOV 54V TER  BAD FTS UPG NIt M
Inlantry Viglean Fan *2 — 2 L ZHd  En M2 i 1 iay 7 +HE 5 kil
Goblin battle leaders and warchiefs

Hoaee size  Iin by lin.

HNAKE GuA ‘.I'_'|"_F| STR RES 'WOR ARAM WEA MOV  SAY TER BAD FT5 PG Wit MK
G fool Elite Fan +2 — 2 Md'sh  HdA &n T Ma Doy dd+Liy nia na m'a
Goblin war giant and crew

Baee size  din by S,

BAKIE GilMA TP S5TR  RES WOR ARM WEA MOV SaVv  TER BAD FT5 UFG MW MAK
War gani fvprage  TriFan 417 11 15 Md HEH 10n 3 Yed Dy =] nia i 1
Bakista - : +# - 3 nfa Bal : : h - - - z 2
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GOBLINS

Groblin and hobgoblin individuals

Base gize  Tin by Iin (gobling), I.5in by .60 (hobgoblina), 2in by 2in (and spicer riders).

MAME Qua TYF  STR AES 'WOR ARM WEA MOV SAV  TER  BAD FT5 PG MM MAX
Hutsgeblin Feera Elitg Fan 3 -1 5 Md ZHd B 7 ¥ Dy T nia n'a wa
Bobln hesa Elita Fan 2 1 5 Md 2Hd  Ein T Mo Day gz na ma wa
Halng cashoyer Elie Fan 3 i i [i] Md 2Hd Hin i Yes  Day 152 nia ftia fia
Gob destrovar Elile Fan +2 -1 1 Md 2Hd &n 5 Mo Day i) fia nia nia
Wizan \Wedaran Fe — — 1 LI L fn T Mo Day i fia i L]
gt
Prisai Vileran Fan = — 1 Lt Had i T 1] Dy 5 n'a nia nia
Soothaayer Poor Fan = — i Mang  Hd i 7 Mo Day 4% n'a nia nia
G oo Valaran Fan - — 1 Li Hd 1Eif 7 1] Dy k(1] n'a na na
Spoul ¥alaran Fan — — 1 LI Hd Bin 7 Mo Day ] [V} nia a
Command herald Walaran Fan — — i Li Hd &in 7 Mo Day an na nia fiia
Command bharnar Walaran Fanm — - i Li Hd En 7 Ho  Day a0 n'a fila fnia
Goilin giant spidar
radar hem Elite Fan +1 =2 9 LSh  Hd  18in L Yea  Day 200 n'a n'a na
Gioblin gisnt spider
rider wizssd Elite: Fan + -1 2 Li Hd 18in T ¥es  Day an n'a na
+mangic

w Marksman. Use the profike of the relevant figure you wish to furm into n marksiman; the quality isalways at the highest (that Is, uprated). Points
casts ane thie cost of the figure sutlined abova, |'|1|,|I1||;:Ii|,u,| Ly 10
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TROLLS

Greneral rules
Trolls are large powerful creatures nsed by many armies bo add weight to their ranks, and imstil termor into the enemy. Trolls can be unpredictable
and they require skilfal kandling in bakthe; a trodl is equally Lkely to roat or skorm inbo bliood bust at the first kint of danger. Elite war trolls are more
than a match for mest appoaents. They are worth havirg §f an armiy can tolesate them.
=) Trolls canmot be warchiets, batthe leaders or individuals.
< Trolls cannot be used as mesSergers.

War trolls

Hoee gize 1.5in by 1.5in.

HAME  oua TYP S5TR RES WOR AAM WEA WOV SAV TER B&D PTS PG MIH MAX
War gl Unprad Fan | 5] 3 L1 2Hd 4n [ b (] Dy el na 2 g
Elite war trolls

Base size  I5in by 150,

HAME Gl TP 5TR RES WOR ARM WEA WOV  SAV  TER  BAD FTS IAG W WA
Wartnoll Elfe Fan + 1 3 Li &Hd fin B Yes Day 144 na S ]
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OGRES

General rules

OGRES

Ogres, like trolls, are used by armies 1o add weight asd cause tesror. They are ougher tham tralls and pet as volatile. They make good warriors,
with their huge size, strength, and ability 1o cavse kerror. Ogre linebreakers ane specialist Iroops ueed by swarchiefs bo disnupt the enemy prics o
an attack. Ogre berserkers, if they get the chance, can be very destructive during combat = it's ot unknewn for a handful to go through severl

enemy units during the course of a balle.
Il L'J'grl.'s cannot be warchiels, battle leaders or indivicuaks,
o Dgres canmot be used as messengers.

Ogres
Boae size  L.5in by 1.5in.

RAME QU TP STR RES WOR ARM WEA MOV S5AV  TER BAD FTS UPG  MIN MK
Ogre Aymrags Trio +3 -2 4 Ll 2Hd & ] Yes  Day 45 il 2 ]
Ogre linebreakers

Base size [.5in by §.5in.

MHAME QA TP STR  RES WOR AF_IH WEA MOY SAY  TER  BAD PTS UPRG  MIN ("1 4
Lingbraaker Ayprage Trik 3 -2 4 L 2Hd  gin [] Yes  Day 75 n'a ] 5

3 Ifa unit of ogre lincbreakers wins the fist round of combat it will disorganize the engmy,

i1 [fthe encomy ane already dizorganieed # will cause them to become shaken, regardless of any other morale best result, except rout This applies

vy ehee Firsd roumd of combal anly:

Ogre berserkers
Boase size  .5in by 1.50m.
HAME Qua TFP  STR RES WOR ARM WEA WOV SaVv  TER  BAD PTS PG MM MAK,
Barserkar fverage Fer 43 2 4 Lt 2k Bn ] Yes  Day & na z 5
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MERCENARY HALF-ORCS & HORSE-RAIDERS

MERCENARY
HALF-ORCS

Altheusgls any warriors — with e esception of the undead - can be mercenaries, certain races are exclusively available as mercenaries, Too of the
mest common are halfarcs and horse-raicders,

General rules

Meroemary half-ores and mercenary horse-rabkders cam only be wsed in mercenary commands. Al rles for mwroemarics apply (eee pages 30-31),

MERCENARY HALF-ORCS

Half-ore infantry

Boae size  Tin by Tin,

MNANE Q& T'I'P'__ ETh RES WOR ARAN 'WEA MOV BAY TER BaD PTS URG MIN MAN
Hatharc ind Averagr  Dim  —  — 1 M®Sh Hd  Bn Mo Mo Mo [ el & 20
Half-ore archers

Bage gize  lin by Tin.

NaME I:Il_J.Il TYP 5TR RES 'WOR ARM WEA MOV SAV TER BAD FT3 UPG MIH MAX
Hail-ore bows fanrage Disc — - 1 W B e Mg ] Mg & Vel 5 &0
Half-ore shock troops

Boae size  Tin by fin.

HEME 51171 TP STR RES WOIR AAM WEA MOV SAY TER BAD PTS PG L] LT
Hall-are shack Walaran £ +1 -1 i Md  2Hd &n M Mo T 11 +Eile § an
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MERCENARY DRAGONS

Half-ore hero individual

Base size  lin by Iin.

NAME ﬂiﬁ- TP ETH HAES WOR ARM 'WEA WOV S5av TER BAD PTS PG MIN MAY
Hall-ens hesa Elit Disz +2 =1 L] MdGh  Hd in T Mo Ma &7 nfa n'a n'a
Horse-raider cavalry

Beae size  Tin by 2in.

HAME QL TP STR RES WOHR AFM WEA 8OV SAY  TER  Ba&D FTS G [ KULE
FRidar Auarags Tii + - 1 MdSh Hd  13%n 7 Mo Might 14 et 5§ b
Aider and hores

Ficabal . . u . = _ HiH . . - . = . 1 9
Fdd archer fovragn i + - i Fid - 13n T By Might 16 e B o
Ridesr and horse

hwl - - - - E. - F'EH '] - n [ & - = -
Horse-raider hero

Hose size  Tin by HHe,

NAME LA VP STA HES WOR ARM WEA MDY SAV TER BAD PTS UPG MIN MAX
Here Elre T 2 -i B MaSh Hd  13in & Ne  Hight 4 n'a nia nia

DRA

Greneral rules

cdoog

Jeszer strenpth.

Ay N

Huge dragon

Haee size  Sin Gy Sin.

ARY

Mercenary dragons can anly be used in mercenary commands, All mibes for mercenaries apply.
Mercenary drapgons cannot be warchiels, battle keaders or individuals
Sudd 10 poands to the cost if you want the dragoen bo abo be 8 champion
The cost of leadership is included in the total,

I the dragom is threntered it can inchade a musician and a (rendly terrible creatwre in the threat test, provided whatever is threatening has a

If the draguen has to make four or meee saving throws ol any ofe lime 0 mast iben take the relevant test, and obey any potential reactions,
Dragons hasne bwo movement tabes, The smaller of the twa ks the distance the ereabine con move on the ground (that is, when not Oying) and
thie larger is the distamce it moves when :I'I}-Inpr

HAME CUs ___T'l"F EThR RES WOR ARM WEA MOV SAV TER BAD PTS PG KN WAAX
Huge dragan Velgan  Trbal 412 1T 22 Kie TBC &infiSin 2 fes Mo 1071 nia 1 1
Medium dragon

Boxe gize  Jin by din.

HAME QuUA TYF 5TH AES WOR ARM 'WER MOY SAV TER BAD PFTS UPG L] [LH]
Medium deagon Weberan Tribal & -2 14 Eira TEC EBinfSin 3 ki Ma h18 n'a 1 1
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MERCENARY GIANTS

MERCENARY
GIANTS

General rules

lercenary giants can only be used in mercenary commands. All rules for mercenaries apply.
¥leroenary gianks cannat be warchiefs, battle leaders or individuals.

Ak T psints to the cost i you want the giant o also be a champdon.

The cost of leadership is included in the total.

| Sy Ny Sy =

IE tlwe iand is theeatened it can include a musician and a friendly terrible creature in the threat test, provided whatever is threntening has a lesser
strength.

L

It the ginmt has o make four or mone saving throws at any one Hme it must then ke the redevant tesl, and obey any reactions

Small giant

Haer size  2in by Jin.

HAKE B CUA _T'I'F‘I 5TR RES WOR ARM 'WEA MOV SAV TER BAD PTS PG M MAY
Small giast Average  Tribal +h 3 b Md 2Hd  Gin 5 fes Mo 110 fifa 1 1

Batile giant

Berse size  Sin Gy Jin.

HAME N GUA TVP STH HAES WOR ARM 'WEA MOY S&Y TER BAD PTS UPG  MIN MAK
Bame ganl Awgrage Trbal =22 =14 21 Md 2Hd 13in 3 Yes  Ma 404G n'a 1 1
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DWARVES

DWARVES

Lreneral rules

o Dvarven arcnied can have one allied command of searriors frosm any of the flleawving rces: meen, barharans, olves and anuesns
I T albied command canmot autmumber the rest of the army, and must have an allicd bantbe leader b bead it

= The albed command can consist of units made up of several of the above races

= Thee albed command canmat bave any individualks.

& A& dwarven army can have up o one of each type of talisman at a cost of 100 peinds each,

Dwarven infantry

Base size  ir by Jin.

REME Qs TYP 5TR HRES WOR ARM 'WEA MOV SAY TER BAD FTS UPG MIN MAX
Initesfibey Vateran Dz — — 1 HSh HI  din Mo Mo Ma ih +4E| ] 20
Twa handed Vatgran D — - 1 H ZHd AR No Mo [ i +4EI L3 2
Epears ‘Wataran [ — — 1 HSh  Sp din Mo Ha L] 11 +4E| 5 20
Dwarven berserkers
e wize  Tim by Jin.
HAME QuA TYP_ STR RES WOR AAM WEA MOV SAV TER  BAD PTS WPG  MIN MAX
Barsarker Walaran Fan — -1 2 Li 2Hd  Ein i Mo Mo ] na 5 )
0 BMaximum of one unit for each dwairven warchied,
O The unit can be inany dwarven command,
IDharven crossbows
Base gize  Tin by Fin,
EI’-HE ) Gl TP 5ThH AES WORA ARM WEA MOY SAY TEA BAD PTS UPG KIN MAX
Croesshows Viesaran Disc - - 1 Md Chd Sin Ne No Mo 14 4E 5 20
Iharven archers
Rase gize  Tir by Tin
HAME Qua TYP 5TH AES WOR ARM WEA MOV 3SAY TER BAD PTS UFG MiN MAX
Anchgrs Valeran Disz —_ - 1 Mg BHd  SGia Ha T Mo 1 +4E1 5 20

Fn?u!nﬁ_l,r Wherriors Conrparion LT



DWARVES

Dwarven giant crossbow

Hage size  Giand crogsboe Iin by 1.5in, other oreie Hin by Tin.

HEME Oils TP STR RES WOR AAM WEA MOV SAY TER BAD PTS PG MB MAX

Dhwarsencrew Vieleran gz - - i Md Hd 5in Mo Bl ] ¥ nia # Jabalisia

Giianl xhow hcnew  ascnaw 42 - 3 - G - Mo by - 2 nia & 5

Dwarven ursine cavalry

Boae size  Tin by Sin.

HAME [#]11- TP STR REE WOR AAM WEA WDV SAY TER BAD FT3 PG MIN MAK

ﬁarrm Veleran D +1 -1 1 HSh LaCh Tn [} ] oy 45 +12El 3 10

FRidgr ang bear

In combat i . - . 3 . Tac . . =

Fdar asa Walaran Disc &1 a| ] HEh  2-kd n [ Ma [§1=] 43 +12El 3 [}

[Rider and bes

in combat - " " " 3 = T&G s - 8 = = =

Dwarven warchief and battle leaders

Base wize  Tin by Tin on foal, lin by 2fn on bear.

HAME Le ]I TY® S5TR RES WOR ARM WEA MOV  S5AV  TER  BAD FTS UPGE M MAK

On fool Elle Disc +1 - 2 HW5h Hd  din ¥ L [ Jeldr '3 n'a n'a

Ridifg bear Elile Diae +2 -1 4 HSh ZHd Tin B Mo o TE+Ldr wa n'a n'a

Dwarven individuals

Bage gize  lin by Tin on fool, 1in by 2in on bear.

KAME fe (I TYP 5TR RES 'WOR ARM  WEA MOV SAY  TER BAD FTS UPG  MIN MAY

Hérg on ool Elia Dz 1 -1 Bl HSh Hd din T Mo L] 54 wa n'a na

Hesa on besar Elile Disg *2 -2 8 HS5h  Hd 7in & Ho 5] 156 m'a n'a nia

Wizard Elile Do —_ —_ 1 Lk Hd Gin T Mo 1] 13 n'a n'a na
+imagic

Pries| Eilg Disg — e 1 ] Hd Bin T M Ma a0 A8 n'a na

Soodrsayar Poor Disg — - 1 Hone  Hd 7in 7 Ha Ma 28 Ala n'a na

Courlar Ellg Disz - - 1 T} Hd  18in 7 Ha Ma ap m'a f'a fiia

Szoul Ellg Disz — —_ 1 bid  Hd Sin T Ho a il n'a nia nia

Command herald Veleran Disc — — 1 H Hd din ) Ho L 28 n'a nia nia

Command banne Weleran Disc —_ - 1 H Hd din ) Ho L) 38 n'a nia nia

3 mMarksman, Lise the profile of the redevant figune you wish o tam inkea marksman; the quality i always ot the highest {that is, upratedh. Points
costs are Lhe cost of the figure sutlined above, multiplied by 10

The dwarven war cannon

Cannen bave size 2in by $in, Crew Tin by lin on separate baacs,

NAME aua TYF STA HAES WOR ARM 'WEA MOY SAY TER BAD FTS UPG  MIN MAY

Crisw WA Disc —_ —_ 1 W Hd SN [y L] 1] ¥ n'a 1 1]

Camnon T -5 ] Gun |belgw) as ma 28 n'a 1 1
(o mane

Id Sew pages 32-33 for full rules regarding mosement for (he war conman,
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WOOn ELVES

General rules

WOOD ELVES

W] edf armies can have one allied command of warvsors froo any of ihe following races: barbarians, dwarves, humars and amazons
The allied command cineeot cutrumiber the rest of the arey, and mast have on allied battle leader to bead it

The allisd command canned have amy individuals.

u |
|
= The allied command can consist of units made wp of several of the aboce races.
|
|

A woud elf army can have up o one of each type of alisman ot b cost of 100 points each,

Wood elf infantry

Hawe size Tin by fin.

KARE CilA TYP 5TR RES WOR AAM WEA MOV SAV  TER  BAD PTS UFG MIN MK
Hand wagors Welaran Tri = — | LUER  Hd B Mo ] Mz g +dEl 5 20

Spears Wetaran Tri - = 1 Lwsh  Sp Sin ko L] Mo ] +dEl -1 20

Wood elf archers

Base size  Iin by lin.

MAME QuA TYF STH HES WOR AEI'H _'I'llEﬁ. MO SAY TER BAD PTS PG MM MAX
Aachigrs Vibsvan Tii ~— -— 1 L1 LvHd  &in ] Hix Mo 11 +4El § 20

Wood elf eagle riders

Boase size  Hu by 2in.

HAME QLA TYP 5TH HRES 'WOR ARM 'WEA MOV SAY TER BAD PTS UPG WIN MaX
FRidar Valaran Tei +i g 1 Lt B 15in 7 Ho Ma a7 +12E| 2 18

Rider and eagle

in comioat R o = = 3 = TaC " " " - " " " "

Fimntesy Winrriors Cowmprmion
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Wooh ELVES

Wood elf cavalry

Base stze  lin by 2in.

HEME Qs TP ETA HAES WOR ARM WEA MOV SAY TER BAD FTS UPG MM MAX
Fedes Weteran Tri | -— 1 Lk Hd 1dim T i Ma 23 +BE| 5 2

Rider and horse

R P’ . . = 2 . HEH = F : = . = A

Wid archiegr Valaran Tn +1 — 1 Lt BHd 1din 7 Ha Mo 25 =EFI 5 20
FRidar and horse

in combat . . . a 2 . HEH - . . - - . . =

Wood elf warchief and battle leaders

Boaw atze  Tin by Tim on foad, Tin by 2in mounied.

MAME 11 TP STR RES 'WOR ARM WEA MOV SAV TER RAD PTS UPG  MIN MAX
Qn fool Elite Tri +1 - z LiSh Hd Ain F] [ [ F1+Ldr [ AlE fi'a
Qi horseback Elite Tri +2 — 3 LWwsh HA 14n Fi Mo [ ASslar s na n'a
Wood elf shapechangers

Base size  IL5in by I.5in.

MAME ous TP S5TR REE WOR AAM WEA WOV SaAY TER BaD FT3 UPE  MIN MAX
A ary #ll Veleran  Farafc — - 1 LWSh Hi &n Mo Mo Mo 18 +BEI 3 20

In bear form i ' +1 -1 2 Lt T&E i6an B Yex Mo v - . -

2 If a shapechanger unit gets a blocd lust reaction it will change inlo bear form and remain so for the rest of the battle.
d Use the lower profile for the shapqchar'@;rr when In bear form.

Wood elf individuals
Base gize  Hir by Tin on fool, Tin by 2in mounted, Jin by 2in on cagle.
HAME QA TYF STH HAES WOH ARM 'WEA MOV BAV TER BAD PTS G MK MK
Hero on fool Ekla Tii &1 o | 5 1] 2-Hd Bin 7 N N Bt n'a na (VY]
bid on warhorse Elile Tii +2 2 & LbSh  Hd 14in & N N 153 n'a na &
Wid an eagh Eliliz Ti +2 2 7T LbSh Hd  18in ) N Ho 127 fifa fia &
‘Wizird Eliln Tii — — 1 1] Hd gin T Mo Mo 15 na i n'a
TR
Druid Eila Tni — — 1 LE Hd Bin 7 Mo Ha 15 n'a nia nia
+magic
Prigst Ela T — — 1 Lt Ha Biri 7 Ma Ma ] n'a nia g
Spotramyar Poar Téi — — i Mone  Hd Giry 7 Mo [ 45 na na e
Courier Elite T — - 1 Lt Hd 12 ¥ Mo Ha k1| n'a e e
Pl oy hss Efe Ta + — 2 Lt Hd 190 T Ha Mo A2 n'a il nia
Seul Eie Tei — - 1 LLSh Hal Bin T Ma M3 B5 n'a n'a n'a
Commang heald = Ta -— — i Lt Hd LT T Ma Mo 3 na na na
Mid on hores: B Tni +1 —_— 2 Li Hdl din T MNa ] 2 n'a n'a n'a
Command barner =) ] Tri - - 1 Li [ ] Ain 7 Ma Mo -] na n'a na
Mid on hores =i T +1 - 2 Lt Hdl l&n T Ha L 72 na n'a n'a

2 Marksman. Use the profile of the relevant Ggure you wish b bum inbo 2 marksmarg the quality is always af the highest (that is, uprated), Poings
osls are bl cost of the gure outlined above, multiplied by 10.
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MEN

General rules
< Human armies cam have one allied command of warriors from any of the following races: barbariars, dwarves, elves and amazons.
& The allied command caimmat outnumber the rest of the army, ard must have an albed baitle beader 1o lead ik
I The allied command can cansist of ks made up of several af the above rices.
O The allied cornmand canmot bave any individsals.
O A human army can bave up ko ane of each ype of lisman at & cosf of 100 paints each,

Men af arms
Base size  Tin by Tin,

MAME A TYP 5TR  RES WOR AAM WEA WOV SAY  TER BAD PTS UPG MIN MAX
Men &1 ame Average Dl —  — 1 Md  Pol  Gm Mo Mo Baght 5 e & 2
Longbowmen

Base gize  Tin by Tin.

HAME aua TYF STR FEE WOR ARM WEA MOV EAV TER BAD PTS UPGE  MIN MaX
Bichars Awirage Dise: — —_ i L1 LbiHd  Tin Mg Mo Might [ #3Aat £ 20
Crosshowmen

Bose size  [fir by Iin.

HAME aua TYP ETH FEE WOA ARM 'WEA lll_l'.'ll'|' SAY TER BAD PTS RG M4 MAY
Crossbows Fverag Dise: - - i Md CoHd din [ ] Mo hight & +3Val 5 20
Handgunners

Base size Hin by Jin.

HAME Qua TP 5TA  RES 'WOR ARM WEA MOV 58V TER  BAD TS UPG MM WAX
Handgenners &warage Disc - - 1 Md HgHd Gin Mo Mo Might B +Iil B i
City

RBase size Tin by lin.

HAME QUA TYPF 5TR RES 'WOR ARM WEA MOV S5a&Y TER EBAD PTS UPG MIN MAX
Spsars Foor Dz — = 1 Lt S Tin Hoe Mo Night 2 s«lhve 5 an
Mzn at arms Avalage [ - - 1 Lt P n Mo Ma  Highl 3 +1ag 5 k]
Foot knights

Baae sfze  Iin by lin.

HAME CUA TYP STR REZ WOR AAM WEA MOV SAV TER BAD PTS UPG  MIN MaX
Fool knights Walaran Digx: —_ - i il 244 4 Mo Mo  Mght 1 +4El [ 20

Fiatiasy Warriors Comprnion B



MEN

Knight cavalry

Rase size  lin by 2in.

HAME E.I.A VP ETH RES 'WOR ARM WEA MOV EAY TER BAD PTS uPG Win RAX
Knight Elibg Dis +1 1 1 ¥h'Sh LaHd  ttin 7 Mg Hight 48 n'a 1 M
Krigm & warhores

n ombal : - : : 3 - H&H : - - " - -

Mounted men at arms

Base gize  lin by 2in.

HAME Qs TYF S5TR RES WOA AR WEA MOV Sa¥Y TEA BaD PTS PG M WA

Man &1 ame Awerage  Dbc  +1 -1 1 HSh SpHd 13n 7 Mo Might % Vet 3 0

Man al ams and

waihorse in cambal o L - . | L H&H " L " X o u

Warchiefs and battle leaders

Base gize lin by lin on food, Iin by 2in mounfed.

HAME Qua P ETH HREE WOR ARN WEA MOV BAV TER BAD PTS urG MK MAX

On oot E-H;l: Disg #1 - 2 ¥h'Sh  Hd Sin 7 Mo Kight J24Ldr ni n'a m'a

On warhorse Elbg Disc =i =1 4 ¥nSh  Hd  lin i Mo Kight M+Ldr nia nia n'a

Imdividuals

Base atze  Jin by Iin aon fool, Tin by 2 mounbed.

HAME QLA TP STH AES WOR ARN WEA MOV SAV TER "B&D PTS urG MIK MAX

Hem, foal Elin Disz +1 =1 5 %h  RHd  din 7 Mo Mght e na na n'a

Hem, mid on

wahore Ehe Disc +2 -2 i XhSh LatHd  11in B [+ ght 142 na na n'a

Faladin Ebz Diac #1 -1 3 Eh 2-Ho  din ) [£1e] Hight -] na wa n'a

‘Wizard Wighgran Dise — - 1 L1 Hd Tin 7 Mo Kight 5] na n'a m'a
+Mmagic

Diruid Wateran Disc = = 1 L Hi  Tin 7 ko Kight 9 nia n'a n'a
+mag.i:

Prieal Wetaran Dz — — 1 L Hd Tin 7 Mo ght 84 nia na n'a

Soasayer Pt Disc — — 1 [gle ] Hda &n 7 i) Might 44 na wa m'a

Courier Vabsran Disc - —_ 1 Li Hd 11in 7 g i) Might 27 na wa w'a

Mid on harse Viatsran Dise #1 —_ 2 Li H 18in T L) Might 57 na na m'a

Scogt Weleran Disc - - I d i Ein T ] Hight 1] na ma na

LCommand herakd ‘eleran Disc - = i *h Hd Sin r B Hight 42 nii i o'

i on horse Wleran Disc +1 — 2 %h Hd  1lin 1 ko Might T i mia nia

Commandbanner Valeran Disc - - 1 %h Hi  &n ) bp  Hgh 4 nia | na

Wid an horae Veleran Disc +1 - 2 #h Hd  1ilin 7 Bo Mg &2 na ma na

J Marksman. Llse the pmﬂle of the relevant I'I.g_urr}lnu. wish b ivien fvlo a marksmang I:I'|.|.~4:|I||.1I||.1,r is .1h-.'.1.}-s:|l: thee hiighes! (that is, 1|.'|'.-crah.=-;|]. Painks
casds are the cost of the figure owtlined atove, muliiplied by 10,
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reneral rules

2 Owc armies can hawe ane “allied commapad” of sarsions fram any of the lellowing mees: gebling, egres, alls and barbarions

0 The allied comamamd cannat aulmuember D rest of the army, and must have analbied battle loador b lend B

I The albied command can cansist of units masbe wp of several of e above moes.

& The allied command cannot have amy individsals

I Chrc anmies can use poisoned arraws

" Anorc army can have any Ialissans, costing 100 points each.
Orec rabble
Base pize  Tin by Lin.
HAKE QuA TYF STH REE WOA ARM WEA MOV 58Y  TER BAD PTE UPG MM LU
Qe rabbks Paar Tl — ~ 1 LWsh Hd  Gin  Me Mo Day 2 +Hhwe 5 30
Rabbie arches Poot Trikal = 1 U BHd  Gin 1] Mg Day | S FTT S 20
Ore infantry
Bese size  Tin by lin,
HAME QA T¥P 5TR  RES 'WOR ARM 'WEA MOY 3JAV TER BAD PTS UPGE  MIN MK
ez Intaniry Awetage  Tribal  +0 - 1 MdiEh Hd Gia Mo Ma Dy 5 e & 20
oz T e Average Trikal +1 - 1 Md 2Hd  Ea Ho g Dhay L3 +3val & 20
e Spasfs Byvarage Tribal +1 — 1 wdSh Sp i Ha Mo Day 5 +3We 5 20
Ore archers
Baae size lin by Jin.
MAME QU TP STR RES WOR &AM 'WEA MOV SAV TER BAD PTS PG KM WX
Ore anchers fvarags Trina +1 - 1 Md BMd  Gin Mo [IT% Day 7 s+ el 5 an
Ore giant wolf riders
Basre size  Iinm by Qi
NAKE QLA TF 5TH HES WOR ARM 'WEA MOV SAY TER BAD PFTS UPS  MIN MAX
Vol ridar Avarage  Tibal o1 - 1 MdSh SpHd  10in ¥ Ho  Day 30 RET 10
Wl & rider
nmﬂ'l u ] El - 4 & Tﬁl: - " " - . . s "
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Ore giant wolf rider archers

Base aize  Iin by 2in.

NAME QUA  TYP STR RES WOR ARM WEA MOV SAV TER BAD  PTS  UPG  MIN  MAX
Archer Avermge  Tibal 41 o i Lt BH 1im 7 Mo Day BT +12vel 3 id
wall & nder

Inmm - - - - ‘ - T“ L] - - - - -

Ore juggernaut

Baee size  Sin by Sin,

HAWE [+ 1] ™P ETR RES WOR ARM WEA MOV SAY TER BAD FTS UPG MIM HAX
Juggamaut Linpredd Fam <11 & 10 H T&C @n 2 Yo Day 244 e 1 1

I Lesdership s included i the points cost

O uggemauts canmot be warchiefs, batthe leaders or individuals.

W Add 10 points bo the cost if youw wank the jaggemaut to also be a champion.

& Hthe uggemant is threatened, it can include a musician and & friendly termible creature in the threat best, provided that whatever is threatening
it hxs a Jesser strength.

W If the uggemaut has to make four or more saving throws at any one time it must take the relevant tests and ohey any reactions.

Ore warchief and battle leaders on foot

Base wize Tin by fin.

HANE (11 TYF 5TH RES WOR ARM WEA MOV SAV  TER  BAD PTS UPG  MIH MY

On foal Elite Trinal +2 —_ 2 HEh  Hd &in T 1+ Oy 32+Ldr fifa nia nia

Ore warchief and battle leaders on war wolves

Hose aize  Tin by 2in.

HAME QLA TYF S5TR FRES WOR ARM WEA MOV 5aY  TER  BAD F1S URG MM MAY

O war wok Elte Tribal a2 -1 5 HEHR  Hd  iin ) Mg Day TosLas n'a n'a na

Orc warchief and battle leaders war chariot

Bose size  Sin by Gin.

HAME QUA TP 3T RES WOR AAM WEA MOV S5V TER BaD FT3 UPG  MIK M

Chariot Eille Tribal  #2 -1 15 HSh TAC 1Wim & Mo Dy 318 afa mia [
Q2 Chariats cannot mavwe throwgh or over woods, bushes, walls, palisades or chevaux de frise.

Baee size  Iin by Iin on food, lin by 2in mounfed.

HAME auA TYF STR REE WOR ARM WEA MOV S&Y TER BAD TS URG  MiIN MAK

Han om oot Eli= Tribal 42 -1 § MdSh Hd gin 7 Mz Day 7 n'a n'a na

Herm cn war woll Eli Trital +3 2 4  MdSh  Hd 10N [} Mo Day 168 ' n'a na

Whzand Viabéran Trikal +1 — 1 L Hd Tin T Mo Day ik} n'a n'a |

+magic

Priesl Wiatigran Tribal =1 — 1 Lt Hd Tin T Ha Dy &5 na na f'a

Ealfres st Poor Tribal  +1 — 1 Hone W4 Bif T Mo  Day 45 na [ fla

Cauries Vataran Tribal +1 — i Lt Hd  idin T Mo Day 30 na ma '

Ecoul Vataran Tribal #1 - | Md bad fiin T Mo Day B a ' r'a

Command heeald Vatgran  Tiibal  +1 — i Md Hd  6in ) Mo Dy 33 na nfa na

Command banrer Valeran  Tribal 1 - i Md Hd & i Mo Day 43 nia nia n'a

3 Marksman. Use the profile of the relevant fgune yvou wish bo tumn into a marksman; the quality is always at the kighest (that is, uprated). Polnts
cosls aee the cost of the Hgure outlined above, multiplied by 10,
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Giant orcs
Basge gize 1.5in by 1.5in.
HAME aua TYP STH HES WOR ARM MOy SAV TER BAD PTS UPG  MIN MAY
Indaniny Average Tribal 3 -1 4 Mdish B4 fin & Yes  Day 43 +12%al 2 10
Tao hand Average Trikal +3 3| 4 Bg 2Hd  Gin ] Yes  Day 43 +13el 2 1
Ore
Boase gize  Tin by Tin.
HEME auA TPF  5TR  RES 'WOR AAM  WEA MOV 5AV  TER  BaD PTS UFG MW MAK
Indaminy Wesgran  Trbal 42 a1 2 HS5h Hd Sin Ho Mo  Day 20 +BEI 2 20
Twn hand Veteran  Tribal  +% -1 2 H &Hd Sin Mo Mo Day 20 +8EI 2 20
O Maximum of twao wnits for each orc warchief. Both units maust be in the warchief's command.
Ore ballista
Baae gize  Ballista 2in by 166, each crew menstber 1in by Tin.
HAME QU TP S5TR RES WOR AAM WEA MOV SAY  TER BAD PT3 UPG MIN MAX
NG e ANBrage Tribal = = 1 Md Had Bin Mo Ma Dy ] 'y 2 3 a balisla
Balisa A ore RS EW a2 —_ 3 - Bal —_ S H] Ma - 15 fnia 2 5
O Total points cost for giant Ballista and £ cresw = 25 points.
3 Extra crew oost 5 poinds each, There can b2 a maximiiem of 4 crew members for each ballisia,
3 Lise the ore crew profile i the cren is shat at or involved in combat. Use the ballista profile if it is shooting.
O [t eakes bwo onew members i properly fire a ballista; i there is anly one, then blackertng the shy i not possible.
O The ballista can be mowed 2in for each living crew mermber, 1o 0 macismurm of 4in
O Om the weapons v armour char, use the cressbow prodile. Don't forget bo add the strength dee 1o the ballista,
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HIGH ELVES

General rules

o Hipgh el armies can have one albied command of warriors from any of the following races: wood elhes, dwarnes, humars and amaeons.
o Thee aillied command cannot outnumbser the rest of the army, and st bave an allied baltle kader o kead it

W Thee allbed command can consist of units made up of several of the above races
o Thee allbed command cannot bave any individuals.
- A high elt army can have wp o one of sach type of talisman at a cost of 100 points each.

High elf infantry

Bose size  lin by Tin.

HAME auA TYP STR_AES WOR ARM WEA MOV SV TER  BAD BT  UPG MM MAY
Handwaapans Veteran Dise 1 H &Hd  Ein ko Mo ha n <4El b 20
Spears ‘Vietgran Dise - — 1 HSn  Sp Gin Mo No b n +El 5 20
High elf archers

Base alze  lin by Tin.

HAME aua TYF  STR  AES WOR ARM  WEA MOY  5AV  TER  BAD FTS UFG  MIN MAK
Archars Weleran Dise - - 1 H LbHd BiA ¥ Mo Ha 14 ~4El 5 20
High elf cavalry

Base size  Jin by 2in.

HAME aus TYF  5TA  AES 'WOR ARM  WEA MOV 5AV  TER  BAD FT5 UFG  MIN MAX
Rider Ebbz Oisc #1 - 1 H La 12in T Mo ] 30 wa ] 10
RAider and harag

i combai 5 = g - 2 g HEH  * ) g ) B 5 g ¥
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HIGH ELVES

High elf warchief and battle leaders

Bease size  Iin by lin on fool. Base size N by 2in miownbed,

NAME _E_IA TYP ETR AES WOR ARE WEA MOY &Y TER BAD PTS URG WIN MAX
O foal Elitg: Disc +1 — 2 HEh  Hd Ein F Mg Mo 34+ Lav n'a (11 fifa
Cnborsehack Elte Diz +2 - | HEh Hd  idn 7 Mo Ha 52+ Lor na i fia
High elfindividuals

Base aize T by I on food, Iia by 2in mounied,

HAME au wF 8TH AES WOR ARM WEA MOV Sa&Y  TER BaD FTS UPG MIN MAX
Herm o doct Elite D 1 -1 5 H 2-Hd Bin T Mo 1] =11 fifd (2] n'a
bhd on warhcrse Elle Disc 2 2 & H'Eh Hd 12in ] Mo [¢] 156 il A'a n'a
Paladin ool Elilz Dz +1 ' 5 H 2-Hd Bin T 1] ] 134 *nia n'a n'a
Mid on warkaae Elil Dz w2 3 2 H'Sh Hd 12m 3 Ba [e] 206 nia m'a n'a
Wizard Elile Disz - — 1 Lt Hd Bin T Ma Mo 15 nia wa n'a

+I1'|.mb

Pries| Eiita Disc - - i Li Hd K, Mo M o0 nia i fa
Soothsayer Poor iz - - i Hone Hd @m 1 (] N 45 fig n'a n'a
Cepogriar Eile Dige = = 1 LiSh Hd 1840 7 Mo M an nia n'a wa
Mgl on hores Eile D +1 - 4 lWSh  Hg 15 7 [et] M g2 nia na [
Soou Eliliz s = - i WS Hd  &n 7 [ M 5 nia a na
Comimand Fersd Elile Doz = — 1 H Had Eary 7 gt No a8 nia wa e
Wi on Focse Elite: Dis; +1 - Z H Had 1Zin T "] M 3 nia wa e
Commard banngr Elite Ciec — — ] H Hd i T Mo Mo 4B na & (1]
Wid on horse Elite Dz +1 - Z H Hd  1din 7 Mo Mo i3 nia s '

= Marksman. Use the prodile of the relevan fguee yow wish oo iso a mackssman; the quality isalways at the highest that is, upraed), Points
cassts are the cost of the figure cutlined abooe, muliplied by 100
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SUMMONED CREATURES

SUMMONED
CREATURES

Fiend

Base gize  Jin by Jin. See summaoning spell, page 44

NAME Qua TYP STH RES WOR ARM 'WEA MOY  SaV  TER  BaD FTS UPG MM MAaX
Fiend Elte Fan #4 ] ] ¥im  2Hd 20in 4 Yee Mo fifa Aa'a ffa nfa
Tree spirit

Bose size  Jir by 3in. See druidic powers, page $i

RAME _Qua TYP STR RES 'WOR ARM WEA MOV SAV TER BAD TS UPG  MIN MAX
Trie spirit (=1:] Fan +10 -6 0 ¥wa HEH 1Zn 5 Tes Mo n'a n'a wa n'a
72
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Standard bearers as casuallies

Play testing ks showm that 8 |5 worth relnforcing the rules covering this topic. Standard bearers can
aaly become casualties In one of the ollowing three circumstanoes:

J Lising the “‘capturing the standard” aption.

1 a umil has b remove casiallies through combat or shooting and the only figure ledt in the unit
is the standard bearer

A Becouse the undt s annibilated,

Ornly i tlue secomd and third coses can a standard beaner be killed theaugh shooting alone isee pages
4 ared 33, FANTASY WARRIDRS),

Warchief's command

A I thewe ang no wndls in o warchiels command then it does not count as o command during
command lests, This confirms the definition of 2 commmand on page 7 of the FANTASY WARRI-
CHRS rulbe ook A commianed consisis of ane or mawre wniks.” Thas if a warchict s command consiats
anly of imdividuals, it does net count 2= 2 commard during command bests.

2 If players are using the Movement by commands option of the marvement and reorganization
rules {zee page 27, FAMTASY WA RRIORS), don't forget 1o include the warchief s command, even
if it dires not include any unik= It is neoessary b do 3o (o determine when the swarchiel and any
individuals im the anmy moyve.

Couriers
Cince & courier has o e order in his possession he nst move ob full spaed by the quickest possible
raute ko the bateleader for whom the order is inbended, Fe st sod delayy Berany neasen (see page
36, FAMTASY WARKIORS!
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UPDATE

Individuals
Individsale may move through miendly units a4 no penality b themselees o the units, Tley may rot
pass through ceenvy units

Priests
Priests can atiernpt o force re-rolls of any dice inr'll.ld.ln;ﬂ_ thise wsod In r||1..'|g||;. Pripsts, hossgwer,
cannot we their influenee with the guds o enable them e re-roll any of their own dice. But a priest
may attempt to v his influence w allow another priest bo re=roll provided that bath priests ane of
thez samie race (see page A0, FAMTASY WARKIORS).

Priests in multi-player or multi-army games
I uilti-player ar multi-areny gomes, singhe priests con only influesoe the rolls of the acmy o which
they bedong, Several priests acting logether con inflwence ony rolls. Mobe that only priests of e sume
mce may ‘foin tegether o lmpeove thele chamoes of sucoess,

Heroes in multi-player or multi-army games
Heeroes may only add their worth b units of the anmy ta which they belong.

Shooting at individuals
Mg 18 stabed on page 2 of FANTASY WARRKHS it s Flmﬂ:le b shoat at lene irdividuals. 1§ is also

passible fo direct shooting ata gnowp of individuals in which case the player shootivg chooses swhich
of e inelividheals will be the target.

Command lests
A battldleacler does nel counl as part of lis compand [page 7, "o commaisd s 8 grouping of one or
moe units’} becavse he is anindividual and et o amit, Thepedore il all e unids of 4 command are
rovabed o anrikilaked Ehat command sHI courits a5 a 1 i oomeand fests oven iF the bailtloleades
hamself = sall alive and om the battleficld.

If several reasans acour that necessiake a command festin the same um (for example, several heroes
are killed, a wiward ronsts and 8 batitleleader and bwo priests aee kilbed) o player still only tnkoes b
test once that turn: for each battelender and warchied In his army (page 245,

As 1 stnles In FANTASY WARRIORS, the players may choose in what sequence thiir babibelosders
takoe the commuand test. This ability should be taken full sdvantage of Beciuse a baitlebeader wiha fails
a et will affect the chances of the next balilebeader who besis |fpap_¢ aay,

Movement and combat

If, during movement, a unit comes inbo base-lodhase contact with an cnemy vinde, 1E msl cesse
mnovemsent, [ i o in combat, wihich will be resolved during the coming combat phase (page 291,

Line of sight
Unis interrupl e of sigli. s mob prasibie ediraw a line of sight from one undt beanather if a third
unlt inberriapds the lise of sight (page 221,

Movement

A umit or individual may volustarily leave the tabsde. Coce it las done so 6wy not setarm,

Combat - who fights
Inclivaduals and spedals are always assumed (o be in the front mnk m’an.}l comibal and thus :I'lgls.hng.
1 i mol necessary for the miniviures representing them, however, b be phiysically in the front sank,
This is often not possible or aesthetically pleasing anyway. Wherever a spacial ar individual
mimiature is placed within o anit, the combat benedits of that miniature can be gained during a
combal, Also, such individuals are eligilie as casualties in the event of the enemy obbaining a ‘kills
o specinks or individueals” resuli,
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Combat - units and individuals
IF 2 unit is i contact with an enemy individual 3t the end of the movement phass, a combat ccours
between the two during the combat phase. It is always permdssibla for o individual o move away
from base-to-base contact with an enemy unit during the movement phase provided that the
individual’s furn b move s after the unit's.

Terrain features
Terrain watures aoe & rixture of ferrain #ems grouped together and ideally placed on a base of some
sort which serves ko delineabe theedges of that feature. Players should nate that ehe whaole of the bass
irerrupds line of sight and rok just the terrain ibers an the fesbure

Creafing terrain fealtures
The rules state that all “your” terrain should be grouped inks terradn features. In this contest “your”
refers ko all the players and not merely the host. The sendence A berrain feature is simply a few fems
of scenery grouped together” should read: “A terradn feature is sienply a few terrain items grouped
together.” Terrain lems are defined on page 11.

Placing terrain features

If ome side outscouts the ofker (page 15, FANTASY WARRIORS)
The second point under this heading should read: “The oulscouting pl.'l.].-r:r pL'n:er. all or soeme of Bl
avallable berrain features exactly where ke wishes.”

If one side owimanoenvres the other (page 15, FANTASY WARRIORS)
Tz first pobnk uisder s haading should read: The winning player places all or same of the available
termin feaheres exactly wherne he wishes."

Attack orders — missile units

Units with missile weapons but ne ammunition counters left, no longer count as missile units,

Threat — units in combat
Units in combat can ke threatened provided thal the threatening unif can irace a clear line of sight
to ifs farget. Units in combat cannat initiate or counter threaten.

Eldritch command
This spedl lakes effect immediately. The stabement in FANTASY WARRKIORS that the player should
‘proceed with battleleader's fest as normal’ means that the method of employing the best is as oamal,
leshoulkd be laken aul of Hs useal place in the turn sequence as soan as the spell is sucoessfully cast.

Shooting into combat

Shooting inbo coandat is ot alkowed,

Terrible creatures

If hwo oppasing terrible creatures of equal strengih come Inbo range of each oflser, neither is lerrible
o the other.

Soothsayers
Oy page 17 of FARTASY WARRIORS, the first socthsayer rale should read: *Add one to the cenens
dice roll. An army with more than one soothsayer still only adds ane, regardless of how many
soothsayers are avillabb 1o @

Threat test — unit worth
To caboulate the worth of a unit, add wp the warth of all the warriors, specinbs and individuals with
the= unit.

Range

On page 22 of FANTASY WARRKIES, handgun ranges should be: Short &in, Long 12in.
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Shooting - flying creatures
The rules on page 22 of FANTASY WARKIORS regarding shooting at or from flying units should be
dedeted and replaced with the following, which alse covers fiving individuals “When shooting at or
from fying creatures the range is always bong."

Finger of death

Magic poswer cost should read 1 magic power point per 12in and not Tin.

SUGGESTIONS

The fallowing Sems are suggestions which wa feal will improve play but perhaps at the expense of
:impl:ici'r}-. Take a loak and :ir|1p|r:|:r|.r.'t1|: those (if any) that appul o you.

Deployment

An outsootied or aubmanoeuyred armiy can only deploy in the central 60% of its deployment mane
(see page 15 af FANTASY WARRIORS for diagram of deployment zones). This would mean that
instead of play being restricted to one comer of the table as an outscouted player attempts to
safepuard ot least one flank by anchoring it agasinst a table edpe, the full potential of the table area will
becoare availalble. Obwviously, onee play begins, sither player is free to move inbo those flank areas.
The player who swocessfully culscouts or outrmanoeuyvres can deplay amywhere he wishes in his
deployvenenl zone.

Musicians

It has been suggested that there should be limits 1o the number of musbdans a unit can have. [t is

thought that seme players will collect armies exclusively made up of musicians which will then be

capable of threatening any ctherarmy clean off the table, W can offer three ways of dealing with this
if yow Feed it is going to be a problem for yea:

o limidls are Set for number of musicians per unit. However, the rule that a miniabure mest be
of the correct type should be rigorously applied. Every musician must be represented by a
masician miniature.

Mo unit may have more than three musicians.

& There are od limits to the number per unat but musicians are subject o an incremental cost Thiss,
the first musician in a unit costs the price of a normal warrior phus 10 peings. The second musician
costs the price of a normal warrior plus 20 points and soon
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MULTI-PLAYER GAMES

MULTI-PLAYER GAMES

FANTASY WARRIORS is ideally suited to multi-player games and there are several ways
thiy can by orgamized,

SINGLE WARCHIEF

Exch side corsistz of ane army, identical in points value to #s opponent.

O plaver per side i appointed to be the warchiof. The other players are batileleaders,
|-J1|."|ﬁﬂ o ihe insiruchion of (he 1\.'.1n:|:|i|_'f_,5|l.'|_'-r| before thy commeroement |:|r51.:|EE J:the
battle turn. The bt beleadeor= a i griven onders {hold, ﬂtl.h'kmf“‘k,‘rf-l_':' [rl, the warchief and
these can anly be changed by the warchict, as in bwo plaver games,

The battleleaders mplement ihe warchic’s instructions within the limits of the dass of
orders they have been glven

When there are several players a side, it is inevitable and satural that they shauld want
to discuss the game, This & only permitted when the ligures that represent the players
dthat i, the warchiel or battleleader figures) are in base-to-base contact. The warchicf
decides which commands or individuals are committed e Soaubing,

.
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MULTIT-PLAYER GAMES

Cruring the initiative section of the movement and recrganization phase, dice either by player or by
command according o the rubes (pages 26-270 1F it is dedided 1o dice by command, den't ferget o
Inclisde the warchiet's commaned, even if it is not directly commanding any umits = it i recessary (o
datermine when e warchied and any attached individuals move.

SEVERAL ALLIED WARCHIEFS

Each player has his eor her awi army i acts 2 that army’s warchief, It i also passible to have
subordinate hattbeleaders. The points value of each army should be identical and there should be an
wqual number of armies on each side. 1718 |5 pot pessibbe for each side o have equal numbers of armies
{forexamgple, if there ane five players, oneside will have thnee arembes, the other Bl then thie Sde with
the Fevoest armuies should have its points value increased se that the Iotal number of points on each
siche i exqual.

The warchiefs cn cach side will discuss their batile plan before Stage 3: the battle hirn. Because they
are all equal allies, oo ome player i superior o any ather sa the manner in which each warchief
devides to implenient the plan is up o hime This can lead 1o some Inleresting developments. Each
wirchiel issues orders o their own battleleaders and o mo ofhors,

Any discussion between warchiefs after the commencement of Stage 3: The Babtle Twrn may take
place ondy if the warchicf miniatures are in base-to-base contact,

1€ players wish, they can send wrillen messages between warchiefs., Dring the new arders phase,
allew ane minute for playersto write such messoges B ey wish b, They should be writtenon o small
piece of paper {about Yin by Jind folded twioe and placed under a messerger or courier figure which
i in base-lo-base contact with the warchief who s sending the message. This figure is then moved
normally for ils type during the movement and recrganization phase, Wisen it reaches the allied
wearchief bo whom it is directed, the warchief can read the message and react as seems switable, Sinee
allwareliels aneequal allies these messages should not be cowchied i the form of ordens —at least pot
It Essuling worchief wishes the alliance of which he is.a part o remain in being. Messages boiween
equal allies are best restricted to requests (usually expressed in extravagantly polite and diplomatic
languaged or information about the situation af the army of the issuing warchied.

I s uige b each warchied to decide which commands or individuals of his army he wishes bo commanit
to soouting, During the initintive section of the movement and rearganization phase, dice either by
player or by comamand acconding o the rules (pages 26-27)1 [f it is decided to dice by command, dorr't
forget o include those belorg b the warchiegs, even if they are not directly commanding any units
= it is rcessary o determine when the warchief and any attacked individuals move.

SEVERAL ALLIED WARCHIEFS, ONE OF
WHOM IS IN OVERALL CHARGE

Padmis walues should be identical for each side {see previous section).

This type of game is similar to the single warchief game in that ore plaver & side B appointad in
overall comamand. Fams will be made cither by the commmanding warchiel alone who then informes
his subordinate players of his decisions and bells ther bow iy veill ieplemend theen or, more Blkely
kn vhew of i independence of mind of gamers, the players will disouss their plan before Stage 3; the
battle tuen with the final decisions being made by the commanding warchiel, In ather words, the
players condisa o council of war. Players issue whichever orders they wish bo their subordinate
baltlebraders (1 ihey have anyd. 1 is up o the players bo decide which combination of esders can best
bring about the success of their side’s plan, Players can only discuss the game if the mindabures
representivg thew (that i, the warchsel miniaturesh ane in base-to-base contact. Thas if all players of
a side wished o contribute foa discussion then all their warchief miniatures would have to be in
(| il

Warchiefs can only issue orders te commards in their army — not 1o those i allied armies.

If players wish, they can send wrilten messapes between warchiefs as cutlined in tha provious
section. Remember that in this type of game the commanding warchief is the superior of fhe other
warchicts on bis side and & this enlithed (o Bswe orders b his subordinate players wh swould then
be expected b attempl 1o implement them bo the best of their abilities. If the notion of such a
hierarchical gime is nol o yowr Laste, don't play this varistion.
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MULTI-PLAYER GAMES

The cormmanding warchiet las thse el say on which comimards or individuals are committed o
rconing,

Druring the indtiative section of the movement and reorganization phase dice either by player or by
comitand aecdrding to the rules (papes 2627, If it i decided to dice by commiand, don't forget to
inclisde those beomging b the searchiels, even if they are pot directy commanding any units = it is
pepiesaary b determine when the wanchiet and any sttached individeals move.

PageFigure

1 ELf baed

3 Undead giant

5 Undead standard bearer
7 Undead leader

& The cabal

10 Lich

17 Undend giant

19  Berserker hero

21 Barbarian destroper

X5 e archer

38 Goblin warrior

19  EIf warrior

32 Undead warrior

36 Hobgoblin hero

313 Erchantress

40  Trecman

41 High ef spearmen

4%  Goblin wizand

44  Fiend

45 Mercenary hosse-raider

46 Mousted specire

49 Enchanmtress

51 Berserker hero

53 Great goblin warrier

8%  Goolin wizard and hobgobdin
hero

S5 Troll

58 Mercenmary borseraider

&1 Dwwarf warrdor

63 EIF lord

67 Ore warrior

o ['[15!1 :I.frpmrmpn
Fiend

73 Elf archer

74 Drwarf wizard

78 [hearf generals’ war council
A0 Treeman
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