o g St

ER THE STORM

[

o4
|

\\ @’.umgmzmlr’ /jp

D
> (S



3 o — B i -
/ : ""Af‘-_ '. Yy
o — e \.\

. <
—— =

-y . S
Cosnsiy o <z L.
P -

. \-‘.;§ : &
~ S
~ D
: ‘ >

‘ - ~\ - -
: * \-{zﬂe a t/:dun([ér/featf the storm broke wpon the fmfzre of‘ 5712271 That summer was unfu@ N e

"T 3‘\ "‘ NRREBRTE e 5o vorsacE g ot S fars al Haoions, irdas of stosl chuet wars 1o P NG
: SR s ctants and mensters feyend counting marchid on e froo fonds of h Ot Wkt i was ™ =
\oo S S ot hall had boon, unloashod: Tinoaghets tho world, insantty. reigned; Drother turhelhon o
AP e B L gt oo o romsimisitios Forebacams to prosninin o iadiR Z
. ol andtin that ftod: swrmomer, thore was ne Juzy apple picking, ne picnics in the moadsws. Thore was = =
= oty lood, and firicand wir. Jo.all come to ahbadtigpen ohe salls of Midionboisn. Tho Gitgrafithe E
X ‘l_’f&ff was to be the bulwark upon whick the hopes and dreams of every free man, woman, child, even elf > .- \
= B P e/, firfoapods. Tl roifing tide of evilicrashol wgainst the defondird of TIPS o a
e O ot e 0535 il warve. o ovil o il nkag ot o Codl wihen e STEEKE. oy R _
?"f’-ﬂ' - storm ahuted, those ancient walls still stood: W rejoiced: Tools that we were. Litthe didwe know that &
S :" -~ the sisge of M T s only the boginning. .. _ o
&%‘ \ "\\__\ : : .;_‘ % o
<" L o : . From A World at War by Heinrich Bosch %~ o
25wl ; N R

- ) -

‘;-\ JThough the Empire is in flames, Archaon has been defeated and is fleeing north. \\\;“-\ N
| \Mlddenhelm still stands, the rock, though assailed on all sides did not fall. However not all

y{., : . is well for the followers of Sigmar; Valten Exalted of Sigmar is missing presumed dead at

:.. . th nds of the foul ratmen of the Underempire. Skaven harass both forces loyal to the

"""{f ~ady, emplre and.Chaos as they seek to collect more slaves, and the marauding orcs of Grimgor i
.\,*‘ ~lmnh|de- ‘Iay qute to everythmg and " anyone they come  across. : e

:‘..’,‘”.'_. " X : - — i X *;:U

The Coun;\f Light decides they cannot aIIow“Chaos to regroup and launch a secondary
. invasion. Ther rally caI_I goes out, no one race can stand by idle.
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--AFTER THE STORM——-

After the Storm is a Warhammer Fantasy Battles Campaign Weekend ‘held-at the North

| st Games Centre on 25"-26™ January 2014. You will be placed into teams and compete
. td_ad'iiéve your objectives and come out as‘overall champions of the campaign.

T U M ~~VWHERE? -

i ' 5 '

The North"West Gaming Centre

Hallam Street

- Heavily ~
Stockport

S SK26PT

R e TICKETS

There are two kinds of tickets available for this event:

— .

" e -£35 Full Weekend Tickets (which allow access to the full weekend’s gaming, lunch both
IS days and an evening meal on Saturday)

‘ -QEGReinforcement Tickets (which allow access to the reenforcement gaming on Sunday
P and. h@ch)
N\ , S
3 \ i At the time of pu[chase, you must specify which Campaign Faction you want to play for.
— o Jickets are limited to 24 Full Weekend Tickets and 8. Reinforcement tickets for each
Faction. All tickets are available through elementgames.co.uk. All tickets allow access to <

the Path to War regiments of renown event held on Friday 23" January.

» b - -
- _ \ - - e
. . S . - —

- e A copy of thlsvules pack : ‘ A v TR, e
: e 2 word processed GQPIES of your army list Vg e = k ;‘_
.. * Your m|n|atures 4 . -
. Dice, and any tokens‘tanplates or cards you will need .
g qfq'?ll W|sh to play in the St\orm'ofMaglc and Regiments or Renown events you will > - ..;-/

also need.tn.br_lng forees for fhose : ~ ~ e "-\‘ ﬁ‘;‘}
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~~TIME TABLE~~
: 19.00-late: Path to War Regiments of Renown Event B
R B 2 R - ~ e
QURN a uFdaiy'l"Z.St\h'JEnuary Sunday 26™ January e B
. = __IMime | Event Time | Event "

:':\“—: B — . 5 —~cE )
\:‘3"‘5’;,\% ~«| Registration & breakfasts 09.00- | Reinforcement Registration ol e
S lessen | 09.30 - SN

Y | -10.30~\ Briefing & getting to know your | 09.30- | Briefing < IR
\ 10.15 | team . 09.45 >4
\ “110.15- | Game1 09.45- | Game 4 ~
12.45. 12.15
- 12.45- Lunch 12.15- | Lunch —
13.45 03.15 i
. |13.45- | Game2 13.15- | Game 5 '
5;% 16.15 . 15.45 S
',-~ 1:16.15- " | Break 15.45- | Break x
~ . 1630 . 16.00
.~ /16.30- | Game3 16.00- | Game 6
%,» 19.00 ) 18.30
:\_,‘,_" | 19.00- Evening mgaﬂs 18.30- | Final Briefing and awards ceremony =
= “20.00 19.00 AR
:_&i _‘Y'\‘ \ \ \\,‘-. ; :_\
;?‘ . 20.00 Storm of Magic Game . .
. ~




) " X "rqus’tdeade which Faction you plan to-play for when you buy your ticket. AII models must

\ \\awbe fully palnted to be used in this event. Any models judged not to be fully painted W|II be s ': -
n - ~
'\ % - Kd*o be removed. We really don’t like domgthls so please don’t make us! -~ g ) 5
M\"'> N ~‘. T z 4—(
S ,“‘ i SRS
‘? - ; s \ — ’/\\f
A | -\ ,  =~ARMIES~— 52
\\ N > - -
Armies should be selected up to 2400 points. Any of the following army lists may be used. ' -~
';‘ ) Those marked with a * are variant army lists or have additional special rules and are found >
NS in this rules pack. All others should use the most up to date army list as published by N B

3 ‘ﬁ. S Games workshop *(including any errata and FAQ’s or White Dwarf Updates).

.. : ¥ > -~ .
;'l(_'-(:;-‘. ". Y v-. = 2
'_;-.:\ '.:. ro . N —
3 Please note that'Special or Named characters will not be permitted this weekend. Those

- who play a significant role in the campaign will be available from the campaign organisers — N\

‘\ ‘_“ '5?” and supplled to the'relevant Factions/teams to field when they are available. . ?_‘ -
:;\-‘iJ -.‘Y:‘.‘. \ e < ™ "N

Sk = - _

. _( » X ; -~‘ S -_"A\“‘
:":::\-“%;:‘ ——ng . ~ A > 1
e R Y o ~-~FORCES OF LIGHT~ : N,

-5 3 ;—"k\\‘”;‘ \ o e

A — N = S S
o sy f\mfo{d&mxf by their msntvictotyftﬂzgiﬁﬁnﬁebm the Gouncil g"Ig/;t assemblos its alfios to take e
N‘ .',_\ o ~ - - '
k T .\‘ﬂ; ack to the ﬂrce.r ?]“‘Gﬁ'm. Sl whe swore ﬁa/t:‘yto the council/ now rally, madjftomarc/; )
N > 3
A 'nort/i'anfregb aﬂoot{'yteff(m those who had so reamt{yfqym&yeto the free wer/d. . . s
- _"_":t*i A ,\.\-‘ 3 R
e N o The En pire : = ~ ‘ gt | s ’f}_; .
Tt o Middenland* '

S
'!\' “_ o High Elves :
: PR o LQtFern Sea gatrol* . y -
F";if\:“ S o Bretonmi SR - g \: o =
Bty s 4, R SO BretonmaFﬁE gWar* y Vi _ e
.4 . - » . - L & ._""‘_ E - 3 . g o~ _--

iy O3 Dwarfs ¢;: SN e .

Bt L N_:-. . o -’~_ T S : -

c::-?:‘»'*'! \."';-\o SIayerCuIL — 1‘,;. S



--FORCE!S OF CHAOS-—-- -
- ',-),\

: ﬁﬁmm@n Frchaon, ca/)rym.z/f;momma&m@gp Ho is Everchosen
( 'A"Wm Jost fittle is mot encughto dengpen Fis hust for conguost. Let tho ﬁoﬁ’di’c/t"axgm’m

' Imtﬁ'gyfmw»n aJnatwictotyFm thz’@eeﬁ'&mye@[&{y e ~ -_v.?'_‘f
i TR

des of Chaos* RN
L \eso, aos \ s ~
o Beastmen e
‘\:\ N "6 Daemons of Chaos* o e ',‘_‘7%
,:’ . o Chaos Dwarfs (usmg the Legion of Azgorgh list from Tamurkhan) S s
3 . . o
3 o DarkElves ~ « ; ‘\»‘\ =
o, The Cult of Slaanesh* ' N A A
..-\_:‘., > AN & - {.fg' .. j\ -
VA -\ ~~DOGS OF WAR~ % s

- e

:E'mmwmfaﬂaw ‘3mem[t&'émmcm/a[fétocﬁ/fefmmw,metﬁfmml ':.'

— —

o .

- . . 7 =
~ » .

o Orcs and Goblins ‘ — =
~o  Grimgor’s ‘Ardboyz* SN =
_o Skaven - : e =
5 ClanEshin® Sy <
: -:_ o V;rﬁr;r’e Counts ‘ S SN -« \’."’."-&.\-
: ‘\ - f TheArmy of Sylvania* - == T ‘“
.' % G"tl%er}f S : : — s e

2 Tom'Fngs
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-~HOW THE CAMPAIGN WO_I_RKS-—-

“*:i“ At registration you will be assigned to a team of player using forces from the same Faction
N % you, with Dogs of War filling any gaps. These teams will consist of 3 players initially on

Day 1 but your ranks will be swelled on Day-2 with the arrival of the Reinforcment players
~ ~“Z*“who will be drafted into the existing teams, increasing everyone’s number to 4 per team.

- N

- ~~THE TEAM LEADER~—

The team leader is very importanf postion. It will be the team leader who has ultimate say
on which Battle Strategy you will use each round (if any), which tables you will play on
and who will have the honour of fielding any special characters assigned to your team.
How you select your team leader is up to you. Perhaps a team of Empire players will elect
theirs democractically in the fine tradition of Sigmar’s heirs. A team of dwarfs would

e~ surely defer to the eldest player, or at least the on with the longest beard. Orc teams may
> :

.« = with to engage in a brief arm wrestling contest to see who is ‘Ardest. Which ever way,
SO . . 5

o your team leader must be selected at Registration at Day 1.

o

e

~~PLAYING THE CAMPAIGN~—~

Each round, iyour team will be drawn against another, rival team, based on your various
narrative objectives and- positioning. Campaign points are awarded for the following
Pt ,'fibres,ujts:
e, Each win - 3 points
SN, e Each Draw — 1 point
N e Each Loss =0 points

Each Team Captain will be given a results-card to complete for his entire team and hand in
to the event orgnaisers at the end of each round.

=  ~~CAMPAIGN BONUSES~— .

In addition to the points gained from winning games, there are a number of additional
- . . - ways to gain Campaign Points. - : S

e

=™

o=

N

“n ~BATTLE STRATEGIES—
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i | | : : >
Ly Each team has access to-the following 3 Battle Strategies. Each may be used a maximum of
}%\ ‘;::.‘_ Tonce for the entire weekend. When - =
"\’Twsed-they have some impact on the very next game played by the entire team. The ;
- _deciéion of which Strategy to use rests with the team leader, and he must make the event -
3 \\"-_-‘-‘; ‘: organisers ,éware of any Strategies in play before the start of the game. Please note, Batt‘le - :
R _f*fﬁtfa\tegies cannot be used for the Storm of Magic'game.
S = R N | —
\’\ 5 Xea \b\ Dig In: Sometimes all the positioning in the world cannot evade the eventual battle- B
“feoming on the horizon. When holding your ground in the face of the enemy:is a e
\ commander’s prime concern, he may elect to dig in, raise fortifications and prepare
\ ' to form a wall for the enemy to break upon. For the next game, the team gets only
2 2 campaign points for a win, 2 for a draw and 1 for a loss -
g o Let slip the Dogs of War: Invaders and raiders often care little for protecting their :
own lines, concentrating instead on charging headlong into the enemy in hopes of %
S R : . breaking them with terror tactics. For the next game, the team gets 4 points for a
'-‘" SN : win, but nothing for a draw or loss 2
a7 o Eternal War: It is a sad fact of life, that there is never a shortage of soldiers ready
%‘_‘(«,‘.( : to take up arms and lay down their lives in the name of war. For the next game,
: o - s the team may ‘recycle’ any one core unit in their army. Once a unit has been -
. _\ T = destroyed, instead of removing it, it can be placed into reserves and must move on ~
> O from the player’s board edge at the start of the next turn. Only core units may be
elected to be recycled in this manner, and only one per team player. Recycled units
R lose any magic items they were carrying but are otherwise identical to how they
X S started the game. They are worth victory points equal to how many points they -
) 5, cost at the start of the game (including any magic items they no longer have). So a
\\ ¥ \\u‘nit worth 100 points killed during a game, recycled and killed again is worth 200
o .‘ VPs at the end of the game :
- - & :
> 3 ‘.\,\ e
~~SECRET MISSIONS~—~ e
At the beginning of the weekend your team captain will receive 6 secret mission cards. e
;: These must be kept secret from fhe other teams. Each raund,'the Team Cap_tain"inust play \, ; >
- one of these secref‘missign,‘cards by passing it to the event organisers. Eor all members‘of R ;_
e ateam who complete a secret mission, you will be awarded 1 bonus Campaign Point: If all | .~ . = :-i
- " members of a team édfanethg secret mission, your team is instead awarded 5 bonus "( -f-',:
:‘ P “camp‘a-ign’ﬁoints. = S - = :“."x
> . - -

- - : . » "~ - -
Si— - i .. -
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Battle eidi‘oTthe war. These will ha e\ NG 4 b *ﬁi

\ w = e
wdyal speual rules assigned to them WhICh will be available on cards attached to~ =
Ies Some may benefit one army more than another, and it is for this reason that \ N :
; 'Leader has ultimate say over which of his players uses which table. — ,,,\\. .
\ . .\\;‘ ~ “ " - ‘-\‘ -5
N - =~TEAM OBJECTIVE— N T
e O, WL
NG LK AN : - N I
i ‘?-‘?, i At the beginning of the weekend, the Team Leader will be given an overall Team e O R
Olg)ectlve This is the central thing the team is fighting for, and achieving it is worth a S R .
‘~hphus 7 Campaign Points. — . e -
\ &e - . :—‘
‘\ » ) \ w o
3 o~ : ,S'Z\ -t
. 5 - ) & -
¥ . ~~WINNING THE CAMPAIGN~~ A~
s ' ".‘.\: -."' '(1\
e The Factlon with the most Campaign Points at the end of the weekend WI|| btc:owned \% . \\{ 5
i N :
thechamplons of the event and the Winners of After the Storm. Each member of the - XD C
‘Faetlon.wﬂl receive a set of winner’s dog tags. \ NERA . 4“ EA )
T \X ~n "
~ ‘, \\‘m _ e : S
: ;‘h addltl , the highest scoring team in each Faction will be given a medal. » i "
-’.L ‘\:‘\" ..‘
. \".- '2’" P = — A S S e

'Th‘e:e will als'b*be an award for the Best Painted Army used at the event

— - . -

) PN B 3 o x
AN e R,
o my v - \\_-w. Ny s\ v\‘:r.‘ ‘,: =y -':‘<
- - --. ‘-"f. B, . - ‘- . -
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s Sl
v - \\ = we_d as part of the campaign, there are two extra events/games which players can freely ny m_:?\’:
:-: S i S T pa\rtlapa’te‘ in. y 1 R
— .o.;;-g\\\ .\ . .
‘E:‘;t%:\ S N ‘\\--\ . ~ ;
&\\:-f‘..‘. »\~‘~ . 2 “\\ - "\\'\'\
g & \\ ~~PATH TO WAR~~ - "
\ _ N L <
A \ . -
3 5 Waria on the %riz«m, we must make  preparations ﬁr what s to ﬁfkw. Assemblo the scouts and -
S send them akead of our advance, we shall not march. lr'fimi(y into this dawn. . . s 2 -
: “\ , Path to War is a mini tournament which will take place on the evening of Friday 24™ ) .
“B;x;‘ January 2013 using the Regiments of Renown Rules first published by the Warhammer o e
E—«i‘-ri, “World Events Team and updated by the Tale of 4 Geeks team, available here: R
LA “ - - o pPa—
Pt http://taIeoffoi.[‘rgeeks.co.uk/RoR14thJuIv.pdf e =
- e ‘: o : \\‘ &
o Your regiment must be chosen from the same army which you are using for the rest of the :
5 ;"' N ‘
=y \J\\palgn (including any variant armies presented in this pack). N —a
» 3 _ :‘.—-’
N\ = _.*\ N D i . . e
R R As a reward for playing in the Path to War event, your leader, and any bonuses he
;{,‘\i \ -'\.!'ecelves may be lncluded in your army for any campaign games over the weekend for .
s e =  free. He counts as a hero and is worth- 50vps if slain. Remember, that you still cannot - %
¥ . duplicate ma‘g‘ﬁ\ltems, so do not equip your Ieader with anything you would want to take - *~ 3_
Rtg‘:‘ ~ . .elsewhere in your 2400 army. e ;‘-’3&;
\ b va, . ' o, e L
;;,'.“:_-' = : o . - T S >
RS "L —STORM OF Ma SEE
ROES e ORM o GIC— N N
g o .‘:-‘ al" g =y \J - A - 0

. :,‘ "'. *\’- ‘What would an event;@}tre,d around the Storm of Chaos be without a Storm of Magic™
e game? On the‘Sat’G’raay,{ngHt:Efpm%ED onwards, any players who wish to stay W|Ilbe ey
me of Storm—gf Ma‘&.—ihﬁse games will either be 1vsl or2vs2 dependln}'
lgnme@vfﬂ%se stiymg B g LR



http://taleoffourgeeks.co.uk/RoR14thJuly.pdf

-~ . '-_4; s s -
SRR e ¢ A
- ~ ’ 5 - A Fa > ~
e - . - S ~—
- 3
N . 2 =" —- &~
~ Games will be played at-2400 points with access to the 25% magic and monsters . 5

& alIowance as detailed in the Storm of‘Mégic-RuIebook. Scrolls of binding me be taken from -




\/

\ :
 fo owmg pages are variant army I|sts whtch may be used in the‘C’anpaléh\Each
"»“gw qutent army book from whu;h~the lists are chosen with some restrlctnons, :

-

?aal-rules and new units/items presented here. - - N

Where a unit is marl§ed with a * it is a new unit which is listed in this ruIéqpack



N Herqes Séneschal of the White Wolf*, Captain of the Empire, Wizard, Priest of Ulric*

\‘\ \ . ~ .-. . T
0, Core Units Spearmen, Halberdiers, Swordsmen, Archers (no restriction on Huntsmen _\ s }'}
o X . upgrade) Knights of 'ghje.\N-hi,te Wolf (inner circle knights w/ great weapons), 0-1 Knightly ‘\\* i :"
= Order (must be modelled as Knights Panther) :\
- G S NS
T )
,‘b-\‘" ‘SpeCIal Units 0-1 Teutogen Guard*, 0-1 Greatswords, Crossbowmen, Warriors of Ulric*,” = .
* Hunting Houn'ds* Great Wolf Cavalry (use rules for Demigryph cavalry but must be 5 —
=5 __modelled to ride Very large (ie bigger than goblin) wolves — Thunderwolves are the perfect e
"slj.-size) e S e
: e TN~
r 3 Rare Uhlts Wolfkin*, Mortar, Great Cannon, Handgunners g "\‘: “‘:\ j‘
52 «® : 7 = R N
“.\ ‘“_‘ " 2 . ‘\\ % ':1"1
R » ' : N R
N ~~SPECIAL RULES— R
s o o . _;.l:
* Crush:the Weak: Units with this special Hate enemy units with a Ld value of 6 or lower .77 o
N - - A -

\:ﬂ'he Grand Master: Immune to Psychology. A Character with this rule can onlyjom a unlt

'-':.iﬁi f*‘:‘* bf Krughts of the Wh|te Wolf - .- — - » ,}‘ S : d&
B_,_.. ' . Commandmgﬁsence A Character with this ruIe (and any unit he joins) is immune to A:..“" ’
el e e
k.‘)b ¢ s W '\‘ e - X -

B Blessmg' FUIm:' Mc}d&ts WIt'h thls specfa'l rule can atte}t to channel‘dlspeg N, A N
i:; .+"' S ~—_

‘\ - i

= \.~.\ ~,though they wewzards- P ”, pere: .:‘;\..

- P N S :‘ .‘-
=g - o :



A .;-(_ﬂ 55 ." N - ™
. N .w e . y
2 ) \\, inters Blte ........................................ 30 Points "~
" \ e e\
S R

X . ~a icWeapon. Grants the wielder the Killing
.-a';t»;_:g*-?“ : Ieurspaiul Rule

i SR SRS

\ ~Storm Hammer.........cccevecnncen.n. .30 Points

Magic Weapon. Grand Master or Seneschal Only.
Halberd. Enemy models wounded by the Storm
Hammer in the turn the wielder charges may not
attack that turn (if they have not already done so)

w0
1 _”'..’-'; ¥
ey -
g > '.\ - ‘\ E - - .
',f T Wolf Helm of the Teutogens............ 35 points
SRR :‘ ~
- i Magic Armour. Grar\wts a 6+ armour save which
‘,— * may be combined with other armour as normal.
‘ = - In addltlon, the wearer can take a Ld test at the

\ ~. i "S."" start of every close combat phase. If passed, they

- -\ ‘\‘ = Y* gain +1 Strength for the duration of that phase.
N W A
?‘,x o
F_ "i\ T‘.~ ™ »
::'.:Y ..' \ Arrnour-of Skoll....c..ccccceerinrrnianninee....40 points

. .} s . \‘ -

- S MagicArmour. Heavy Armour. Attacks against
~ ’\‘ o\ wearer in close combat suffer a -1 Strength
: '_;'"}“ . ,pena The Wearer is immune to the effects of
l\* s+ .theloreof nght
R
g Al o -

:k“‘~\.t‘ i-;‘:.:-s r— —

\:- - e

AT Heart of Mlddenbelm ....................... 40 points

S
o ‘Talisman. 5+ ward save. Wearer gains +1 Ws
i ~ > "
i - ~ : . -U\,’ = - .. . .
B N ST e =
) S oy 3
;,i‘ P ‘Cloak of Anraheir..........cccviianrencnane 25 polnts\
,ﬁ,;my e TR L.
| : ~+ Talisman. Maglc-ReSIstﬁ'ﬁEFﬂ)}The bearer ccruaes

L _fear toall War Beastrand’Ms fr6m

= W'arhammer Arm'es. Becrstmen o~

! - - —
o NG

' '. M N A: A3
O 4&;’;..* -
- ~Baneo ..........
‘ N -

- ‘ “
',1_ ‘t-.

rrmes The Empire. Instead, they have access to the following items == -

_~banner takes a break test, they count as having . =~ "

_ immune to fear and terror. . P

unit they charge'may never Flee as a charge P ‘7_\,..

reaction. . o

- - 5 - |

~ A ]

- e
Pelt of HOrros........ccoccovveienienncescencnnnees 20 points o
’/v

Enchanted Item. The Wearer may rerolld failed to |

wound roll in each close combat phase. e |

1":*‘

R~ o

Claw ToteM.......ccceviieenenscnsiniesinssssennes 15 points « e N

Enchanted Item. The wearer, and any unit he
joins, gains the Swiftstride special rule butonly . - .
when rolling to pursue an enemy who-has brolgen' -

from combat. : —

Banner of the Warrior True................. 35 points TR

Magic Standard. When the unit carrying this . ~ O \

-

lost by D3 fewer points than they really did. If this L 2
reduces the margin of loss to 0 or fewer, they st:ll NG
count as having lost but are Steadfast. \

Banner of Middenheim........................ 40 points -
Magic Standard. The unit carrying the banner is ;«-

- . - -~

Standard of the White Wolf... .40 pomts""

Magic Standard. All attacksmadeln the S‘Eqptmg * ‘:

phase as-well.as Magic Missiles suf?.?l {trength — -E:---

when directed against the uhrt t bearing. th .‘. S .'.-".i
e N

\banner . \- ~> - \

- i R 'X‘,"



d v~ . ot i
YT : Wol,u1ead En'TbIem ....10 points e R ot
- an -~ . "—fj‘“

Talisman. Prlest of Ulric only Onecﬂse only. — P

Before making a dispel attempt with the wolf
priest you may declare yotrure;usmg the
. Wolfshead Emblem. You may add a an additional

 an
d~1 or 2 still fails.

" D : N dispel dice to that dispel attempt. ‘
“‘ \ £ - N R . ; i
- -~ \ﬁ‘\ > b ..\~

- =~NEW UNITS~~ .2
. . '-§ ’4‘ ,.N - )
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5 Grand Master e 4 6 3 4 4 3 6 4 0 N LA
LSt Warhorse e ) 3 o | 3 3 1 3 1 TR0 e P ‘\
& Un|t Type: Infantry (character) e ’x:f: -
o Y — :\-. f.’ oAl
- \Eqmpment Full Plate Armour, Great Weapon 4 ) I Y

" Mount: Barded Warhorse AN SO LS

. e ” : e 'A:‘
: N e o R
d .;\'\-. " ‘\._ ‘_? . \ '{\‘
May be given magic items worth up to 100 pomts —~ 2 ,“X{-. \":T'VT\:
R
~ *.«.'Spgélal Rules: The Grand Master Crush the Weak » N \\:“C e
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'-\ ’/\p .
\ . take Heavy armouri(+4pts), and carry a shield (+2 pts) <
\ > ..® May have additional hand weapon (+4 pts) or great weapon (+4 pts) i Pk -\
T e May ridg a bar_t_:led_warhorse (+14 pts) : _\\ = )}
T S e May be given magic items up to 50 points . R .
R o - ama -
- . Special Rules: Crush the Weak, Blessing of Ulric, . \\ -
PR TN o AN
< A VN T2 ~ . .
5 ‘_,_:‘.- _Prayers of UI{ic: A Priest of Ulric may cast battle prayers in the same manner as a Warrior *~ e
s - "” Priest (see Warhqymer Armies:The Empire) However, they are limited to the following : -~
g ~p:ayers: R v G o
R » \ ’ » -, s.
o Battle Howl: Lasts until the start of your next magic phase. The Priest (and his unit). e o '\'-\
B e * may add +D3” to any charge move they make S \:‘ e j\N\ R
o =2 o - . p E - > - =
[P ‘o Soulfire: See Warhammer Armies: The Empire NN e
g o Winters Chill: All enemy units in base contact with the priest must immediately~ .~~~
: ﬁ%i\\v\\\ - - \K ~ -
RN T\ take a Ld test. If failed, they suffer a -1 to Hit penalty in-the next close combat SN 2_“
. %. . = -phase ' ' e : g -
% % o Fury of Ulric: Lasts until the start of your next magic phase. The Priest gains e
N oy , : )
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2N Teutogen Guard.......... T TR TS SN e S 12 pts/model ‘-:-".' R
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Teutogen Guard - ' : -
| -First Knight T

it Typer:rlnfa‘ﬁgi’y:;-,‘, o
e O e
Size 19__ r;,‘: )
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Upgrade B?&Teumggn Guard to a Standard Bearer (10pts) : -‘; e e 1&'.
~ Upgrade one Teutogen Guard to- a First Knight (10pts) st e

‘J'hg unit may take a magic standard worth up to 50 points .
J;e entlre unit may be upgraded t([lnner Circle knights for +2 pts/modéi- Inner circle
.\ N \‘ N 3
\\ :
N
\ Warrlor§ F UIFICruereeneeeereeenecnanes R Y S 5 pts/model
R
~\'; o o M Ws Bs | S | T w I
“ o~ [Warrior e 4 3 3 | 3 1 3 1
N L Champion S 4 3 3 |3 1 3 2
o : _Unlt Type Infantry
:. :1 - -
\Qn‘it‘Size 10+ ~
, R
Equment Hand Weapon, light armour -
- ) - &-; % .
e S : :”4,‘
R N TS
A ! 3 —C ] >\_~:. =, ‘.'.*
e The Unit may carry Shields (+1pts/model) T K S., U
" - . S : e e N
e Any unit may be equipped with additional’hand weapons (+2pts/model) or great .. ‘7.\ BN
> . - R w-
eapons (+2pts/model) - SN : '

_ Upgrade one Warrior to a musician (10pts)
Upgrade one Warrior to a Standard Bearer (10pts) <

rade one Warrior to a Champion (10pts)
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Upgrade dh{hmdto a Hunt Master (+15 pts.LA hunt master is r'ﬁoueted ona
bareded warhorse, wears Ilghtwarmour and is armed with ashield. He (;jmt type: s
\Caval'ry He acts as a champlon in all reBpects T e — -3

‘F’-“\, : 2

IMere e ene s ees s snnsit s ses s st st nsssnsasasinsnesnanneseeeess . PtS/model S

R T M | ws [ B | s [T | w |1 | A { td
A \ - \'-)'Ivolfkirr_“f\ | TR 5 B s . Sl I S 1 3 1 o8 ‘%3
5{:: ‘ '.\ | Wolf Brother 4 4 3 4 3 1 3 2 ,8. " - ,,f::jﬁ
,:7) e Unit Type: InfantrY f_'_,'. . X ‘. S — .‘%‘i.';f" { = ’1

| UnitSize: 515« ST D = N
o TR 2
?qwment Hand Weapon, light armour e~y ﬁ;‘::i‘a“\:
e i
R S : ‘ N
e The Unit ‘may-carry Shields (+1pts/model) .'.1'_;- ~ Q‘?'ﬁ_*«}-
: ’:\: ~ Any unit ma\be equipped with additional hand weapons (+2pts/mode|) or gr.eat PRt *}?k;»‘,q'“
- \'Weapons (+2pts/model) - "\«_{'- . = =
Upgrade one Wotfkln to a musician (10pts) . - :
B “’" »‘ Upgrade one Wolfkln to a Standard Bearer (10pts) - \ T
3 Upgrade one Wolfkin to a Champion (10pts) 7 > NN N W B

ul IeS' Stubborn, Sk/rnyshers



ce, Arch Mage

. N .~
N . e
Heroes Noble, Mage, Lothern Sea Helm T
>N
a5 Core Units Lothern_ Sea Guard (Champions may take up.to 25 pts of magic items), Ship’s R "
<= Company* = ) =
A -A‘ \\‘ .
‘SpeCIal Unlts 2+ Lothern Sea Rangers (use the rules for Shadow Warriors), Lothern ': . '. -
Skycutter N —
- ‘\ - v
% Rare Units Repeater-Bolt Throwers, Merwyrm (use the rules for Monstrous Arcanum a5
& N - R
?}. ,.-.‘ L - \\_\_\ » {‘ ‘:\ -.\
2 - . . N NN e
3 . ==SPECIAL RULES~—~ RN
—-‘ ~ \\~ ‘\ ‘\\ =
\‘%ng Volley: After both sides have deployed but immediately before the roll for flrst Mok, e~
turn, any units of Lothern Sea Rangers, Lothern Sea Guard, Lothern Skycutters, Ship’s - -4"
"g‘om or Repeater Bolt Throwers may have a special round of shooting. During this o
~ & .
N round they i ignore all negative to hit modifiers for range and soft or hard cover (other 5
:ge ‘Mx\- negatlves such as the one for shootmg at skirmishers still apply) and can target any enemy e T =
e _— Qn the b’oard regardless of range or Ime of snghi‘\ 5 A S "}Pr,, |
B, AN — R e N
R = ~~NEW UNITS~~ , .
S Wl P SR e Sy 3 N
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‘ carry-Shields (+1pts/model) - s
W e Y . ; X - : "’.‘.._\’ \\- - - r.’- v -
' Any unit may be equipped with spears (+1pt/model) and/orbows

-

. “Upgrade one Mariner to a musician (10pts)

,._.-'a—a‘ one Mariner to a Champion (10pts)
SREse anevaiiner o s CharipiaT
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ules: @@qys Strike First, Martial Pro\@
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1 P
\fbwmg unlts may be selected in an Errantry War army. — ‘., g ;‘
N\
'-\— ’,A’ .

.. Heroes Damsels, Paladins - SE
), Core Units 1+ Knights Errant, Knights of the Realm, Men-at-arms, Peasant Bowmen > TG %
e : e - e LA
et Special Units Questing Knights, Mounted Yeomen, 0-1 Pegasus Knights D 3 ~\
A ‘v'.' ' s \\:\ 8

Rare‘Unlts 0-1 Trebuchet, Battle Pilgrims ~ e B, &
: i S

<l - ' o = e
S \_ ~—SPECIAL RULES— : N
Erran‘try War: Only Knights errant count towards the minimum number ‘fbomts spentin . 2 “:\ :"
R "the Core section of your army list. le, in a 2400 point game, you must spend 600 points on e ““"_-.:\;,'-f
2 R o . N e
XS : _‘*Kn hts Errant. , S
-4"' N jg . — \\:\‘\.~\ e
< f"\\ \iv‘.\.\ - o
S 35e 0N Grail Champions: Instead of upgrading an Errant Knight to a champlon, you can instead i

[:'rrantry Fervour: Knights Errant must select a standard bearer. All such standard bearers

- Wne to a Grail Knlght for +22 pts R ™ ~ s <
.\"f‘ . - "'.

ROn — - ,':: e

..;ﬁ;f‘ \.\'f.ount as ha'vmg the Erran\y Banner (and as such cannot take another magic banner) . B
- = - - -— ~. qs : S

t'*:““‘—.\ —~ "‘"- N e

R “Glory orDeaN Knlghts Errant unit cannot restrain pursuit of a fleeing enemy. However“,,‘t G o

ﬁ\ S~ tney roILand ada'tlonal DG for tnelr pursult distance (so roll 4D6 and plck the 3 hlghest) 3 :
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. -\ . ,,:"*ﬁlpio‘ﬂbwmg units may be selected in a Slayer cuIt army. W =
“‘i‘ Lv— - : i - . )
T 1 N
- ortkgemon Slayer (may be army general) N
- . i~
\ Heroes_Dragon Slayer (may be"army general) - .
\ - -
Core Units 1+ Troll Slayer, Doom Seekers iy
> ~ e
3 Special Units Brotherhood of Grimnir* A N
= _ "%
S r‘“"‘g > 5 -
— - > .
?5 " . . RareUnits 0-1 Goblin Hewer* :
J',(__- :_'_ .
c.‘. ‘-_ ': “: . —
v -;.\ --.'. o
‘ :" .
ﬂ{, g D e ~~SPECIAL RULES~—~ i
o, . e 2
:5 \:(;14 ' . Look Snorri, Trolls! After deployment and vanguard movement, but before the roll for first‘-: ‘j N
;-f‘-,_-c S ‘turn every model in a Slayer cult may immediately move 2D6” directly forward. They may \a N
*"'; -'. perform one wheel durmg this, but only if it is to avoid impassable terrain. In addition, the-_~ _
S ~ N S
5 \~Slﬁyer player rolls an additional D6, discarding the lowest result to determine whether Ao ~
\ ~aN th_gy get the first turn or not. &
- ‘_._'f." - - .
g\*"’_-;“;_‘ : “A Glorious Death: Keep a note of any models in a Slayer Cult army which are killed in
A ‘5 : xombat by an enemy with a Strength and/or toughness value of 5 or higher. Each model T
Al : o
AR < kl"éd_lfLSUCh a way is worth a bonus 10 vps to the Slayer player at the end of the game." L
;t ¥ Runes of Wardmg A Slayer Cult army gains +2 on 1 all attempts to dispel. This bonus is lost - - ‘:‘-‘5'5 '::_,.
\:‘. - “if the army is jomed by a magic user of any type. --"'f’tj., =
;:_'.“ ;".' " Wards of Grlmnlr- A rnodel with the Wards of Grimnir speC|aI rule has Margl Res\stané‘e kw ,‘ﬂ
g”\ (1) A Slayer cha"ar.ter may buy Wards of G'}mnlr as an upgrade for 30 pts whlch,roTne out . g 9-:.» =
"' . ~of hls allowance for_‘l"ﬁ"esﬂ : Vs B S ‘s« : _\* T N
e SR L, SN o <
< s, 5% S|ayer Sk|IIs A Slaye; h}ro Hfal pu(chase one slayer skill from the list below A SIayer Iord . %/
5‘5.«#-\' \‘may &l@ase 2.All pmht ESJOr‘slave.l: sk||Is come from the aIIowance for runes: .. - =i
R w A S % ' - 04. \;\ \O\s — ‘....
e

ey S
o ‘Deathb[nw(ZDpts)\&(*t'he?iayer.@ kllled in combat, he |mmed|atehLmakes all/of his_cj”
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0 Kllllng Blov\(ZSptsL The Slayer has the Kllllng\BIow Ability _ D . \
o Beast Slayer (25pts): Wounds caused\by the bearer count'double for determmmg S~ >
combat resolution E - 5
R s ;§:’. Vamplre Slayer (45 pts): Agamst enemies with toughness 5 or hlghef’any unsaved R
X, \\{..gx"‘.-«wowds caused by the bearer gam the multiple wounds(D6) special rule = "3": N
‘.'-‘ i\ -\ A e
;:\\\_ \___ S Skavenslayer (60pts for Hero, 80pts for |ord) The number of attacks the bearer hls e
;;\« ..;‘:a \:_45 multlplled by the number of enemies in base contact with him (to a maximum'of - —a
: “*\.\v? e ‘n&, k 10). This cannot be further increased by any other means. This has no effect if the\ s
N - i i‘- , . -t ,= —
i S g + Sbearer is in a challenge N A
\ 3 ~ - N * 4‘-
e, O : ) w=NEW UNITS~ S
" : DOOMSEEKETS....cocesmmsensiieasinnetunssiinssssneasesesssssassasissssnsommassasessionssssussississesses 65 pts/model o P
i M{ws[B [s[T][w[I[Aa]JwW] = =
| Doomseeker 3 5 1 6 4 2 2 i 10 o T e
- "Unit Type: Infantry ~ - g
= & : ot
Unit Size: 1 .
-;‘Equipment: Whirlir‘lngIades of Death (see below) S : =
Spemal Rules: Random Movement (2D6-1) Note that once the Doomseeker lTas-contacted an-, \ D \
(enemy, they begin moving in a random direction (use the scatter dice — if a hit is rolled use Y ey
N >
p .the small arrow). If they come into contact with a friendly unit or terrain they are removed “~._ . = .
*‘3‘7 \" "\\‘-» \‘ s
Sl \‘uﬁfasua/ty, Unbreakable e
AR ~. ~- \ :‘ﬁ:
E:Q‘;"* W Whi ing Blades of Death: If a Doomseeker contacts an enemy unit, they will immediately : =
E‘Q':, '* '\‘ﬁbs through it in the same way as a Goblin Fanatic, inflicting D6 S6 hits. Like a fanatic, if an e &
77'-:”_;;\ xenemy unit fmrshes its move on top of a Doomseeker, they immediately suffer 2D6 56 hlts 7 7
S = — R e -
:’;'_ = s bnd the .d@omseeker is removed as a casualty. . o 18 <5, .
e Y "% "o ) S -?/
k& ~ g ‘T\\_: E A S _:1;\"\‘:}5 L
- A - — "';-\..’ -
LN Brotherho‘o,dof Grlmmr ........ Tt o SR e R 14 pts/model N
- R W) S\ W Sen e - R oh 4
| Brotherhood ofGrJ

ﬁ-’{".ﬁw‘" - | Giant Slayer
: i

5. Wy \mﬂ'ﬁType Infaru',
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May excfra‘ngeadd-notnal hand weapon for grea.tweapons (free) oS ; z .".\\.
- Py - - 1
Upgrade one slayer to a musician (10pts) —_ Sy S .,'-/,:7 s — " N

S \\. 2 : .
}ﬁ}l'RuleS' Relentless Hatred (Greenskins), Slayers Wards of Grimnir, unbreakable '.},

R
¥ oy -~ " . : b R
3 - --\\

‘ o~ i~ 3
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\ S o M | Ws | Bs | S | T | W | A Ld St~
N, Golbin Hewer | - = = < 7 ! = e L S e V',‘
" 3 .‘_7 Malakai e 5 5 |4 -4 2 3 10
. Slayer Crew e 3 4 3 |3 4 1 2 1 10 S %,
Usut'l‘ype War Machine (unique) At R

N — .
> Unlt Size: 1 Goblm Hewer, Malakai & 2 Slayer Crew 2 ——

- -

Eqmpment Hand weapon & Great Weapon (crew), Great Weapon & repeating Dwarf
% 'Handgun (Malakai, \ounts as dwarf handgun with multiple shot (3) special ruIe) X <

e

..\» . ‘.,_

ewmg. T‘h’e Qoblln hewerfmes a number of shotgequal to D3 x the number of ranks 1~he
tMt umt.hd?\@ a mlnlmum of D3) Note, there-is no -1 to hit modifier for multlple shots ~
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e~y \-‘;"- \ i et
.T\ \. " g 5 ~
A e -IheHordes of Chaos uses a very different Army list to other variant lists. Any Characters-. -
— s
\—‘\ e t.pr \Lmts may be selected from any of the 3 parent army lists using the following ~
= = restht@ns -5
\-\ ) ¢ . _Any models/units selected from Warhammer Armies: Daemons of Chaos or -
Warhammer Armies: Warriors of Chaos must share the same mark of/daemon of -
v chaos. This means that if you take units with the Mark of Khorne from the Warriors >
of Chaos book, then you may only take Daemons of Khorne from the Daemons of |
T Chaos book. Units which do not/cannot have a mark of chaos (e.g. Dragon Ogres o
; e ~ etc) may only be selected in an army which includes NO marks of chaos and no
|’:. 5 . . " daemons aligned to a specific god (Soul Grinders, furies etc without the Daemon s
R of... upgrade)
o e " . e Unitsselected.from Warhammer Armies: Beastmen are unaffected by the above.
3. “"\"- e g e You must note your general on your army list. The compulsory core percentage for Lo
3 '_ 3\( e . €ach army must be filled from the same army book as your general:This means ' " o
o - 5 . that if you take a Beastlord as your general, then at least 600 points of core (for a
» - - 2400 point game) must come from Warhammer Armies: Beastmen N
P > : ," ;\\':‘ -
SN
e Rl ~~SPECIAL RULES~~ 3
- - = g - (
The Ravening Horde: This allied list will no doubt cause some anomalies with rules. For -3
N the purposes of this Campaign, any rule which states ‘friendly daemons unit’ or “friendly —. \\:
‘-.“ ‘ beastmen units’ is assumed to be just ‘friendly units’. A o
- The Relgn of Chaos If any daemons of chaos.are selected in the army, then the Relgn of SE :v";*’_';"
" o . RN e
T3 : Chaos special rul'e from Warhammer Armies: Daemons of Chaos, is still used. N o’
_ - . AT - P .-.,_,.
yEA : . - N & : s R
.~ ~Wind of Chaos: Any elemEnts of the army drawn from Warhammer Armies: Daemons of ! .« -‘E
e Chaos will be subject to th Wind of Chaos rule (see below) o : ,‘3 =
A -r--' : N NI A A
e e ,'. -
> > -W“’ That one (3 mln.ekmodels Wlth the‘opﬁon of selecting magic items may only-do so from - ’cgr, S A

. b"‘

o8 .\ elther the WFBrulebook, or' thelr own parent army book: I.e. A bray shaman-cannot take >3 '»i“a}.,,— ~
Ao ;,Jsemiwhlch are in the Warrrorﬂ!f Chaos army book. - : ;,'\_.?_-.‘, g




—DAEMONS OF CHAOS—~
--SPE&[AL RULES~~

AP \\\_,‘fh ad€tlon to the rules present in the Warhammer Armies: Daemons of Chaos Book, any = - %
‘ —

o e ..:__“ s daemqi army is subject to the following additional rules: S
H\\-".% S Dy =y . v‘.
'\;A\-_ .;;'-_Q,. : hk\\l\\llnd of Chaos: After Teclis banished Be’ Lakor s daemonic legion at the height of the _ ;
L 4 SIege\M%/:ddenhelm, the daemons of chaos have been forced once again to rely on the -
\ winds of 1agic to sustain their physical presence. As the strength of Chaos Waxes and
\_ '~Wanes, the daemonic special rules will alter to reflect this. Whilst the Forces of Darkness ’
are leading the campaign, all units with the daemonic instability rule are also assumed to N
N - be Stubborn. Whilst the Forces of Darkness are losing the campaign, the daemonic ward™~™ - -
S ‘ save will cease to work against magical attacks. s . ' e
R Hé;ra,l‘d of the Apocalypse: Daemons of Chaos may select the new character, Daemonic

Herald, if they wish to. The Daemonic Herald is a Hero choice. = ey

.

~sNEW UNITS~~ N

— - v o

~Daemonic Herald..........ccoeeeirmrniinenncnseeseisensensensanianes T S o Tt et 120 pts/model ™ e

M| Ws| B | S| T|W]1|A]| Ld N

. L - -

g " Daemaenic Herald 6 6 0 5| 4 2 6 | 3 9 ot
0w Uni%e: Infantry (character) - :

N < .

’ 4

;\"J‘f'”. N ST
S L5 "" . UnitSize: 1

S e
o B - i‘_\f- —— T : 4 3

— .
‘Options: | R ' <

N - :
. : - N <= X :

; e May begiven Daemonic Gifts worth up to 50 pts RS T
Rt\‘*- > T Maybe mounted on a daemonic mount (see Warhammer Armies: Warriors of Chaos‘)"?":~. -
' : e N '(:tSSpts) wh.|ch may be barded (+15 pts) ~ _ R <

"w‘\ - e Maybe uegraded to the Battle Stand@:d Bearer (+25 pts) . D g:};-_;\} e _— =~

Caes > SpeC|aI Rules: Scaly gf 4‘6@ Daemon/c 'DaemDQLc Instability, The Daetﬁpﬁic Herald ¢ '
BTG ‘;"-:ﬂmtmayreroll deecimst\a ht*ytei’ts i . I ©

= i o - ~ N - ‘:;."‘{'
' \‘Chao%lded. The Dbemamé@lakeanjom any-unit in the army (following. normm‘-~ D
o -~ N .4'-‘_ »
estrlal};ﬂs? aﬂd.l&.ﬁot' l/mlfebl b}q\f’éﬁn&ﬁt Likewise, any daemon may usé“h/s Insp/rlrr} 3: .

N

3 Pre;sence or Hold th e RN A

eLme-rl“;}:@&ohea?I )

Al - .\15_; s L e

SOt S e
: s ;_ S,

S
o




—THE CULT OF SLAANESH—

= e
| w~ARMY LIST~~ < S
e e EL AN P = -
;\M L,}.m?:ai\p\fo‘ﬂbwmg units may be selected in a Cult of Slaanesh e, = 5 ;:
.-A s "‘\ ; i
1 “lordk‘HEh Sorceress**(may not ride a manticore), 0-1 Keeper of Secrets, Herald of = ¢
- - ™~ ’/\’-
Slaanesh : :
\ -' N\ -
Heroes Noble**, Sorceress**, Exalted Hero (may not carry battle standard) -
X o ~ ',“ -~
S ; Core Units Darkshard-s***, Dreadspears***, Bleakswords***, Marauders of Chaos, B i
Daemonettes of Slaanesh, Devoted of Slaanesh (Witch EIf rules)*** ) .
. ‘\_ :
SpeCIal Units Dark Riders***, Seekers of Slaanesh, Hellstriders of Slaanesh, Chaos e
. Warriors, 0-1"Furies (must be upgraded to daemon of slaanesh), Cold One Knights A —
g _Rare Units 0-1 Chaoes Knights, Repeater Bolt thrower, Chaos Spawn, Warshrine S,
- e \ B
-~ ** Must be given the Mark of Slaanesh (see Warhammer Armies: Warriors.of Chaos) for +10 e e
3 SO
- points - E S AN
© . **%Must be given the Mark of Slaanesh for +1 pt/model NN
SR A e - N
- }"_ \-‘\x{\‘ Ny —~
- e N S 3
N e \S < . |
NS \'-s R w+SPECIAL RULES~~~ ‘
Sl —— :
:,—kg“»;f" S ‘ CuiH.eader' The army general must be either a Sorceress or High Sorceress regardless of o~ s
B . whether they\ave the highest leadership or not : < *\: '
r“. - = .~ \’s .v o
ﬁ\ - .. _Chosen of Slaanesh models with the mark of Slaanesh chosen from Warhammer Armies, o _g};
) » Dark EIves~may purchase magic items from Warhammer Armies: Warriors of Chaos whlch “' e
'_‘_‘ T - are limited to ‘models W|th the mark of.slaanesh only’ s PR a S .‘~ : g‘f'h_;;,,_ M
ety ; e, - e
R Devotees of Pleash'rg,AlL s must be given the daemon of slaanesh p*‘r(nark of sl&n‘e:h-:-«- ;‘ -
i.p’ ;j(—., 3 wh‘erever pOSSIble ‘Sorce;esses apd High Sorcer\s*s may use either the Lore of Sh‘adow ‘:{:\ \‘"‘
L e ‘\” orthe Lore of Slaanesh‘(seeWarharnmer armies: Warriors of Chaos) No model may . M R
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. 1'Eyes upon us‘._\. Il Baﬂr{f and daemon champlons.and characters have*ge Eye of 'the

\_v,

,p. _qurule (see warhammer armies: Warrlors of Chao‘S) _" Sy _\,; ,/,f :

- ~

Pri rl‘t‘:e Thirsts: If a character with h the daemonic speaal rule is p‘resent’}the 5
\Relgn of Chaos rule +s.|n‘éffect (see warhammer armies: daemons of chaos) \:f ~
lf.the character is subsequently kllled the army will be subject to the ruIe for'
fthe game. \\ ™~ “Shes ~
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\ . Y -Hero\es‘B}ack Orc Big Boss, orc Big Boss, Orc Shaman -

. Coré Units Orc Boyz, Orc Arrer Boyz, Orc Boarboyz, Black Orcs 2 - )'_‘.‘
- . = - - - ~
\‘_. Wt Special Units Orc Boar Chariot, Goblin Rock Lobba (must include Orc Bully), Goblin Spear““‘ N
" '_:g‘ : Chukka (must include Orc Bully), Trolls ¢ 5 \\;' .
e Ca
R’are UnItSQ 1 Effigy of Gork*, Giant ~ " —
N o
e 1\\ ; SN~
s iy ~~SPECIAL RULES~— SRR
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; f‘Blggest and meanest: Shamans and Great Shamans cannot be the army general S o, _‘\.‘:
‘**Add'tlonally the total number of Shamans and Great Shamans cannot be higher than the : : ST e
%bmed amount of Bosses and Warbosses (of any type) : e N

N ‘ArdBoyz: Grimgor is only interested in the toughest gitz around. Any ,numb.ef of Orc Boyz :
: A-«‘ér Boarboyz may be upgraded to Big ‘Uns = ‘ R
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ow count as magi #eerrfthey dldn t already) and-.g_aln the followmg b’o;l}id spells
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O(b‘L/kes a Flght Black Orcs are Gork’s favourlte sons. For every Black Orc character within SR
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_:\ “'}ﬁ:NSﬂbwmg units may be selected in Clan Eshin Army. - e
«;. \\- : : v o~ }
- .‘lor Master Assassin* " -'\‘v\
- - ‘ it
\\ “~_. Heroes Chieftain, Assassin, Eshin Sorcerer* - e
' Core Units 1+ Night Runners, Clan Rats, Skavenslaves, 0-1 Storm Vermin, 0-1 Rat swarms : '1';;
S~ ] > _‘\\.. VN .., ‘.
Special Units Gutter Runners, Giant Rats, Warplock Jezzails D : “
Rare'Unlts Eshin Triad*, Plague Censor Bearers, Plague Monks, Poisoned Wind Globardlers ‘ S
\i“ .
';.."._- \‘ N -
_—'-/; 'l‘ . E, A X =
s - ~~SPECIAL RULES~— - o o
-2 L“E\\Q' 5 : ~\_ g )-‘ : -
g “_'-i" Assasslnatlon run: Clan Eshin armies gain +100 victory points for each en‘erny_character "-; : \j N \
‘they kill (this is cumulative with the +100 Vps for killing the enemy general) e TN Xl
A \ Pop and Drop: Clan Eshin Sorcerers are especially adept at using Sorcery to surprise a foe. \\_v_'x,";
PSR ~ =
. \\'\ Wh\enusing Skitterleap, they may place the target in base contact with any non-fleeing . 4“;
E‘,‘; < enemy within range and count as having pursued into a fresh enemy in the rollowing close - e
- .'\-g - . - o
&‘Q” : .\qombat ase. -
-, *ﬁ L \‘- UnderCover of Darkness An eshin army which consists entirely of skirmishers (mcludlng o
e mght runners) may impose the following special rule. At the start of each game turn, roll *_‘4‘ .
& _' an artlllery dice and multiply the result by 3. That is the distance in inches models can see. .‘“: S _}3‘
{&\ “You cannot target shoot charge etc something you cannot see. If a misfire is roIIed the—-"’f”"‘ o-%Sk
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3 Maglc The Eshin Sorcerer is a Level 1 wizard and always knows the Skitterleap Spell , ’.*:...A._;
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oY --Herqes‘V$.mbire Counts, Cairn"Wraiths, Wight Kings, Banshees

L ¥ AN - - .
Q. Core Units Dire Wolves, 0-2 Bat Swarms, Fell Bats, Sylvanian Militia (use rules for Free:‘ G }'::d
s Company), Sylvanian Levy* - o i
.~: ;T't.: T \“‘\ R
AT N 2 -Speual Units Sylvanian rangers (crossbowmen), Grave Guard (may be given full pIate \f-'., \\\ .
: 'f""' ‘.armour for +3 pts/model), 0-1 Spirit Swarm, 0-2 Black Coaches — - » . D =
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Rare Units BIaG&Knlghts .
“',~. : e 2 "’Z\“._
e o, \o ~~SPECIAL RULES~~ A~
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_ > {rom‘Death Awakened: Invocation of Nehek may be used to bolster the rank‘§'—nf Sylvaman\ 5 L\\ =
"’ _ %..“ Levres as though they.were zombies. Raise Dead r may raise new units of Sylvanian Levies ‘\ : -'—21\‘_ =3
S —l “*\ N \ B %
;ig;i"v'{- = asthough they were zombies : _ \-:\\j\:\ \_
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