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Storm of Magic

Ancient walls crumble,

old hearts despair.
In the baleful light of Morrslieb’s eerie glow,
the bewitching gale of eldritch power
makes frail mockery of earthly stone and brick-built rampart.
Centuries old bastion and iron fort, long assumed impregnable,
are broken and smashed asunder,
rendered unto dust by the rempest.
4
A great conflagration of twisting, swirling magick rises up,
enguifing the city in a deadly fountain
of caustic faerie-fire.
The flame's lurid hues leap and swirl franticly.

First slick red of blood, then cold mysterious blue,

gives way to the ghastliest of greens.
At once fetid brown filled with death and decay,
becomes a soulless black laced with blinding white.

An endless cascade of colour-splashed insanity.

=0

The firestorm strips bare the cobbled streets and lofty balconies,
and lifts tiles from olden roofs, scattering debris all over.
The crackling and roaring of the arcane winds,
is drowned by an almighty crash as the very shy is ripped apart.
From realm of daemon pours forth the horde,
of dread nightmares made flesh.

A gibbering, capering, caterwauling, howling menace,
the inhuman tide brooks no resistance,

all defenders are swept to ablivion.

/'

Such is the fate of things,
when the bad moon rises too close for comfort.

Time forgotten magicks are now easily recalled,
venerable magic items are cﬁarged with burgeoning energies,
dusty parchments give up ancient secrets anew.
Wizards, warlocks and witches are twisted by fresh ambition,
yearning to wield the supernatural forces unleashed.

Places Qf power are exposed by the gusting weirdness,

and the world is shaken by the wrath of the storm.
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INTRODUCTION

Welcome to Storm of Magic, a brand new way of playing Warhammer, the game of fantasy
battles. This book is an expansion to the Warhammer rulebook, and it allows you to take
your collection of Citadel miniatures to battle within the maelstrom of a magical tempest.

Storms of magic are cataclysmic events that unleash arcane
emergics in boundless proportions. As the Winds of Magic rise
% gzle force, armies of every realm march out to seize the

brdled power, or at the very least, to deny their foes from
Seeng the same. A Storm of Magic game allows players to:

HARNESS UNTOLD POWER

A storm of magic unleashes untold volumes of raw power; and
Wizards can corral such energies to fuel their spells. Indeed, so
great is the influx of the Winds of Magic that a range of new
and especially devastating spells can be attempted. Spells of
sanic force will blaze across the battlefield like never before.

BIND MONSTERS

When the Winds of Magic rise, monsters are stirred to action,
sihering out of darksome lairs or soaring from rocky eyries.
With the abundance of magical energy during such storms,
Wizards can summan monsters to the battlefield, mystically

WIELD LEGENDARY MAGIC ITEMS

Some magic items draw their strength from the Winds of
Magic — waxing and waning with the flux of that unpredictable
source. During a storm of magic, some powerful items become
infused with outrageous powers — able to split mountainsides or
single-handedly smite entire regiments.

CAPTURE MAGICAL FULCRUMS

The best place for a Wizard to tap into the power unleashed
by a storm of magic is from atop an Arcane Fulerum — one

of the mystic pylons summoned forth by the raging tempest.

A Wizard who controls an Arcane Fulcrum can shift the
Winds of Magic to ensure his lore is in ascendancy; thereby
gaining ever greater power. Claiming the fulcrums is the
ultimate goal of the battle, as the winner of the game is the side
that can claim the majority of the monuments.

OFf course, if you use the power provided by the Arcane
Fulerums to annihilate every enemy model during the course of
the battle, you won't have to worry about the end of game
victory conditions, but it’s still worth bearing in mind.







OF MAGIC

When the Winds of Magic rise
from a strong gale into a howling
tempest, no kingdom is safe.

Monsters awaken from slumber
and emerge from their lairs at the
bidding of sorcerous masters.
Armies assemble, ready to defend
their realms or seize the
opportunity of boundless power,
while tenuous pacts are sealed
between realms long-thought
firm enemies.

A time of doom and
great deeds is at hand.
Will vou rise to meet the storm?




Tumultuous Origins

The cawse of stch raging
typhouns of magic is, ltke al
things of Chaos, mysterions
and offen ervatic — as ikely

ta be explained by superstitions
lare as by applied logic. Some
blame the wrath of the gods,
atfiers see such violent storms as
oppurtunities, a time of great
revelry and blovdshed. Nearly
every race has some thearies,
legonds ar apocryphal tales
about these trbulent and
dangeraus storms,

ATEMPEST LIKE
NO OTHER

The world is a battle-scarred and treacherous place where threats beyond
number beset every realm. Yet there is one peril whose dangers are so great
that all other hazards must pale in comparison.

By tapping into the Winds of Magic that blow across the world, scryers, sorcerers and shamans are
able to produce enchantments, cantrips and spells, Yet no matter how skilled the mage, none can fully
control such eldritch energy, for magic is a capricious force. The winds can gust strong one moment,
fuelling great wizarding works, or can lull to nothing in the next breath, leaving even the least potent
of incantations to sputter ineffectively. Such erratic behaviour should be expected, as the source of the
winds — the wellspring from which the mystic powers flow — is the Realm of Chaos. That land is a
dread limbo, a wayward place where nightmares are made real and reality is malleable. Few mortals
can survive even a glance into that great maelstrom and remain sane. Although the Winds of Magic
bring but a sliver of that supreme power into the world, any attempt to harness their magic is
dangerous, for sorcery can shatter a caster’s mind. A miscast spell can slay the wizard or tear the veil
that separates the mortal world from the Realm of Chaos. Despite the risk, magic represents true
power — wielded by the noble to rule justly, or unleashed by the nefarious to wreak untold devastation.

There have been innumerable instances throughout history where the Winds of Magic have risen far
beyond their normal fluctuations, growing into great storms or even hurricanes of pure magic that
sweep over the lands. This arcane inundation might be localised to & small area or, in the most
cataclysmic examples, rage like a tidal wave unchecked across the entire globe. Most storms strike
and then dissipate soon after; others spiral across the world in a haphazard manner, drenching the
lands in a torrential reign of magic that can alter the landscape beyond recognition. Being the stuff of
Chaos, there is no fathoming exactly what the effects of such storms will be or how long they will last,
but there is one certainty — with so much raw power available for the taking, these magical storms are
epoch-changing and have altered the course of history many times over. Into such turmoil march vast
armies, whilst wizards rush to wield the enormous energies that run wild. In the most calamitous of
storms, nations can rise or fall and the fate of the very world hangs in balance.

THE WINDS OF MAGIC

The invisible currents of magical energy that flow across the world are known as the Winds

of Magic. When raw ma;grica.'pnwer enters the world, it is refracted into eight colours, each of
which bears its own elemental characteristics and can be used to generate spells true to the

form from which it came. The wizards of Mankind can each only ever comprehend a single {’
colour of magic, else their minds quickly collapse. The Slann, venerable Mage-Priests of the
Lizardmen, are possessed of a bewildering intellect for the eldritch arts, which allows themto |
shift between any one of the eight colours of magic ot a time. High Eif mages are similarly
masterful, having learned to refocus the eight winds of magic into a complex lore known as

High Magic. Their maficious cousins, the Dark Elves, forsake the unity of High Magic and ‘
defoe into the madness-inducing black arts known as Dark Magic. Other races have developed |}
their cion unique methods of adapting the spectrum as befits their kind — such as the .
destructive Waaagh! magic of the Ores or the necromantic spells of the Vampires. Only the
Duarfs do not cast spells. Having no wizards as such, they instead capture magic through
craftsmanship, their Runesmiths using enchanted runes to forge potent arms and armour. [ 1




WHEN THE BAD MOON RISES SR Sl

Some eldritch tempests are foreshadowed by omens, such as an eclipse of the sun or bestial faces seen  These storms are to be much

an a moon's surface, Often, however, there are no portents — blue skies are swallowed in the blinking feared — for in them are echoes
of an eye by greatr thunderheads of ominous clouds, while strange-hued lightning splits the sky. The of the bitter past and promises
ground shakes as titanic amounts of energy sweep across the lands and the veil that separates reality of an abominable future.”

and the immaterial stretches ever thinner. Many learned scholars suspect that the baleful moon, Teclis, teaching at the
Morrslieb, s associated with the ensorcelled storms, its proximity creating an unnatural lunar pull Colleges of Magic.
which alters the Winds of Magic in ways incalculable to mortal minds. Morrslieb waxes impossibly — S S

large during such storms, filling the horizon as its green-tainted face leers down upon the world.

At the height of major storms, a window into the hellish Realm of Chaos is opened, and maddening
squalls of utter pandemonium are visible to all. The massive influx of magic can momentarily breathe
life into the inanimate, causing mountains to move or rivers to alter course, perhaps for a time
flowing backwards or, even more improbably, shaping its waters into human form and striding long
miles away. A gale could rain blood, melt rocks or reverse the aging process, reducing tall Drakwald
aks to saplings or proud men to mewling babes. Ancient monuments erupt from the ground or
form instantaneously to act as conduits for the raging energies swirling about them.

A CALLTO MONSTERS

When the Winds of Magic blow strong it awakens long-slumbering monsters. Hydras slither out

of deep tunnels, Manticores are goaded to new levels of rage and Chimerae end their hibernations.

All magical creatures feel the siren call of the supernatural storms, and beasts seldom seen suddenly

appear before the gale. Wizards can draw upon the boundless energies that are unleashed to bind the

monsters that rise to greet the tempests, for a time sorcerously chaining the beasts, and their ,
destructive powers, to the wizard’s will. Thus the roar of monsters joins the howling of the storm. £~




The Slann Awaken

Although they often appear to
bie i @ near-calatonic trance,
Slann are fughly aware of
Shectuations in the Wends of
Magic. While their agile minds
might one mingte be floating far
inta the cosmas studying the
ardered law of the stars or
camtemplating preat lattice
works of Hrough, they will jolt
I thesy senses in an tnstant
showld they derect a growing blot
of Chaos energy disrupting the
geamantic parterns of the world,

e end is nigh: a storm of
wrath is coming. Madness will
rain from the sky, and in its
fury walk Monsters. Our
doom cometh!”

Dammos, Disciple of
the Red Redemption.

Even the most fleeting of magical tempests leaves behind an indelible signature — a landscape
altering residue or some legend of lingering madness, Unnatural occurrences and vast storms of
magic have been recorded throughout the history of the world, but there are many instances which
have never been entered into ancient tomes. Just because it has not been documented does not mean
a storm of magic has not left some enduring mark upon the land. An arcane tempest might strike
only once in a generation, but over the millennia of history these phenomena have left trails of
destruction across the whole of the world, including twisted landscapes, hidden deposits of eldritch
energy, but sometimes only tales and legends.

THE RUINS OF ITZAHOTEK

The dense growth of the Lustrian jungle is periodically marked with great ruins, massive stone
edifices that were raised when the world was young. Long abandoned, many of these ancient sites
hold powerful secrets — arcane artefacts or the otherworldly teachings of the Old Ones. Just south of
the Scorpion Coast stand the ruins of Trzahotek — shattered stone blocks and archways that have long
since crumbled beneath their own inexorable weight. Yet if enough of the vines and overgrowth could
be cut away, closer inspection would reveal some columns that do not fit with the rest of the ruins.
Instead of the stone remains of angular ziggurats, a great many of the pylons scattered throughout
the jungle resemble billowing flame, frozen into solid erystal,

ltzahotek was a warding temple built long ago, its concentric rings and mystic design were meant to
funnel power to block an unseen hole between the mortal world and the Realm of Chaos. The rent in
the veil of separation was made during the Great Catastrophe when Daemons had entered the world
in vast numbers. Over the long ages, Itzahotek’s central archway, a key feature in plugging the gap,
was at last defeated by slow erosion. Even as the surrounding jungle beasts halted to listen to the
sound of crashing masonry, ripples in the current of eldritch encrgy spread out; alarming any
sensitive enough to detect them. The Slann awoke from their dream-like slumber, their large
amphibian eyes bulging in consternation. They were instantly aware of the disturbance in their
geomantic web and what such a calamity would bring. Once again, a crack had opened between
realms, allowing raw Chaos to pour into the world. Pillars of blue fire erupted to loom far above the
Jjungle’s canopy. Greater Daemons of Tzeentch arrived to cirele about the eldritch flames, growing
strong in the rich flow of pure magic. Tides of change washed over the verdant forests, causing newly
sentient vines to twist in endless knots and mist to congeal into ethereal beings.

Hoping to stem the rising peril, the Lizardmen launched a counterattack the size of which had not
been seen for a thousand years. Scores of Carnosaurs and entire herds of Stegadons were bound by
the Slann, and in the vanguard were so many snakes that the ground seemed to be a slithering carpet.
Lord Mazdamundi and the host of Hexoatl marched behind the devastating first wave. Spells of
great magnitude were levelled upon both sid® and the jungle was blasted apart. The Daemons were
at last driven back by the spectres of dead warriors summened forth by Mazdamundi, which allowed
time for the gateway to be closed. In the blackened ruins, the pillars of blue flame were frozen in
time, and in their midst, a new protective archway was constructed. Now, hundreds of years later, the
Battle of the Blue Flames is little remembered; the jungle has grown to reclaim the scoured lands,
although there is an unwholesome taint about the area. The beasts there have a strange aspect and it
is said that even the vines writhe with uncanny speed, strangling any creature that tarries too long.

THE FLOATING ISLES

The Northern Wastes are far from the civilised nations, and events often go unrecorded, save

for campsite tales of the barbarous tribes of Men who eke out a living in that harsh and uncaring
environment. As the legends go, a squall of screaming winds once came wailing southwards from the
Realm of Chaos — roiling clouds of black that discharged flickering blue lightning. So many




monsters prowled within the great storm that entire tribes were devoured in a bloody slaughter. Yet
contained within the darksome tempest was magical might for the taking, so much power that even
the least of the tribal shamans could fell Giants with a glance and smash mountains with bolts of
incandescent fury. As rival tribes fought for supremacy, so many spells of titanic proportions were
unleashed upon the world that the very ground began to break apart. Such was the fury of the storm
that the broken landmasses rose up like inverted mountains, floating high into the air. Even as the
hellish clouds dissipated, the last gusts sent them scudding southwards, pushed by the wind as is a
ship under sail. Whether these strange aerial islands are still adrift, none can say.

THE HOWLING WASTE BONEFIELDS

Many Skaven hunt the Dark Lands seeking to scavenge the warpstone that frequently showers down
upon those benighted wastes. During one particularly heavy strike, so much raw magic was released
that a supernatural tempest blossomed in the ashen w astes. Green tinted tornadoes rose from the
ground to rip across the landscape, daemonic faces how hng:_ in their twisting coils. Before the Skaven
could snatch their prizes, the Eyebiters Ogre tribe arrived to claim the spoils, even if they weren't
sure what exactly they might be. As battle was joined, Skaven Warlock Engineers discovered
(somewhat accidentally) that they could teleport atop the writhing eyclones where they were bathed
in magical energy beyond even their greediest dreams. Soon both sides vied for control of these

conduits, and the attempt to ride the writhing tornadoes led to sticky end for many of the spellcasters.

Using the bounty of magical power provided by the storm, the wizards of both sides bound many of
the monsters of that fell land to aid their cause. Great-tusked beasts waded into a sea of swarming
Clanrats, crushing and gouging all about them, while black-scaled Hydras lit up the gloom with
great gouts of fire that incinerated entire ranks of Ogres. Before either side could claim victory, the
fight was ended by the eruption of volcanoes that burst suddenly from the earth and began to spew
magma, Naturally, each side blamed the other, claiming it was a magical ruse to
avoid certain annihilation. In the Howling Wastes there is still a :
bone-ridden battlefield punctuated by green-glowing hunks of '
warpstone; none have claimed the spoils, for the grounds are known
to shift and swallow up any who dare enter that patch of living hell.

THE BLOOD HALLOWS

Sylvania is a land with an ill-fortuned past, a place where dark magics
collect and pool, turning all to evil. Yet in the forbidding countryside,
a wooded grove known as Blood Hollows is especially dreaded, for it
marks the epicentre of the Tempest of Death. That black and infernal
hellstorm whirled and lashed the surrounding lands during the times
of the Wars of the Vampire Counts. Some say the storm was created
by the unleashed souls of Vlad and Isabella von Carstein cursing the
world for one last time after their final deaths; others cite a massive
spell gone wrong by the desperate cabal of necromancers who were
recklessly trying to reverse their battle fortunes by raising yet more
Undead. Whatever the cause, a storm of untold fury spun
mysteriously over the hallows, draining the life from all within its
terrible confines. Under its sick clouds the dead rose up and for

days terror held sway. Entire villages disappeared, hulking creatures
emerged and a large shadow with enormous bat wings was seen to
circle in the glowering clouds. When the storm finally lifed, it left
behind a barren and stripped land, save for a grove of gnarled trees
where hung the skeletons of innumerable dead. To this day this
region is held as especially cursed, contaminated far beyond the
tolerance of even the hardiest of Sylvanian stock. There prowl
moving forests of blood-sucking trees, carrion birds of unusual

size and an over-riding gloom which blinds all whe enter.

Monoliths of Power

Many mystical monsments,
such as the great idols vaised by
the greensking or the sacrificial
altars butlt by the bavbarians
of the novthy, ace as conduits,
beacons to draw i and collect
athertoordly powers.

However, not alf such monoliths
are built — sume emerge from
the nataral curvents of the
Winds of Magic. Others ave the
SIOrRE-sIvETn PENaNLS from
mighty tempests of the past that
ance drenched the lands in magic
and left befiind buricd ariglacts
of untald power: Such lost
HIGHIEHIS 2y r’l's_fb!' fﬂl{g ages
before anather magical deluge
stivs them once again, or even be
built upon by unzvitting settlers
of new crvilizations, who do
not realise that the very
Sfowndations of their p’t}f}pfrj il
be devastated come the next

Storm of Magic.
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THE HORRORS OF THE
ARDEN FOREST

Many tales are told of when the sun was swallowed by blackest cloud and all of Bretonnia was
enshrouded beneath unnatural gloom.

What became the battle that darkened Bretonnia began when Duke Hagen of Gisoreux and his

knights ousted Lord Malvous’ coven of Vampires from their hidden nest in Mousillon. Vowing to rid
the lands of his evil, the ki
of blood-sucking horror. The trail was not hard to follow; rumour of unholy Black Coach apparitions

ights pursued Lord Malvous across the country, seeking to end his reign

rumbling down the road, sightings of the walking dead and a string of small peasant villages
mysteriously emptied, all pointed the righteous towards their quarry. One by one the Vampire’s
['l:zr;:{uurd actions were overcome until, at last, [mlg.' Lord Malvous himself remained. With the
pursuit only hours behind him, Lord Malvous fled into the Forest of Arden. Duke Hagen and his
knights were not anxious to follow, for Arden is a wild wood, full of wicked creatures. Regardless,
vows were vows, and so the bold men pressed on, riding beneath the benighted boughs of the forest.,

Lord Malvous was a desperate, hunted creature. With waning strength, he sought an escape, or at
the least a refuge where he could gather strength before confronting his pursuers. Leaving the rutted
forest road, the Vampire hoped to burrow deep into the trackless woodland, disappearing like a
carrion beetle boring into a corpse. His pathless flight led Malvous to a rising series of hills, each
crowned by an ancient barrow. Protective wards had been placed around the cairns, although they
were long forsaken and had lost much of their potency.




THE CORNERED BEAST

Through force of will, Lord Malvous stripped away the wards and penetrated the largest of the
sacred tombs. In doing so, the well of dark energy, which the ancient runes had siphoned and stored
for ages, was released. Immediately, a power surge rippled through the currents of magic and set in
motion a lethal chain of events. Thick billowing storm clouds gathered from all directions, scudding
against the rising winds to build an ominous mountain of darkness over the Forest of Arden.

The hills beneath Lord Malvous shuddered with the sudden heave of unnatural energies. The
symbols on the cairnstones had been carved to stave off the rot of corruption, but the protections
were broken, and the old sigils changed to new and blasphemous images. With a groan, each of the
cairns sprouted out a monolith, an edifice of stone that burst from the ruin-covered hill. These
mighty pylons were covered in leering skull symbols —a perversion of the wards which had once
sought to halt the darker forces of the world. What had once been a shrine of peace and restful sleep
had now become an altar of unholy death and a fulcrumgof intense magical energies. Sensing the
immense power, Lord Malvous leapt atop the central pillar, spreading his arms wide and bathing in
the rising energy. He instantly sensed that his pursuers were mere moments away. Wasting no time,
Lord Malvous chanted words of dread, funnelling into himself eldritch force the likes of which he
had never imagined. At the height of his invocations, the storm broke with a single, thunderous roar.

FORWARD GO THE RIGHTEOUS

In the woods nearby, Duke Hagen rode in the van of his army, guided on the trail by a Fey
Enchantress. The unnatural cloud cover had unnerved everyone, and as a clap of thunder sounded,
Duke Hagen gazed upwards in horrified wonder. At long last he spied his quarry, for the hated
Vampire was looming over the trees atop a pillar of skulls. A halo of energy encircled the Undead
fiend as he chanted a hellish spell. Deep blasts from ancient warhorns and the distant roars of savage
beasts boded of monstrous things stirring in the woods. The knights behind the Duke, their bright
heraldic colours vivid even in the supernatural gloom, fought to steady their horses. Duke Hagen
prayed for the Lady’s protection and his loud voice carried over the howling winds and steadied both
man and mount. The Bretonnian army advanced, coming to the clearing at the foot of the cairns in
time to see the hills above them teeming with movement as Undead hordes pushed their way out of
the burial mounds.

It was a nightmarish scene as thousands of Skeletons rose from out of the ground and formed up
beneath fell banners, Wight Kings led each regiment, their ornate crowns and ancient armour
glowing eerily in the pitch darkness. Purplish clouds swirled ominously low over the field of battle,
forming a circular pattern over Lord Malvous, and across Bretonnia all rays of daylight disappeared
into the ever-thickening gloom. Incandescent bolts forked down from the sky, momentarily
illuminating the battlefield. Where the magical lightning struck, the trees began to twist violently
and come alive, uprooting themselves to join the fight. Whole groves of thick-boled Bloodoaks,
twisted Gnarlwood, and other trees that had grown peacefully for long ages in the Arden now
lumbered towards the knights. Undaunted, Duke Hagen and his knights lowered their lances and
crashed into cadaverous creatures and strangely animated wood spirits alike. Bones and splintered
tree limbs flew as the pride of Bretonnia clove through the foe.

As the knights churned forward, a new and more terrible threat arose. Roused by the storm,

the monsters of the forest emerged from their many noisome lairs. Infused with the power of the
tempest, Lord Malvous found it child's play to ensnare the great predators’ minds, binding them to
his own dark will. The first of these creatures to emerge was a snarling pride of three Manticores,
Normally solitary creatures, a single Manticore can spell doom for an entire settlement, but three
together was enough to make the boldest heart quail. Bounding forward and gliding on leathery
wings, the enraged beasts closed with horrifying speed, hitting the knights like a thunderclap.

Great claws tore armour and unseated knights with ease, while the terror-filled whinnies of warhorses
could be heard even over the sound of bones crunching beneath powerful jaws. The swirling melee
quickly developed into the fiercest battle that Duke Hagen had ever witnessed, yet the Bretonnians
held on.

A Deadly Legacy

There is a mystic power about
battlefields and ancient carrns,
o any grownds hallowed by a
great many dead. There, long
befave the Colleges of Magic, the
wisemen of the primtive tribes
af Mankind wove their spells of
protecifon. For men have
always considered it & great svil
Jor the dead ta vise up and walk
again. From curses to wards all
the way ta complex spivals of
carefielly arvanged hexstones,
many of these prefistoric
locations can stild be fonnd —
Riding i the foundations of
cities, i ruins scaltersd across
long-abandoned hilltops or
secreted amidst eerie clearings
decp tn the wilderness. The wise
aveid swch sites, for there lurk
wany seen and unseen dangers.

The Heraldry of Gisoreuz
Fong agn, the first Duke of

Grisorenx was saved by a vision
af‘a white hart that led him to
safery. 1o this day the device is
still borne into battle by his
descendants. AMlthough vave, the
legendary white hat is still
oeCasionally scen, appearng as
a harbinger of great feais of
heroisnt or befare the onser

of a storm of magic.

i
"Who knows what evil dwells
“neath the caves of Arden? Few
who pass beneath those caves
ever come out again...
A Bretonnian peasant’s

e —

warning to the curious.




The Monsters of
the Arden Forest

Sanigs, tales and fables all name
the sprasoling Farest of Arden as
a breeding grownd for monsters,
It is a dangerons place that
Franises innwmerable latrs of the
kincds of beasts of which legends
are made — Manticores,
Giants, Chimeras and Dyagons
of engraons size and wnrivalled
Serocity. Many bold knights scek
oy within the shadews of that
great woed but, even amongs
the boldest, the Favest of Avden
is veckoned a felf place.

N Wasd Efves are tmtrinsically
linked ro the forest af Athel
Lovew and Flven mages have
espectally cloce bonds. Athed
Laovews natnral web of
cousciosuess can detect any
fuvader tolio dares 1o iravel
beneath its boughs and, in
addition to trigoering myviad
defenses, the forest will alest
the Wood Flves. Being itself
mysticat, Athel Loven can alse
detect sizable anowalies, swch as
a storm of magic, from quite a
distance away. Ifa threat is
detected, wo matter how distant,
Woad Elves can wse their
futertooven network of magical
Links betooeen the deep wonds to
respond wwith the speed and
Ferhaliey for wwlich their fey
race i3 renrwned.

As one threat was countered, another emerged — rising out of the cairns or pushing through the
forest. The very land seemed infused with evil spirits as the tree roots writhed, snaking out to
strangle the wounded. The woods were filled with the bellows of monsters and the cries of the
injured and always the deep, rumbling thunder of the unnatural storm. Flocks of Harpies screeched
down from the treetops to tear proud knights from atop their warhorses and carry them off into the
black skies. The unmistakable sounds of armoured forms being dropped from on high and hitting
the forest floor with a sickening clang echoed throughout the forest. A towering Giant, a behemoth
beyond any Duke Hagen had ever seen before, smashed aside trees to wade into the ensuing battle.
The creature was so tall that his upper half was lost in the gloom and only when he bent to scoop
victims into his mouth could his whole vastness be seen. Into this maelstrom of combat the cursed
Vampire summoned black lightning to rip apart man and horse alike, while spectral warriors swept
from the unnatural dark to harry the flanks of the beleaguered Bretonnians. Many reported black-
cloaked apparitions that resembled Death himself stalking the battlefield, mowing down knights with
every stroke of their sweeping scythes. With grim realisation, Duke Hagen knew that he could not
win this battle, yet this harsh comprehension bred not despair, but a resolute desire to go down
fighting, to take such a toll upon the enemy as would be remembered in legend and song.

THE GLIMMERINGS OF HOPE

Without warning, the fey folk of Athel Loren appeared all over the battlefield, as if summoned by
magic. Green clad archers sent hails of arrows to slay two of the Manticores, their pincushioned
corpses crashing amidst the trees. Wood Elf cavalry, accompanied by a gleaming white Unicorn,
charged the ranks of Undead and were swallowed up by the seemingly endless horde. Treemen and
Diryads arrived to grapple with the strangely animated trees, a trio of Great Eagles tore through the
mass of Harpies, and a young Forest Dragon landed amidst the Skeletons, shearing them asunder
with its mighty claws. For a moment the Duke felt hope renewed, but all too quickly this faded as
the foliage parted to reveal a three-headed monster from the fables of his forefathers; a Chimera
had come, and once again the fortunes of battle shifted. The lumbering beast smote a newly arrived
regiment of Elves, snapping their spears like twigs, its great serpentine neck darting out so the
Dragon head could snap a knight in twain, while the second bestial head skewered more Elves
upon its mighty horns, and the lion head roared its triumph over the mauled remains.

Ewven thus, in the blackest of moments beneath unwholesome skies, all was not yet lost. Duke Hagen
looked on in wonderment as a lithe EIf maid, clearly a sorceress of some kind, sent concentric rings
of green fire spiralling towards the power-mad Vampire atop his pillar of skulls. For a moment the
two locked eyes, expressions of concentration on the faces of both fair and foul. Whatever unseen
duel the wizards had engaged in, the Elven sorceress had clearly won, for in a flash she replaced
Lord Malvous on the pillar and the Vampire, looking somewhat bewildered, appeared back on the
hilltop. Before the loathsome fiend could escape again, the Duke goaded his warhorse into a charge.
His blessed lance hit the creature full in its breast, smashing aside ribs and skewering the Vampire
through its non-beating heart. With an unholy howl, ashen skin shrivelled before his eyes and bones
turned to dust, leaving behind only a m::uldering mound topped by a fanged skull.

Before the last echo of Lord Malvous® death shriek had finished ringing Thmugh the ﬁm:st, the
Undead collapsed like marionettes shorn of their strings. A trio of Elven Sorceresses gathered

at the broken cairns, singing songs in a language Duke Hagen could not understand. As they sang,
the unnatural clouds began to rapidly clear until the skies above could once again be seen, not just
above the battlefield, but all across Bretonma. The daylight was gone now, but stars twinkled above.
Like 'chat+ the |'nag'tca] storm was over and once agan the air felt fresh and clean. The Undead were
altogether gone, and the Chimera, Giant and the last few summoned monsters were disappearing
deeper into the forests, pursued by the arrows of the Wood Elves. Duke Hagen dismounted his
horse to examine the remains of the cursed Vampire when he noticed the strange singing had
ended. He turned to find the Elven spellcasters looking directly at him, and that was the last he
remembered until he and his surviving knights awoke as if from a dream in the bright morning
light, on a grassy hill outside the Forest of Arden. In his gauntleted hand he still held the fanged
skull of the Vampire...







THE SIX SPIKES

light rather than be illuminated by it, their unnatural darkn

Deep in one of the most dreadful vales of the Great Forest, a place overridden with predatory
monsters, there is a miles-wide clearing hidden by dense groves of gnarled and sickly trees,

No paths lead to this darksome site, so to reach it requires hacking through the undergrowth of
thorn-ridden brambles. So quickly does the entangling brush grow back that it could cover up the
passage of an army overnight. If a traveller were to persevere, they would stand on the edge of a
wide open expanse, once encircled by the Six Spikes. Rumoured to be fallen splinters of the moon
Morrslieb, each spike was made of a single hunk of meteoric black rock, and together they appeared
as the jagged fangs of a gaping maw, or perhaps a ring of gigantic spearpoints, Greenish mist rose
from their rough surfaces like steam, and even under the light of day the spikes seemed to absorb
ess overpowering the sun's rays.

The Six Spikes were sacred to the Beastmen that roamed the Great Forest, a gathering point for foul
rituals. Tt was known amongst the warherds that when the light of the fully waxed Morrslieb struck

the obsidian columns, the spikes would whisper dark secrets to the Bray-Shamans and that if enough

| be given to the true

blood washed the base of the Six Spikes, a mighty gift of power untold woulc

ainst the base of each

children of Chaos. Many herds had come to pile the severed heads of the foe ag

spike, but no gifts were ever bequeathed in return. That is, until the ratmen came. ..




ATRIBUTE OF BLOOD
The Skaven sought to undermine the Six Spikes, dropping the great stones into the Under-Empire
for their own greedy consumption. The nefarious ratmen had long spied upon their prize, timing the
Beastmen migrations. They knew that by acting quickly, the stones could be pilfered long before any
herd returned. In their wanderings, the Beastmen regularly left the Six Spikes unattended for many
erratic cycles of Moreslieb, but at the urgings of his Bray-Shamans, Beastlord Brrak Gorehorn had
been convinced to return to the site. Pushing through the razor-sharp brambles, the warherd arrived
in time to see the great stones covered in guide ropes, and multitudes of ratmen straining to shift the
rocks into tunnels below. Enraged at the violation of their sacred grounds, Brrak Gorehorn led his
warherd into battle — but it was no real battle; it was more akin to butchery.

Stunned at the fury of the sudden assault, the Skaven could not retreat, as their underground

tunnels were packed, teeming with the slave labour needed to haul the massive monoliths. The
Beastmen slaughtered the Skaven in numbers beyond count, hunching into the underground passages
ta continue the mauling. Morrslieb, which had been slivethin the previous night, rose now,
mysteriously full, shining its green-tinted light on the carnage below. The Bray-Shamans, their fur
bristling in anticipation, ordered the offering to begin. Piles of mangled and blood-matted corpses
were stacked against the Six Spikes. Thus began a grim ceremony which lasted for three nights and
three days. Awash with quantities of blood as never before, the Six Spikes emitted clouds of veiling
dark which, picked up by the rising wind, began to cloak the Great Forest in a mist of gloom.

THE STORM GATHERS

Far away, in the surrounding small towns of Talabecland, they too read the signs of impending doom —
milk turned to bload, bestial images appeared in the flames of hearth fires, and ominous and ill-shaped
clouds rose over the ‘dark place’ — a notoriously wild part of the Great Forest. Hastily scrawled
warnings had already been sent from the Celestial College, the Grand Astromancer having read grim
portents in the Great Astrolabe. Cog-driven mechanical pigeons and couriers on lather-whipped steeds
had raced to deliver the dire message. With great haste, Kurt Helborg, Grand Marshal of the
Reiksguard, mustered an army to meet the threat. With cach hamlet or small town he passed through,
he saw his force grow — a regiment of Halberdiers here, some militia there. Huntsmen arrived out of
the wild to join the army. Already his train was long and included horse-drawn artillery pieces, the
clanking Steam Tank, Conguers; and many regiments of state infantry. Representatives from each
College of Magic accompanied the force; though soon there was little need for portents or the
directions of astrolabes, for a towering column of swirling black clouds stretched up from the forest
floor and reached far into the heavens. It writhed out tentacles of vapour like some living beast, and no
man that looked at it could remain unafraid. After a march of three days, the coalition of Imperial
troops was ready to enter the roiling black fog that now engulfed the Six Spikes.

During those three days the Beastmen feasted and the surging winds carried the raucous howling of
their blood-orgy far, stirring many dark creatures. The skies above the Six Spikes appeared to crack
apart, revealing a growing black hole through which no stars could be seen. Nearly blind to the
mundane world, Cygors saw the amplified outpouring of magic from the Six Spikes as a glowing
beacon, and the enormous beasts pushed a path through the forest to join the throng. Like sharks to
blood, the growing arcane storm attracted wild packs of Trolls, Jabberslythes and the Giant Spiders
that roamed the woods — all drawn by the magical summons.

Many more Beastmen and fell creatures of the forest answered that call. The Bray-Shamans
clambered atop the Six Spikes, the black pinnacles of rock which stabbed high into the growing storm.
From there, the horned sorcerers could better immerse themselves in the rising flow of otherworldly
power. They sensed the approaching army of men and, furthermore, they perceived that if they could
remain on their lofty perches, the darkness would grow. The shamans heard whispers from the ever-
increasing Winds of Magic, promises from the Dark Gods of a return to the Time of the Beast, when
their kind openly ruled, and the pink-skins lived not in towns, but in caves, not daring to raise up
buildings or clear the woodlands. The Beastmen howled and scraped their hooves in anticipation of
battle and in hope of gaining their rightful ascendancy — ruling supreme over a new age of darkness.

———

Warnings of the
Celestial Wizards

In Altdorf; perfectly aligned
between the many towers of the
Celestial College, sits the pride
of thar mystical order — the
Grand Astrolabe. [t 15 an
enarmons device with a contral
gange akin to the face of a clock,
wudicl spins on the head of a
spike of prrest sibver: On its
facings ave many hands and
dials, each whirling past
intricately carved symbols to
track and predict the alignment
of stars and planets. These, in
torm, are wsed to glinipse
suaiches of the futwre,

The astralabe dial watched
niast closely by the atrendant
acalytes is the twitching needle
representiig e felf moon,
Murvslieh. Should this dial
signal the coming of a storm of
magic, Celestial Wizards are
sent far and wide to prepare the
Empire for the coming tenipest,

"When the green orb
hangs heavy in the night sky
and the wind howls — it is our
time. It is time to take what has
long been promised...

Dork Promise of the Six Spikes.

—




The Wisdom of the
Common Man
The people of Talabecland have

long feared and aveided the
dark swathe of woeds that
surrounds the Six Spikes. The
teondsman’s paths were cut to
skirt far around the vegion and
Huntsmen knew not to follow
2ame past a certain poinf,
Adthough truthfully, most game
animals avaided the dark patch
of forest too, and only desperaie
or waounded beasts daved flee in
that divection. The mestages of
all the superstitions and clild-
scaring tales ave dlear. Danger
Tuvks in the wouds, and these
are ng mere, feables, .

TO SEIZE THE STANDING STONES

As his forces cut through the undergrowth, Kurt Helborg, a gifted commander of many victories,
instantly appraised the battlefield. A tide of Beastmen was formed up in the clearing, and behind
them were ragged towers of rock forming a circle of black oblivion so dreadful that it hurt his eyes to

look upon it. Atop each of the six stones, in a nimbus of balefire, stood a cowled shaman. It did not
take the augurs of his Battle Wizards to tell the Reiksmarshal that these must be the source of the
supernatural storm, His commands echoed in the eerie silence as the Empire battleline formed —

all efforts must be taken to destroy the stones and the Bray-Shamans atop them. And so the battle
that became known as the Slaughter at the Six Spikes opened as a battery of Great Cannon spouted
tongues of fire, their long-ranged shots hoping to smash the rock towers. Even in the gloaming,

it could be seen that some of the cannonballs should have hit their mark, yet the heavy iron balls
disappeared in a flash before making contact. Gunsmoke rolled down the Empire lines, along with
pravers to Sigmar, Taal and all the gods fit to mention. There were powerful magics at work here and
Kurt Helborg knew he must find a way to close with the mystic stones or face certain defeat.

In answer to the thunderous blasts of artillery, the Beastmen hordes charged, cutting loose with a
resounding roar of their own. Many of the Empire troops were veterans, warriors who had fought in
the gloomy forests against Beastmen before — but never had they seen such an assembly, nor had they
seen the foe so bloodthirsty. Interspersed between the oncoming ranks of Beastmen strode monstrous
horrors — towering Ghorgons, their many mouths drooling in eagerness for the coming flesh-feast,
obscenely shambling Chaos Spawn, seemingly sprouting new clawed appendages from their hunched
masses, and the bull-headed and muscle-bound Minotaurs, their flared nostrils scenting their prey.
A Great Spined Beast, a foul creature seldom seen outside of the Chaos Wastes, howled in its
anguished anticipation of slaughter. The attacking waves were as ferocious as they were brutal.

Some spell of madness was upon all the creatures of Chaos, for they fought with a reckless abandon
and were oblivious to pain. Again and again the twisted beast-creatures crashed into the Empire
lines, only to be repulsed with great losses. Yet each relentless attack
left gaping holes in the bloodied ranks of the men, and there were
fewer and fewer troops to fill them.

BREAKTHROUGH

The Imperial wizards sought to counteract the enchantments that
leant further ferocity to their foes, but the Beastman Bray-Shamans
who {uppo&md them had too much power at their dispu:ial to be
demied. Tapping into the pure flow of the Winds of Magic, the
Beastmen not only {uelled their side to hellish fury, but also
shawered the Imperial lines with no end of foul spells — sending
swarms of foul insects to savage the men of the Empire, No few of
the brightly uniformed state soldiers fell to the ground writhing in
pain as their bodies mutated in horrible ways, and bolts of dark
energy hurtled from the pinnacle-mounted Bray-Shamans to clang
against the 8team Tank or blast apart Nuln-forged cannon, splitting
their iron barrels with searing flashes. It was Gunther Bearhide, the
Amber Wizard, who first took the battle to the enemy.

Using the abundant magical energy to transform himself into an
immense Dragon, the wizard cleared a path with a gout of smaoking
flame before flapping his enormous wings in order to launch a
flying attack at the top of the nearest monolith. There, the mighty
jaws of the reptilian beast made short work of a shaman and, in a
flash, it was no longcr a Dragon atop the black pillar of stone, but
once again the fur-clad Amber Wizard. Before he could take
advantage of the nexus of power, however, a great, calloused hand
reached up to snatch at him. Gunther’s crics of horror ended as he
was bitten in twain and greedily devoured by a slavering Cygor.




While the Battle Wizards of the Empire sought to turn the tide
against the magical bombardment they were receiving, the
Reiksmarshal did all he could to stave off disaster. A counter-charge
by the Reiksguard Knights bought time for the regiments of
Handgunn::!'ﬁ to reload and pour more fire into the bestial horde. All
too quickly, however, 4 pair of Ghorgons, using their great bladed
appendages like scythes, swept through a regiment of Halberdiers and
threatened to roll up the right flank. Indeed, they would have done so
if they hadn’t stopped to gorge, stuffing mangled corpses by twos and
threes into their maws; the cracking of bones and the cries of horror
from those too wounded to escape was audible over the din of battle.
Bringing up reserves, Kurt Helborg shored up the ever-tightening
battlelines, but even fresh troops could only just hold back the attack.
Reaching the Bray-Shamans atop the black stones was imp;:s:»‘ihlc,

THEY CAME FROM ON HIGH

It was then that Balthasar Gelt, the Supreme Patriarch, arrived over
the battlefield. Upon receiving the dire warnings from the Celestial
Wizards, Balthasar had bound almost the entirety of the Imperal
Zoo to his will, forming a squadron of flying beasts to bring aid to
the battle. Mounted upon a Pegasus, he circled above the fray
leading a menagerie including: a vast arrowhead formation of
Griffons, a swift herd of Pegasi, a Manticore, and the pride of the
Imperial Zoo, the mighty Imperial Dragon of Altdorf. Fven through
this unnatural gloom, it was obvious to Balthasar that he could not
break the forces assailing the Imperial troops — they were too many
in number. If he were to make a difference, he must attack the
shamans atop the Six Spikes. 5o, with a mental command, he urged
the monsters to dive. Several of their number were blasted with black
energy bolts, plummeting downwards to crash in ruin, Those that survived swooped upon the
remaining Bray-Shamans, clawing them off the spikes. Balthasar himself turned a Shaman to gold
before tipping him off the pylon in order to land his Pegasus atop the jagged black rock. Immediately,
the Supreme Patriarch felt magical energy coursing through him. Wasting no time, the greatest of the
Gold Wizards cast a mighty spell at the surrounding Beastmen. A vast golden orb burst from
Balthasar's gleaming staff, growing in size and brilliant lustre while it rolled towards the enemy:.

In its wake, it left behind a field of gilded statues, creatures of Chaos frozen forever with looks of
agony on their bestial faces. The beleaguered men of the Empire cheered.

Suddenly freed from their mental duels with the Bray-Shamans, several wizards transported themselves
atop the now unoccupied waystones. Soon fireballs crashed into the ranks of the Beastmen and lava
bubbled from the ground beneath their hooves, consuming the mutated creatures in geysers of molten
rock. Elsewhere, Ghorgens were buried alive under titanic hills levitated on high and then dropped in
an avalanche from the sky. Panicked at last by the unrelenting magical onslaught, the surviving
Beastmen fled towards the safety of the treeline, but none escaped the wrath of the wizards.

Observing the growing crack in the skies and hearing the dark lures of forbidden secrets whispered
on the gusts of the Winds of Magic, Balthasar Gelt ordered the Six Spikes destroyed as soon as it
was apparent that no single foe remained alive. Impervious to magie and repeated strikes from
cannonballs, the black towers were finally toppled thanks to the guidance of Imperial Engineers and
the muscle-power of hundreds of soldiers pulling together. The black rocks were buried in deep pits

in the ground and sealed with powerful enchantments before the Imperial troops marched away from

the foreboding area. As they trudged wearily back to the roadways leading out of the forest, the
heaped funeral pyres of the dead sent up plumes of oily smoke. Naturally, the spying eyes of the
ratmen observed all of this. Soon, they reasoned, it would be time to get to work breaking the
magical seals. Soon the much-coveted black rocks, and power untold, would be theirs for the taking,

The Supreme Fatriach of
the Colleges of Magic
The Einpive's eight Colleges of
Magic are eclectic and
independent places af learning,
sedere wizards are langlhi Io wse
and cantrol the Winds of Magic.
Thee hread of all the Colleges is
known as the Supreme
FPatriach, a position gf great
poser within the Ewpire.

‘very eilght years, a wizard
wito has proved himself worthy
can challenge the Supreme
Patyiach in a magical duel.
Currently holding the esteemed
pasition of Supreme Patriach is
Balthasar Gelt, head of the
Cold Owder:



OF
GREAT MAGIC

What follows are some brief descriptions of some of the more cataclysmic
magical tempests to beset the mortal world. Dates for these events use the
Imperial Calendar.
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Phoensxes of irving flame seour the gifted to the Fnpive by the Dwarfs.

e ™ i . e

deadd o the High Fives vecain the Magreal shockevaves from both Lustria

i T i

maygical spelt of tiranic propovtions that \  Blighted T, andd Shavenblipht crash into the Worlds i ca2B

dratns the eldvitch stovm and rofs the Fdpe Meontaiws. Many earthquakes Danger in the Dark Lands.
Daemons of the energies they need lo ~1780 el wnmainral disasters beset the ! A maclstram of sagic reuirts abone phe
stay wpon the morial world, } Marrsliel Flares. Wichfive lights Liewarfi’ reatm, Dark Lands for the better part of a

1
| the heavens and green-tailed weters | year: The pocer af the storm wneartls
]

2750 feull frams the skies. A storm of black ~c1151 fonp=baried ruins, canses volcanoss to
The Great Maw. J rain contrss over the city of Kavzay, The Black Year. In the wake of || o from the ashen plains aid looses
A vast comet stvikes west af Cathay. J." pouring dwww ils styange fury, Soon Noagash's Great Rituad, many magical | @ Ratl of warpstone wpon the lands.
Its tmpact destveys the magovity of N thar airce-grear city is sanght but viing

eyelones descend from roiling clowds Chgres, Chaas warfs and mare dash
aricd the shgli-fike wisage of death itself

i5 seem stalking the lands, thhe rampant nergy.

the Oprer and sooveles f.l’u'_f&rrt}"r
plaems. The reslting magical flax [' HPUFvOrS are d verminons Sorde of |
wnfeasher mrany storms, I s that scovrvy in search of food

siorms evapd orver the wworld Black Armies of Skaven, Oree & Gebling
smking ffo @ vising swoanp, the onfy
I

many innes as .n'!':r_'r atfenspd be capinre

= L S—
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570
The Disappearance of Kurak ||
Peak. While mining deep in the !
nartlierss reaches of the Worlds fodge 1
Matustaing, the Devarfs unknowoingly ‘
uneartied a large prece of what had

ance beew the inter-dimensional porial
that allowed the Old Ones to ravel |
great distances. Sl imbued with great ‘
pover; the swisted wetal i somnefoe
reaciivated aud the resnlting storns
aitracts the altention of Night Goblin
Sransans wha wish to use the eldviech
evergy fo furiher their oon causes,
Night Goblie hardes, accampanied

By vast Sguigs and ather monsiers

@" e .';’cr._,': umferfmﬂ el aitack the
Drevarffold, Durving the course of the
ensuing baitle, the entive mountain
peak i transparted fnta the Realw of
Chaas, Neither the Duwarfs of Kurak
Peak nor their foes are ever heard
.J“n:.w agas'ﬂ, all thongh wsions of canielles
beiisg snnffed out by a maelstrom of
Blackness visit all who travel atop the
Hﬁ'lll&f xlrm &fﬂ'ﬁ& ﬁf’m’:aar fl'l?{l; ﬂJH?*J’
the site af the old menntain peak.

e e el . e
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Altar of Ultimate Davkiess.
The Daenyon Tz 'avkan leads an
wrhaly kst that capinres the Aftar of
[ Hesmare Davdness in the mortl af

."'-"a&]_;w valfy, U r':lrg e potber ,g.m:mmf !
by the Mea, the Daemons biild a d
bridye berwween the Realm of Chasr
and the Tronfrost Clacier, Onee a

gaping hiole in reality has been tarn,

¥

(
a flood of chaotic energy crashes fuis ,
ihee morial warld creating a swirling g
maclitvom of aveane nright, Davk EIf
Saveevesces bind entive arniies of
nronsters i an effort o retake the |
Altar: Phalanxes of [Hvdvas and many ‘\
Masnticores spearhend an asault {
AT the Dacmons. The mgning
tar sty for nearly tico decades of |
wnvenitting batiles befare the Dark
Fobves are at fast able to retake the
Nrar and cud the storm.

1113

Baitle of the Plaguwe Dragons,
The Shaven, swollen sith the wictories
brenght an &Jr the velense qf.l'ﬁr Black
Plague, atcemps to invade Sylvania.
Wieth threc-guarters of the Empive’s 1
popiclation alveady slain, the vag y
velease of pestilent energies churm the

across the (N Warld — ane of which
Dreaks just as the Skaven army meets

{

2000

The Destruction of Mordheim.

A conier smiites e city and dheroils its

vuins i a roeling clond of magie. An

! eldvitch sirm hangs aver the crater for
years, alforoing Daemons and mowsiers
ta stalk the dlasted remuants, Since

| thase days, & fuss become kerieriin a5 the
Winds of Muagic and canse fitfid storms t

Clity of the Danwed,

2150

the Undead horde vatsed by the \
Necromancer Vanlhal, Wikile a wall

of newoly risen plague wictims holds

ithe tide of vatneen in place, the
Necromancer taps inip the bounaless
porver o summan a horde of Fnidie
Bragons. When duzens of Undead
wicusters descend wpon the Skaven,

the vatmen break and run, For years |
afferwards, the vatmen fear to enler

the lands of Splvamia,

1283

Averheim Besieged. A black |
storm growes over the Empive city of
Auverheim. Even as a funned of multi- E
colaured energy descends from the shies

the city ie survonided by a host of

 Lizardwmen and ensrmons veprilian

minsters, Fwpive soldiers fold off the ||
attack along the walls wntid the cfonds
disappear and the Winds of Magic ove
dowos. The Lizavden end theiv
astants and systerionsly fade azeay.

I
i

1452
The Desert of Blood. During the {

L elinsactic Banle of EI Haikk, Suitan

Jaffar of Avaby makes a desperate pact
il Kairos Fatewveaver and unleashes

@ it of tevvar upon ithe batttefield, r
As the hast af Knights Ervant mects the
Sultan'’s forces, the sties ratn bHood,

fruing wwhivfinds of sand emerge to

wwreak favoc and v dacmonic pylons

thrist owt of the writhing dunes, Yot the
Setltan'’s plans go avery, and he i |
everifirosn when s Deacmontc legions ',ll
studdelenly withdramw, |:

Grreen Tdol, Aniidst the fangle vuing

I of the Southtands, Savage Ores

weitiingly apen a vift to the Realm of
Chaas. [asnons panr fartd ba do
Battle. Tu the midst of the batile, the
Savage Ores are .furjw'r'.(m' Toden &
third aFHy, miade ,{‘lr Lizasdwen and
LRanE repiilian mensters, émerges from
thie jungle and joing the fray, Unssre af
wwhat o do and not liking the Took of
either uppasing army, the greensking
.(.IF(J NK;H‘CF' c'E.Y'J:I e, {.'I.ﬂ.ﬂg ‘:Ul‘lh’l (ks
malerials F-IN'.T f'rm_ﬁmﬂ the ,grrcm.{'im'
erect a giant ol of Gark atop the
arvane viving. This seals the breach
aned il stands today.

23022504

The Great War Against
Chans. So large is the army that
mirches ont of the worth snder the
comenaned of Asavar Kal that its
poruer alone opens a riff between
coardds. Uniel thetr final defoat at the
gates .n..-,f' Kitfew the Chaoy lepfons mabe
a seff-sustatnsng hole thar mleashes
puire pandemaninm, Jt powers vast
spells of destruction, sumpions grear
havdes off Daemions ana’ ensures e
army feaves anly shattered vivins and
madess in 13 wake, The devasiation
af Praag s an example of this, as the
razed city is transfornsed ino a hellisk
m:g.-":.ru.lrnx', cofiere te wictims wrelr fivte
e 2walls auel theiv ingprisoued somls
ey oud fram the pedsting torture.
Lisee aorithe ont frone the pavement
aned fiving stome gargayles uont the
rubble-sevetwn streeis,

1
.a

2424

The Battle of Tor Yuvresse.
Ceront the Pannch of Misty Mountain,
the largese and mast perceril Goblin
Warbass af all tinse, launches an
swvasion of Ulthsan. Many of the
profective waystones tiat aid the Great
Virtex in siphiming smagical eneryy
ateay e the world are deitroved,
wenleashing a tephaon of arcans pewen
As the Codling and High Elves clash
ansidst the ancient fFlven city of Tar
Yuresse, the magics holding the island
tagether begin to wnbind. Timely
fnterventiog &y the Eiven lheve
Fltharion, his veteran warriors and
wiany boind Grear Eagles and Griffons
tirn the tide, Eltharion beheads the
Shaman Blacktoaf at the last moment
b;_f.bn! the magﬁm#j (har_g(a" Grobin cawn
climb the fiwal waytone and wnleash
Fris great spell of cataclysmse dosm.

2518

The Mists of Death. A Dark Eif
et uses the cover of wmaturally thick
miists o bandd wpen Bretommia, As Davk

f F'_'.f,l" veitders scomr e seastele fonons for

riches and slaves, an army of knights

| masses and attacks the snvaders. The

|

}

N misterions for grotes tendvils and

assails botly armies as a full arcane
storm erpis. Dark Elves with their

| ast of Dot mansters are codnuing

&4

e SR

anitil the Fay Enchawtvess avvives,
Banishing the fog woith a Bindiagly
poverful spell before drafuing the
Winds of Magic. Only-a few Davk
Elves escape back o their thips.

2522

Gathering Clowds. Fortents of

| dos and great glory abound as never

—

befre, wiiile zealots preach thar the
end s nigh, Thandevheads of
wnnainral size, shape and colour are
seen massng on Hre forizans of many
lands, Avawizs mass in preparation,
ready fa seize the pewer af any storms

that arise...
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BENEATH
UNNATURAL
SKIES

A clash beneath a raging storm of
magic is a battle like no other. So
devastating are the spells that flash
and arc across the battlefield that a
single one can destroy the better
part of any force, but magic is
fickle and can betray those who
wield it at the most inopportune
time. So armies, and monsters
bound into their service, join the
fray — fighting and clawing at the
enemy battlelines while wizards
duel and spells crisscross the skies.
The only surety in such a battle is
that much blood will be spilt...

.



Dark Elf Sorceress,

RULES

This section looks at how to fight extraordinary Warhammer battles that

take place during a storm of magic.

On the previous pages you will have read about
how the Warhammer world is periodically
battered by powerful storms of magic. In the
following sections of the book we will provide
the rules and other information you need to
fight Warhammer battles that take place at
such a time.

A battle fought during a storm of magic is
unlike anything you will have seen before.
Arcane Fulcrums burst out of the ground or
simply appear from nowhere. Each fulcrum is a
mystical focus that allows a Wizard to gain a
small measure of control over the winds of
magical energy that rage across the battlefield.
Claiming the fulerums allows the Wizard to cast
cataclysmically powerful spells that previously
would have been impossible for him to use.

Vast magical energics swirl round fulcrums
during a storm of magic and trigger latent powers
in magical artefacts that are nearby, making
already powerful items even more destructive and
dangerous. It is only at such times that the
magical Scrolls of Binding, created by the great
sorcerer Kadon, can be used, allowing Wizards to
bind monstrous creatures to their will and use
them to defeat their foes in battle.

The fulerums offer immense power to anyone
who controls thcm, and because of this it 1s very
common for huge battles to be fought aver
them. Mighty armies will converge at locations

L
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The Storm of Magic Scenario: Find out how
to set up and play Storm of Magic games. This
section also covers the monsters and magic items
you can field to augment your mighty army.

Magical Flux: Here vou’ll find additional rules
concerning how to bend the recalcitrant Winds
of I\flagii; to your w;ﬂ, and ensure that your spr:l]
lores are ascendant.

where fulerums have burst or flickered into
existence, and soon the ground will run red with
blood as each side seeks to drive the epposing
army from the field.

The rules that follow will allow you to include
all of these things and more in the Warhammer
hattles that you fight. First of all we describe the
Storm of Magic scenario, which you can use
instead of the Pitched Battles that appear in the
Warhammer rulebook. The Storm of Magic
scenario is based on a battle between two armies
who are vying to control several arcane
fulcrums. It describes how to set up the
battlefield, which special rules you need to use,
and how to determine the winner.

After the scenario are several new rules sections,
which explain how to use Arcane Fulerums,
Mythic Artefacts, Caraclysm spells and bound
monsters in a Storm of Magic battle. Each rules
section adds exciting new elements to your
games of Warhammer, allowing vou to field new
units and take spells or magic items more
powerful than any you have ever used before.

All in all, Storm of Magic takes your games of
Warhammer to a whole new level. You will find
vour skills as an army general challenged as
never before 1n a battle that will see the powerful
magics and monstrous creatures of the
Warhammer world unleashed in all their fury.
Will you be able to weather the storm?

IN THIS SECTION YOU WILL FIND:

Wild Magic: This section presents rules to
represent the instability of the Winds of Mage,

Arcane Fulerums: Here you'll find full rules
covering Arcane Fulcrums, as well as the
benefits and perils they bring to your Wizards.

Cantrips: Learn additional spells that your
Wizards can use in a Storm of Magic game.




It’s time to seize the energies of the
storm of magic and unleash them to
your own ends. Gather your wizards,
prepare your sorceries and let the
battle begin!

THE ARMIES

Each player chooses his force using the army list
from a Washammer army book, to an equal
points value agreed before the game. In
addition, each player can spend an extra 25% of
that value again on Scrolls of Binding, acts and
Mythic Artefacts that are unique to games of
Storm of Magic — this is sometimes referred to
as the Monsters and Magic allowance,

For example, if you've agreed to play a 2,000 point
game, both players have an extra 500 points to spend
on bound monsters, Pacts and Mythic Artefacts; if
you've agreed to play a 2,500 point game, bath
players have an extra 625 points to spend on
“mansters and magic, and so on,

MYTHIC ARTEFACTS

All races and realms have hoards of magical items.
Most such artefacts are enchanted to work in the
everyday levels of magic that permeate the
Warhammer world, but some are so powerful that
they don't come to life until a storm of magic takes
place — only Wild Magic can animate them. In a
standard sized army, you can take a maximum of
one such Mythic Artefact. In a grand army vou
can take a maximum of two Mythic Artefacts.

SCROLLS OF BINDING

Scrolls of Binding are used to summon and
control monsters and other savage creatures.
They are incredibly powerful, but the magics
used to bind them are incredibly rare and
difficult to duplicate.

In a standard army you can take a maximum of
two of each Scroll of Binding. In a grand army
you can take a maximum of four of cach Scroll

of Binding.

PACTS

A Pact is a magical treaty a Wizard forms with
an army of magical creatures, allowing him to
call upon Undead or Daemonic allies. Each
army and grand army can only take one Pact.

STORM OF MAGIC SCENARIO

THE BATTLEFIELD

Set up the battlefield as described in the
Warhammer rulebook. When this has been
done, divide the table into four quarters by
drawing one imaginary line between the
midpoints of the short table edges and another
between the m?dpnintﬁ of the lung table l.:dg('.s,

The players then place four Arcane Fulcrums.
Roll off to see which player places the first one.
Ng more than one Arcane Fulcrum can be
placed in each table quarter. Arcane Fulcrums
must be positioned at least 18" apart, and no
closer than 6" to any table edge or the centre
point of the board. Arcane Fulcrums cannot be
placed in impassable terrain.

There's No Room!

Depending on how the first three Arcane
Fulcrums are placed, you might find it
impossible to place the fourth whilst observing
the minimum distances set out above, Where
this happens, you may move the other Arcane
Fulerums by the minimum distance necessary to
cnsure that the last one can be placed. It goes
without saying that this caveat is intended to
make the impossible passible, and shouldn’t be
cmployed in order to gain an advantage over
your opponent!

Dark Emisary.

DEPLOYMENT

Now, roll off ta see which player picks the half
of the table he will deploy in. The player places
a Wizard (or Runesmith or Runelord) on each
fulerum in his table half. His opponent then
does the same in the opposite half. If either
player has insufficient Wizards to occupy the
fulerums in his table half, he must choose which
fulerum(s) to occupy.

The remainder of the armies are then deployed
using the rules for alternating deployment — roll
off once again to see who starts. Units can be
placed anywhere on the table as long as all
models are completely within 12" of their board

Aamerlyst Wizard,
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A World of Possibilities

You il natice that the rudes
governing Hre Storm of Magic
scenaria ave split fiito several
different sections, with each
governing a different facer,

sl as the Arcane Fulevums,
Magical Flux and so o,

This makes it easy for you to
increase the magical influence on
ather scenarios (such as the ones
in the Warkammer rulebaok) by
wsing one or more Stora of
Magic special rules alongside
ainy olhers that the scenario
anight alveady have. For
example, applying the Wild
Magic special rule increases the
maember of porver and dispel dice
available 1o Wizards — a simple

twweak thar woill nonetheless have

a profoend effect.

Cablin CGreat Shaman.

edge, or 6" of an Arcane Falcrum occupied by a
friendly Wizard. Any units that cannot be
placed enter play following the rules for
reinforcements, arriving during the first turn

in which there is sufficient space.

FIRSTTURN

Roll off after deployment to see which player
takes the first turn. The player that finished
deploying his army first adds +1 to the roll.

GAME LENGTH

The battle will last for six game turns, or until a
time limit agreed by the players is reached,
whichever comes first.

VICTORY CONDITIONS

At the end of the game, the player who controls
the most Arcane Fulerums wins the barttle! If
both players control the same number of Arcane
Fulerums, use Victory Points (as described in the
Warhammer rulebook) to break the tie.

SCENARIO SPECIAL RULES
Magical Flux, Arcane Fulerums, Wild Magie,
Cantrips, Cataclysm spells.

DIFFERENT SIZED GAMES

The bartlefield setup rules presented earlier
assume that you're fighting over a battlefield
between §' x 3" and 6' x 4" in size.

You can easily play games of Storm of Magic on
larger or smaller playing areas. In fact, doing so
opens up all kinds of strategies, challenges and
opportunitics to vanquish your foe.

Small Battlefields (less than 5' x 3')

On playing areas of less than 5’ x 3', only two

Arcane Fulerums are used. Divide the battlefield

in two by drawing an imaginary line between the
centre of the two shortest board edges (or any
two opposite edges if you're playing on a square
board). One Arcane Fulerum must be placed in
cach half of the board. In games of this size, the
fulerums must be at least 9" apart, and 3" away
from the battlefield edge.

Large Battlefields (larger than 6' x 4')

1f playing on a larger battlefield, more fulerums
are used. To work out the number of fulcrums
you need to set up, look up the length of the
longest battlefield edge on the table below:

Length Fulerums
More than 6" and up to &' 6
More than 8' and up to 10' 8
More than 10" and up to 12' 10
More than 12" and up to 14’ 12
Each additional 2' +2

Obviously, with so many fulerums, you'll have
to place more than one in some of the table
quarters. When playing a large-scale game, you
cannot place more than one fulcrum in a single
table quarter until there is at least one fulcrum
in all four table quarters. You then cannot place
a third fulcrum in a table quarter until all four
quarters have at least two fulcrums, and so on.

Furthermore, each long-edged half of the table
must have an equal number of Arcane Fulcrums
in it once they have all been placed.

The Whites of
Their Eyes...

i Dan't want o get charged
in the first twint Then place
your half of the fiderams ta
maximise the distance

beswoeen your wits and

thase of the enemy. This

will give youw a little move
time 1o shatter the foe twith
sarcery before the veal cot
and thrust of battle begéns.
!

- Magical Mastery

1 When you're deplaying

| | your forces, think carefilly

! abaut wohich parts of your
army will defend yonr

| fulcrums and which will

attack those feld by the

enemy. Different wnits

excel in different roles, and

| their initial placentent can
prove crucial 1o success.




MAGICAL FLUX

When a storm of magic sweeps the
Warhammer world, the Winds of
Magic become more unpredictable
than ever. They will be wrathful and
strong one moment, only to fade
almost to nothingness within
seconds. Such unpredictability can
be a wizard’s greatest enemy and
ally both = if he can time his spells
correctly, he can harness the rage of
an ascendant wind to unleash
unbelievably powerful spells.

RESOLVING
MAGICAL FLUX

Magical Flux is resolved at the start of each
Magic phase, before any other actions. To
resolve Magical Flux, use the Wheel of Magic

spinner found inside the back cover of this book,

The Wheel of Magic is divided into eight equal
segments. Fach segment represents one of the
eight Battle Magic lores, as well as either

Dark Magic or High Magic, and two other
less common (or ‘secondary") spell lores — you'll
find a key to the various symbols next to the
Wheel of Magic itself.

You use the Wheel of Magic at the start of each
of your Magic phasces, place it on a flat surface
and give the spinner a good hard flick so it spins
around the dial several times. When it comes to
rest, look to see which segment the spinner points
to —all spell lores in this segment are ascendant.

ASCENDANT LORES

If a spell lore is ascendant, Wizards receive a
bonus to cast spells from that lore, though the
honus varies depending on the type of spell lore.
Wizards receive:

* A +5 bonus to cast spells from an ascendant

Battle Magic lore.

* A +4 bonus to cast spells from any ascendant
sccondary lore (this excludes Dark and High
Magic — sce below).

* A +3 bonus to cast spells from ascendant
Dark Magic or ascendant High Magic.

These bonuses last until the end of the Magic
phase. You'll notice when looking at the Wheel
of Magic that secondary lores are always tied to
two Battle Magic lores so, although they receive
less benefit from ascendancy, they have a greater
chance of being ascendant. Similarly, regardless
of which Battle Magic lore is ascendant, either
Dark or High Magic will always be ascendant.

For example: The Wheel of Magic shows the Love of
;'I-fa:m’ to be ascendant. Spells from the Love of Metal
therefore recerve +35 to cast. Spells from the other
lores in that segment (High Magic, the Love of
Treentch and the Lore of the Vampires) also receive
casting bonnses,

MANIPULATING
MAGICAL FLUX

If your side controls one or more Arcane
Fulerums, your Wizards can tap into

the eldritch energies of the awesome edifices
and thus influence the Magical Flux. You may
declare that you're going to manipulate the
Magical Flux directly after using the Wheel of
Magic spinner; declare a direction — either
clockwise or anti-clockwise. Then roll a D3,
and move the spinner that many segments on
the dial in the direction you have nominated.

For example: Jervis has spun the spinner on the
Wheel of Magic — the Love of Beasts (and therefore
the Lore of the Great Maw, High Magic and the
Lore of the Wild) are in ascendancy. However,
Jervis doesn’t have any spells from any of those loves,
but he does have spells from the Lore of Light.
Happily, Jervis controls oo Arcane Fidernms, and
declares he wishes to manipulate the flux clockoise,
He ralls a D3 and scores a 1, and has to move the
spinser 1 segment clockwvise on the dial. The Lore of
Light is now ascendant instead of the Love of Beasts!

With Magical Flux established, you can now
proceed with the rest of the Magic phase.

Chags Serceres:

Bretonnian Damsel.




Beastman Bray-Shanian.

High EIf Mage.

To represent the heightened flow of sorcerous
energy, roll 4136 to determine the Winds of
Magic, rather than the usual 2D6 — the casting
player receives the sum of all the scores as power
dice, the dispelling player receives the sum of the
two highest scores as dispel dice,

Furthermore, because Wild Magic saturates the
ground itself, Wizards can use the bedrock of the
battlefield as a magic battery, vastly increasing the
power they can draw upon. As a result, the limit
on the number of dice allowed in the power and
dispel dice pools is increased to 24.

ARCANE FULCRUMS

For the Wizards of the Warhammer
world, Arcane Fulerums are terrible,
complex and eldritch monoliths
whose nature and function have
puzzled the finest minds for
millennia. Happily for us, their rules
are a lot more straightforward.

Any piece of suitable-looking sorcerous terrain
can be an Arcane Fulerum, so long as there's
space to place a model atop it. Agree with your
opponent which pieces of terrain in your
collection will be used to represent them, before
you set up the battlefield. By default, it's best to
ignore any special rules those terrain pieces
ordinarily have, assuming them to be replaced
by the Arcane Fulcrum rules instead. However,
feel free to use both sets of rules if you wish!

An Arcane Fulerum is treated as a building,
with the following exceptions and additions:

* Only one model can occupy an Arcane
Fulerum, and that model must be a Wizard
{or a Runesmith or Runelord). If a model
occupies the fulerum, place him on top of iy
Unlike other buildings, a model of any troop
type, or with any type of mount, can occupy
the Arcane Fulcrum, provided he can fit on
top. Whilst the model occupies the fulcrum he
is considered to ‘control’ it.

The Arcane Fulcrum is protected by powerful
enchantments. Except where explicitly stated, a
fulcrum can never be destroved. Furthermore,
a model occupying an Arcane Fulerum
benefits from the same protections as the
fulcrum itself. Accordingly, he receives a

3+ ward save and has the Stubborn and
Immune to Psychology special rules, and is

immune to the Multiple Wounds special rule.
The model receives additional protection too,
as described in the buildings rules in the
Warhammer rulebook.

If the Arcane Fulerum is charged, the
occupying model must fight. However, due to
the raging sorceries and protective wards of
the fulcrum, only one model (of any troop
type) from the attacking unit can fight.

A model who controls an Arcane Fulerum
cannot be targeted by Stomps or
Thunderstomps (he’s too high up to be
easily trod upon!).

A Wizard who miscasts whilst controlling an
Arcane Fulcrum is tempting fate in a very
serious way indeed. As a result, he must not
only roll on the standard Miscast table in the
Warhammer rulebook but, after he has done
s0, must also roll on the Arcane Fulerum
Miscast table (page 31). Other Wizards use
the standard Miscast table as normal.

1f the Wizard dies as part of the spell’s effect,
you do not roll on the Miscast table, Similarly,
if the Wizard dies as a result of the first
Miscast result, you do not roll on the Arcane
Fulcrum Miscast table.

* A Runesmith or Runelord on an Arcane
Fulerum counts as a Wizard for the purposes
of resolving results on the Arcane Fulerum
Miscast table.

-

Finally, control of Arcane Fulerums empowers
Cataclysm spells and certain Mythic Artefacts,
dramatically increasing their effectiveness (see
pages 32 and 52).







Over the centuries, wizards have learned the
~_importance of Arcane Fulcrums and so have

perfected spells that can only be employed in
their presence,

| Every wizard knows intrinsically that Arcane Fulerums hold the
' keys to true magical domination. If magic is a fickle mistress in
* times of calm, then it is doubly so during a supernatural storm.
Once a wizard has claimed a fulerum, he can command
sorceries of such terrible potency that the very earth shakes at
each syllable of his invecation. Etherie entities whisper subtle
words of encouragement in his ear, goading him to ever greater

feats of sorcery, or distracting him with dark promises. For if
his spell goes awry, the consequences will be dire indeed, and
the wizard’s very soul could be forfeit, So it is that Arcane '

Fulcrums are all at once a great prize, a fuel for the mightiest l'

sorceries, and a curse for the unwary.

All Wizards in a game of Storm of Magic know the following
spells, or ‘Cantrips’. Unlike regular spells, Cantrips can never i
be forgotten or destroyed for any reason,

Magical Duel Cast on 3+

The wizard engages his for in a magical ducl, hoping to drive him
fiont the font of porver;

i
i
‘_@
i USING CANTRIPS ’
| -
[e

k Magical Duel is a direct damage spell. It targets an enemy
| Wizard occupying an Arcane Fulcrum within 24". Both caster
' and target roll 26 and add their own unmodified Leadership
value, The Wizard with the highest Wizard level adds +1 to
1 his total. A Runesmith or Runelord counts his level as 0. If the
~ caster has the highest score, or the scores are drawn, the target
¥ must immediately abandon his Arcane Fulcrum, as described

g for leaving buildings, then suffers a single Strength 10 hit.
é Cast on 3+

he fits!). If the target has the highest score, nothing happens.

Additionally, if the caster has the highest score, he can
immediately occupy the now vacant Arcane Fulerum (as long as
Transagar's Transportation

- Inganing four wwords of teleporiation, the wizard vanishes from the
ﬁa:dc’ﬁ.-:!a’ reappearing to steal a_fulcrum from beneath the foe’s nose.

1\ Bransagar’s Tranportation is an augment spell that can only be
[ Ay

' I ¢ast by a Wizard occupying an Arcane Fulcrum and can only

4+ target himself. Remove the Wizard from the battlefield and

.‘.Ji replace him on any unoccupied Arcane Fulerum. If this effect
ks

L causes a unit to now be assaulting an empty fulcrum, simply
(! nudge the assaulting unit 1" backwards from the fulerum.

CANTRIPS

Unbind Monster Cast on 3+

Binding spells ave powerfil and complicated things, but a student of
the arcane can disrupt them with cantrips of fils oo,

Unbind Monster is a hex spell that targets a single bound
monster, or unit of bound monsters within 24" (see pages
84-85 for more information on bound monsters). Roll a Dé
on the following table to see how the target reacts:
Result
1 1Would Have Done It Anyway! The target momentarily
suaps free of its bindings.... and doesn’t care! Nothing happens.

2 Yum! Food. Though mmmrﬂywmﬂwm’ the target soon
rvmmmaﬂcy"rﬁamy Hacks-on=legs YERNINg arond
nearby, audmmmgimmwwbmnm of reaping the bounty.
The target gains the Frenzy special rule, and can never
lose its Frenzy.

3 Confused but Willing. The target is suddenly free to think
Sfor itself; but decides to heep fighting (albeit dull-wittedly) for its
unintended master: The target fights on as normal, but is

now subject to the rules for Stupidity for the remainder of
the battle,

4  Glimmerings of Awareness. The target doesn’t quite break
firee, but becomes asware that the creatures it previously thought
its. friends probably aren’t anything of the sort. The target
cannot benefit from Inspiring Presence or Hold Your
Ground! for the rest of the game:

5 This Not Nog’s Home! Nog Go Home Now. The targer
takes one look at the carnage avound it and decides to leave the
litdle two-legged things to their own devices and go home.
Remove the target from play as a casualty.

6  Maddened and Berserk, Tl target descends inta a state
offury, lashing out at everyane neardy. The target gains the
Frenzy, Hatred and Unbreakable special rules. Also,
for the remainder of the game, the target has the Random ‘

Movement (2D6) special rule — models with \
the Swiftstride special rule instead have Random )
Movement (3DD6) special rule. ,

Furthermore, the target always moves towards the closest ‘J
unit (friend or foe). If it moves into contact with a unit, it
counts as charging, as described for Random Movement in |}
the Warhammer rulebook, and wall fight the unit in close
combat. If the other unit breaks from combat, the target

will always pursue. Both sides now treat the target as an
‘enemy unit’ that acts in its original owner’s turn.




ARCANE FULCRUM MISCAST TABLE (Roll 2D6)

Earth-shattering Kaboom! The Arane Fulirum explodes in
shocer of vock, energy and sudidified magte. All units within D6" of the
Arcang Fulcrum the Wizard'is on $_u-f§'4_3r 216 Strength 10 hits.
Remove the Wizard (and his Arcane Fulerum) from play.

. e e 5

Magical Eclipse. A thick, magieal darkness descends on the batilefield.
Rall 4126 to determine the limit of wision. Units can no longer declare
charges at, shoot at, cast spells at or otherwise target enemies that are
more than this distance, in inches, amy-ﬁkmnﬁﬂﬂ all rangesgf
special rules, weapons, spells and so on, with ranges longer than the
distance rolled are reduced to the distance rolled. Magical vortexes and
spells or special rules that do not have a range, or affect the entire
battlefield, are unaffected by the eclipse. At the start of cach subsequent
Magic phase, roll 4D6. Ifany double is rolled, the magical eclipse
chears and the limiit of vision returns to normal, Otherwise this rollis
the new limit of vision.. The magical cclipse will zlso automatically
chear if another miscast is rolled (although the miscast result might call
for it to be replaced by another magical eclipse).

I Think I'm Feeling a Litde Odd... An amazing transformation
s occurred. All wizards on the battlefield (friendly and enemy) are
immediately transformed into frogs: Whilst transformed, a model

i —— e sy

cannot channel or cast spells, all of his magic items and other
equipment (armour, weapons, etc. ) temporarily stop working and all
of his characteristics are reduced to | (except for his Wounds, which
are unaffected). At the start of each subsequent Magic phase, the
controlling player can roll'a D6 for each model thus transformed; the
effect dissipates on a roll of 4+ and the model rerurns to his normal
form. Maounts are unaffected.

Spﬂﬁﬂl Disp[acement. The aoizards Arcawe Fulcram Bfinks out gf
existence, oily to reappear eltetliers, The Arcane Fulerum scatters
616" in a random direction. 1f this would cause the fulcrum to be
placed on, or within: 1" of a unit, a terrain feature other than a hill, in
impassable terrain, or off the board then increase or decrease the
scatter distance along its displacement vector by the smallest amount

necessary so that it doesn't.

Vwoorp! The worzard’s Arcane Filernm inexplicably swaps places with
ansther. Randomly select another Arcane Fulerum on the battlefield
and remove it {and any Wizard controlling it) from play, replacing it
with the miscasting Wizard and his fulerum. Then, return the
removed Arcane Falerum (and its Wizard) to play on the exact spot
just vacated. If this effect causes a unit to now be assaulting a
fulcrum controlled by 2 unit on the same side, or an empty fulcrum
simply nudge the assaulting unit 1" backwards from the fulcrum.
However, if the two fulcrums are so wildly different in size that one

or both cannot fit in the other's ‘footprint’, simply swap the Wizards

over rather than moving the fulcrums,

s "

Raaanarrgh! Ulie coizard is trangformed into a rampaging monster!

The :Wiﬁrdmk:s- an altered state in‘which hecan no longer use:
m&'gii:_i'nem,.casrspells.,qhanne! or make dispel attempts, nor can he | i
control an Arcane Fulerum, so-he must immediately exit the

fulcrum as if it were the Movement phase. If he is unable to leave,
remove himas a cadualty, However, due to his magic-fuelled state, | |
the Wizard increases all of his characteristics by 13, except for
Arracks (which stays the same) and Leadership (which drops to 1),
W-une-mﬂ:md;appfy the result to-all characteristics. He also
gains the Frenzy, Hatred, Unbreakable, Unstable and Random
Attzcks (D6+3) special rules. As part of the process, the Wizard’s
mount (i any) is; unfortunately, reduced toa fine red mist and
removed a5 a casualty. Roll a D6 at the start of cach subsequent
Mapic phase to'see if therenergy hias bled away —on aroll of 6, the =5
Wizard returns to normal (though any mount he had is stil
dead... ). Any Wourids suffered in his transformative state are

carned over {(and this'may kill him}. This miscast result is infinitcly

more entertmining if you swap:the Wizard model for one a ‘size A
category” larger (an infantry or war beast model should be swapped ?J
for & monstrous model of the same type, whilsta monstrous model |

should be swapped for a monster model — Wizards that are already
monstersare out of luck): If vou do this then the Wizard counts as
the larger troop type for as long as he remains transformed, so he
will get Stomps or Thunderstomps as appropriate; e,

10

11-12 Really Wild Magic! The magic snaps five of the caster's eontrol!

- E— e iy

Power Siphon. An enemy woizard harnesses a portion of the magical
posger and uses it to fuel owe of fits oww spells. Your opponent
immediately nominates one of his Wizards (if he has one).

That Wizard can immediately cast one ‘'of his own spells with a
casting value of up to 46 (roll, then choose from the eligible
spells). The spell is automatically cast; with no dispel attempt
allowed. A Runesmith can attempt to empower & rune with 416,

Jora moment; and sunddenty everyrhing fs different.., Remove all Wizards

Did the World Move, or Was it Just Me? Keality flickers

occupying Arcane Fulerums from play Then, choose 3 Wizard
fl’r'[cl]cli!—‘ or enemy) removed in this fashion and r.mdmnl_\r select an
Areane Fulcrum, returning the Wizard to play controlling the
selected fulcrum. Then choose anather such Wizard and return him
ta play controlling 2 fulerum randomly selected from those that
remain unoccupied, and so.on, until all Wizards removed from play
have been returned to play: If this effect causes any units to be
assaulting an unoccupied fulcrum or one controlled by a friendly

unit, simply nudge the assaulting unit 1" backwards,

Add 2D6 dice to both your power pool and the opponent’s dispel

pool (roll separately for cach).



High Elf Mage.

SPELLS

CATAC

Cataclysm spells are the mightiest spells in existence — so mighty indeed
that only the wild energies of a storm of magic enable them to be cast.

In a game of Storm of Magic, Wizards know
Cataclysm spells in addition to their normal
allocation. Regardless of type, Cataclysm spells
cannot be exchanged for other spells in the same
lore. Furthermore, Cataclysm spells cannot be
forpotten, erased or otherwise destroyed over
the course of a game. If a rule calls for a
Cataclysm spell to be destroyed in this manner,
simply ignore the effect — some knowledge
simply cannot be unlearned.

Most Cataclysm spells are extensions to the
existing spell lores, and benefit from the lore
attribute of their parent lore in the usual manner.
Any Wizard who generates one or more of their
spells from the lore in question will also know
any Cataclysm spells associated with that lore.
Others, and these are clearly marked, are not
associated with a particular spell lore, but rather
with races and realms and, by extension, the
armies that fight for those races and realms
(these spells can be found on page 49). Unless
otherwise stated, all Wizards chosen from the
relevant Warhammer army book know all of the
spells associated with that army. Furthermore, all
Wizards know the Seven Secret Sigils of
Summoning spell, presented opposite.

CASTING CATACLYSM SPELLS

For the most part, Cataclysm spells function :
exactly like normal spells — they have a casting
value, a range and so on. Most of them will also
have a spell type. However, Cataclysm spells
recquire your army to control one or more
Arcane Fulcrums — only with this extra influx of
eldritch energy can such mighty magics be
brought to bear.

Presence level spells are the weakest of all
Cataclysm spells, but even they are much more
powerful than the ordinary run of magic.
Presence levels spells can only be cast if you
control one or more Arcane Fulerums.

Next in power are the Equilibrium level spells.
These can summon destructive vortices, raise
mountains from the bare earth or summon
armies of the dead. Equilibrium level spells can
only be cast if you control at least one Arcane
Fulcrum and your oppenent controls no more
than you do.

Finally, Dominance level spells are the most
powerful of all. They can bring units back from
the dead or destroy them utterly, create loops of
time, summon Dragens or call upon the rage of
the gods themselves. Dominance spells can only
be cast if you control at least one Arcane Fulerum,
and control more than your opponent does.

CATACLYSM SPELLS, IRRESISTIBLE
FORCE, MISCASTS AND
AUTOMATIC DISPELS

Due to the massive and complex energies
involved, Cataclysm spells can never be cast
with irresistible force —a Wizard must always
cqual or beat the casting value. That said, a roll
of two or more 65 will still cause a miscast as,
if anything, Cataclysm spells are slightly more
unstable than other sorceries.

For much the same reason, magic items and
special rules that automatically dispel — Dispel
Scrolls are the most common example, but there
are many more throughout Warhammer —
cannot be used against Cataclysm spells. You
must dispel such sarceries through conventional
means: by equalling or beating the casting result
with your dispel attempt. Note that other magic
itemns and special rules used in place of a dispel
attempt (such as Sivejir's Hex Seroll, for
example) function as normal.

RUNESMITHS AND RUNELORDS
Naturally, Dwarfs do not have access to any
Cataclysm spells. That is not to say that they are
entirely without ability during a storm of magic.




Indeed, it is only at these dire times that their
fabled Ancestor Runes can be unleashed —
you'll find more about these on pages 50-51.

NEW SPELL TYPE: SUMMONING
Summoning spells create allies or constructs
from the stuff of magic itself, or else draw
creatures from magical dimensions and bind
them to the caster’s will.

Summoning spells always target a point on the
battlefield, and that point need not lie in the
caster’s line of sight or forward arc. It should go
without saying that if you don't have the
appropriate models for the Summoning spell,
then you can't cast the spell!

Summoned Units

When placing a summoned unit, it must be
wholly within the spell’s range and must be at
least 1" away from impassable terrain and other
units. It can be placed facing in any direction,
and in any formation. The unit’s front rank
must contain at least five models, unless the
troop type is monstrous infantry, beasts or
cavalry, in which case it must contain at least
three models, If insufficient models are
summoned, make the front rank as large as

-

-
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Seven Secret Sigils of Summoning

5 the caster’s will. At least for a while. ..

Cast on 25+
WPresence. The wizard creates a portal to elsewhere in the warld,

dratwing througl fresh troops to fight his foe. These reinforcements are
= seldom summoned by consent, but part of the spell’s artifice binds them

possible. Summoned units are normally created
with only their default equipment and count as
having moved in the turn they arrive. Note that
summoned units cannot be dispelled — once
they've arrived, you have to kill them! Likewise,
if the summoned unit cannot be placed because
there is not enough room, it 1s immediately
removed from play as a casualty,

Summoned Terrain Features

Some spells summon woods, hills or other
terrain features. Unlike summoned units,
summoned terrain features can be placed within
1" ol' or even on top of, other units — simply
place the units in (or on) the terrain feature
without changing their facing or formation.

Converted Grey Wizard.

Summoned terrain features can be placed on
other terrain features, but not if this would look
silly — a tower on top of a hill should be fine, as
would some obstacles in a newly created wood,
but a hill on top of a tower would look
ridiculous, and is therefore not allowed. Terrain
features cannot hang off the edge of the tabletop
or be balanced in a precarious fashion. As usual,
a little common sense goes a long way. If the
summoned feature cannot be suitably placed,

it is destroyed and has no effect on the game.

Units bound by this spell are particularly vulnerable to the
Lore of Light, whose magics somehow destabilise the arcane
bonds. Any unit brought into play by the Seven Secret Sigils of jﬁ-
Summoning that is successfully targeted by a spell cast from the .M‘-\l
Lore of Light (even those cast by friendly Wizards) suffers

The Seven Secrer Sigils of Summoning is a summoning spell with
~ 2 range of 12", It summons a single unit, the size of which
‘depends upon whether you have Presence, Equilibrium or
Dominance. Presence allows you a unit of up to 75 points,
Equilibrium allows you a unit of up to 150 points, and
‘Dominance allows you a unit of up to 300 points. Unlike most
~ summoning spells, this unit can take any upgrades to which it is
normally entitled, save for magic items. Special characters
summoned this way will arrive with their normal equipment,
‘including any magic items they have as default.

The summoned unit can be of any unit type save for Monster
or Unique, and is chosen from one of the following Warkammer
‘army books: Beastmen, Bretonnia, Dark Elves, Dwarfs,
‘-Emi'p'm:,_ High Elves, Lizardmen, Ogre Kingdoms, Ores &
Goblin Skaw:n, Warnon, of Chaos and Wood Elves.

206 Wounds, resolved in addition to and before other effects.
These Wounds do not necessarily represent physical damage,
but rather members of the target unit ‘snapping back’ to
wherever it was they were summoned from.

Players should also note the following:

* Whilst you can choose your summoned unit before the spell
is cast, it's a good idea to prepare a shortlist of pre-calculated
candidates before the game begins.

* Characters summoned by this spell cannot join other units.

* Units summoned via this spell do not follow the rules for
allies — they are a loyal (if unwitting) part of your army for as
long as they remain.

* Units summoned via this spell do not award vlctor}' points
under any circumstances,



Cast on 20+

L outstretehed hands, unerringly seeking his chosen enemy.
U Fireball Barvage is a magie missile with a range of 48",
I It causes 616 Strength 4 hits,

L) T S S A

- Withering Heat Cast on 20+

Equilibrium, With a triumphant gesture, the wizard sets a curse of

f desiceation wpon his foes’ flesh.

'f" emains in play. Withering Heat is a hex spell that targets all
enemy units on the battlefield. For the duration of the spell,
whenever a target unit charges, pursues or flees, it rolls an extra
‘dice and discards the highest result. In addition, all target units
i have the Flammable special rule for the duration of the spell,
» and all Flaming Attacks re-roll failed To Wound rolls against
target units.

THE LORE OF FIRE

g
Caston 25+

&
Dominance. The wizard sels a fire in the very rock stself; causing

the ground to splinter and the vaging lifeblood of the world to gush
Sorth and engulf his foes.

Magma Storm

Remains in play. Magma Storm is a magical vortex that uses
the large round template. Once the template is placed, the E
player then nominates the direction in which Magma Storm

will move. Roll an artillery dice and multiply the result by 2 —

this is how far the template moves, in inches. If the result on

the artillery dice is a misfire, centre the template on the caster
and roll a scatter dice. The template then moves D6" in the 'i
direction shown (if you roll a Hit! use the little arrow shown on
the Hit! symbal).

Any model under or passed over by the template suffers a
Strength 10 hit. Furthermore, if the dice roll for movement
(in either of the cases above) is 2 or 4, then at the end of the 4
Magma Storm’s move, centre D3 small round templates on it ;
to represent eruptions — these then each scatter 26" (roll
separately for each). Models under the final position of these
templates suffer a Strength 4 hit. The small templates do not
remain in play.

In subsequent turns, the Magma Storm travels in a random
direction and moves a number of inches equal to the roll
on an artillery dice (which can possibly generate eruptions).
If a misfire is rolled in subsequent turns, the Magma Storm
collapses in upon itself and is removed.

powef%trcugﬁ énowm{g\e Imfmdpmgmsmn thmug& the eight ranks ( & |
of the Bright College is marhed at every transition by the aspirant's Y
passage through a filigreed gate, each larger and more imposing than
the last. The Key of Secrets is central to every tradition and ritual J
performed by Bright Wizards, and indeed is used as a badge of rank by
many of the order. The more keys a wizard carries, and the heavier the
chains with which they are bound, the greater his power and the higher
his standing within the order. This is not to say that the Key of Secrets
is a purely figurative symbol of pouwer. Bright Wizards commonly joke
that just as their knowledge is the key to power, their power grants
them the key to any door. After all, there are few gates or portals able
to withstand the focussed fury of a determined Fire Wizard,



THE LORE OF BEASTS

B\ Murder of Crows Caston 15+

. Presence. Calling upon Corvas the Crowlord, the wizard summions
a voracios flack of carvion bivds to teay flesh from bone.

- Remains in play. A Murder of Crows is a magieal vortex that
uses the large round template. Once the template is placed, the
player then nominates the direction in which A Murder of Crows
will move. To determine how far the template moves, roll an
artillery dice and multiply the result by 3.

If the result on the artillery dice is a misfire, centre the tqmplate
on the caster and roll a scatter dice. The template then moves
D6" in the direction shown (if you roll a Hit! use the little
arrow shown on the Hit! symbol).

Any model under or passed over by the template suffers a
Strength 3 hit.

In subsequent Magic phases, A Murder of Crows travels in a
random direction and moves a number of inches equal to the
roll on an artillery dice. If a misfire is rolled in subsequent turns,
A Murder of Crows collapses in upon itself and is removed,

—

Cast on 20+

o Equilibrium. The wizard howis and the moons glow ved as blood,
sheir vuddy rays lending fresh fortitude to those that battle befory.

Hunter's Moons

Hunter's Moons is an augment spell that targets all friendly
units on the battlefield. Until the start of the caster’s next
Magic phase, all targeted units receive + 1 Strength and
Toughness, and gains the Swiftstride special rule.

LS i
Cast on 25+

Dominance. The wizard calls upon the strength of the wild world
@nd bestomws 1t upon fis chosen allies.

Merciw's Monstrous Regiment

Remains in play. Merciw'’s Monstrous Regiment is an augment
spell with a range of 24", For the duration of the spell, all non-
character models in the target unit double their Strength,
Toughness and Attacks characteristics (to a maximum of 10),

TT}eArrow is the mark ofTam' god of wild places and the hunt.
Tﬁere}’ure. it was naturally chosen as the symbol of the Amber
College and wind of Ghur. Just as the Arrow is straight and

unsweroing, o are those who bear it as their mark. Amber Wizards ' _'Lj

would conceal their actions beneath fine words or false praise.

Just as they abhor evasion in conversation, Amber Wizards are wont

ta direct action in matters martial. Not for them the careful gathering

of power behind the scenes, of subtle manceuvre until the opportune

hour. Rather the foe must be opposed directly, and with all speed —
particularly if that foe is being circumspect in his actions. Amber

Wizards belieoe that to prevaricate is to brazenly display the weakness

of indecision, which in turn draws in further foes like carrion. Best to

stand firm from a position of strength, think they, than to scrabble W
around in search of a victory already forfeit through delay.

el

e

e

- are fomously plainspoken and have little patience for those who b

]



Cast on 20+

i and an augment spell against Forces of Order units (See
i Warhammer rulebook). It targets all units within 12" of the

! caster (including the caster himself), Target Order units have
the Unbreakable special rule until the start of the caster’s next
Magic phase. For target Destruction units, roll 4D6. For each
* point by which the roll exceeds the target’s Leadership, the unit
'. suffers 1 Wound. Target Non-Aligned units are unaffected.

Bl - R e N I B R
- 'Remember, my disciples, no Daemon can bear to stand before the

 pure light of Hysh for long." ;
y. Alric, Master Chanter of the Light.

——— g ST e e ———

‘ The college's rune is itself o curiosity, for it little resembles the serpent a3

Il Whilst this belief might at first seem to be conceit of the highest order
| ond evasive, hard to detect and even harder to master. Alone of the

| another to harness the enerqy of Hysh to best serve their goals.

THE LORE OF LIGHT

Time Amok Cast on 20+ '_'I 'I

Equilibrium. The wizard reaches into the tapestry of fate, altering f\l
the flow of time to suit s allies” needs, 44 i

Time Amok is a spell that targets the entire battlefield. This

turn, there is either an extra Shooting phase or an extra Close
Combat phase (you choose which each time the spell is cast). ¥
The extra phase(s) occurs immediately after the first.

s
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Cast on 25+

Assault of Stone _

Dominance. Connecting his will with the dormant strands of 3,
carihbound Light Magic, the wizard reshapes the banlefield to 3
his desires, crushing those unfortunate enough to be canght in the 1 9
way of progress. -,‘l

.,

u
k

Assanlt of Stone 15 a summoning spell. Place a Citadel Gaming
hill (or a hill of similar size) anywhere within 24" of the caster.
The hill cannot be placed over any kind of terrain other than
obstacles (any obstacle partially or completely under the hill is
destroyed). Models that would be under the hill are now placed
on top of it, without changing formation, facing etc. Each unit
that has had one or more models moved in this way must take
an Initiative test. If the test is failed, each model in the unit that
is on the hill takes a Strength 10 hit. If the test is passed, each
madel in the unit that is on the hill takes a Strength 5 hit.

Loy

The Light College’s symbol is the Serpent of Lrgﬁtmd’ tﬁerr power ! '
shines fgom the Wind of Hysh. Rumour has it that many of the k= |
teachings of the Light College came from a source other than Ulthuan, f
and indeed many of the trappings, titles and rituals of the Light
Wizards seem to echo the magical practices of lands far to the south.

that it represents. For Light Wizards, its form underpins their belief
that they are the most eccomplished and learned of wizards, for the
rune seems to indicate one pre-eminent lore atop the Wheel of Magic.
there is a kernel of truth at its heart. Light Magic is particularly effuse

colleges, Light Wizards must commonly act in concert with one
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Cast on 10+

W Presence. Casting charms of silver and iron, the wizard creates
suits of enchanted armour that no weapon can breach,

Meteoric Ironclad is an augment spell with a range of 24", The
target unit has a 2+ ward save until the start of the caster’s

next Magic phase.

Quicksilver Swords Cast on 15+

Equilibriuvm. At the wizard'’s command, s allies’ blades fimo like
wates; Seeping tivough gaps in armour and hide to picrce vulnerable
fesh woithin,

Cuicksilver Swords is an augment spell with a range of 24".
Uintil the start of the caster’s next Magic phase, the target

. unit’s close combat attacks wound automatically and armour
saves cannot be taken against these Wounds.

~ Gehenna's Golden Globe Cast on 25+
- Dominance. Speaking the three sacred syllables of transformation,
the wizard hurls a brilliant golden sphere towards the foe. Thase it

tonches are transmuted into gleaming statues, adding a glovious lustre
0 their otherwise insignificant lives,

—

Remains in play. Gehenna's Golden Globe is a magical vortex
that uses the large round template. Once the template is placed,

. the player then nominates the direction in which Gehenna’s

 Golden Globe will move. To determine how far the template
moves, roll an artillery dice and move it that far in inches. If
the result on the artillery dice is a misfire, centre the template
on the caster and roll a scatter dice. The template then moves

~ D#" in the direction shown (if you roll a Hit! use the little

arrow shown on the Hit! symbol).

Any character or monster under or passed over by the template
is removed as a casualty on a D6 roll of 5+. Any other type of
‘model is removed as a casualty on a D6 roll of 3+.

In subsequent Magic phases, Gehenna's Golden Globe travels in a }
" random direction and moves a number of inches equal to the roll
" on an artillery dice. If a misfire is rolled in subsequent turns,
Gehenna'’s Golden Globe collapses in upon itself and is removed.

:"'?'l'
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RE OF METAL

I, only their minds with any claim fo perfection.

. -

The Gold College chose a soaring eagle as the symbol of their magical
wind, Chamon. It is an odd choice in many ways, for whilst eagles soar
high above the world, Gold Magic is heavyy and dense, and quickly sinks
into the ground. Yet the eagle was ever a symbol of power and nobility to
the Elves of Ulthuan from whom the knowledge of Geld Magic was
learnt, and it is this tradition that the Gold College claims to follow.

For outsiders (who are often less than inclined to be charitable about the
Gold College) the soaring eagle is considered more an indication of the:
wizards’ aloofness, and their assumed superiority aver their fellow men.
In truth, Gold Wizards are egotistical in the extreme and their actions

do little to dispel such beliefs. There is some speculation that the Gold
Wizards indulge in intellectual vanity by way of compensation for their
marred physique. Constant tinkering with acids and molten metals has
left many a Gold Wizard heaily scarred, burned and mutilated, J’eao.in_g ?

il
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The pouwer of the Jade College spirals through the Wind of Ghyran
il ﬂndis represented by the 'G'&I_i'_gf Life. Tﬁkmne embodies the cyclical
' and unending flow of life in all its forms and can be seen again and
' again in the traditions and cestments of the Jade Wizards, from the
~ coiled sickles and wreaths many carry, to the ancient eyclopean circles
 where many perform their mooniit n‘fwi&of equinoz and solstice.

To Jade Wizards, the Coil of Life also serves as a reminder of the

continual shift of reality. Just as the seasons change from summer to
1 uwinter and back again, or as living beings die, only for life to be born

. anew from their mouldering flesh, so daes the cycle of aper and zenith

{!_ . dictate every facet of existence. So it is that Jade Wizards are least
[ perturbed by a storm of magic's onset, For every storm that wreaks

" havoe, there is an incoitable period of comparative calm. Thus to Jade
. Wizards, a storm of magic is merely another part - albeit an
inpredictable one — of the endless eycle that governs the world.

LORE OF LIFE

The Gardener's Warcry Caston 10+

W
Presence. The wizard casts a handful of bloodseeds upan the wind, ¥ 1
nourishing them with raw magic wunidl angry fife bursis forth. #‘J

The Gardener’s Warcry is 2 summoning spell. Place a Blood

Forest within 48" of the caster — use a Citadel Wood or other
suitable terrain piece of similar size. Any models under the b
Blood Forest are placed within it. This does not count as

casting a spell on the newly created Blood Forest, but the

Blood Forest immediately inflicts 2D6 Strength 4 hits,

ey @" — 2
Storm of Renewal Caston 15+

Equilibrium. Ratw life-encrgy flowws across the battlefield, mending %
wounds and restoring the fallen to fresh vigowr: I {
2

-

Remains in play. Sterm of Renéwal is a magical vortex that uses
the large round template. Once the template is placed, the player
then nominates the direction in which Szerm of Renerwal will i
move. To determine how far the template moves, roll an artillery 1
dice, multiply the result by 2 and move it that many inches. If
the result on the artillery dice is a misfire, centre the template
on the caster and roll a scatter dice. The template then moves
Dé" in the direetion shown (if you roll a Hit! use the little
arrow shown on the Hit! symbol).

!

Any unit under or passed over by the template immediately
regains 2D6+ 1 Wounds’ worth of models. These Wounds are
regained as described in the Lore of Life's Regrowth spell.

In subsequent turns, Sterm of Renewal! travels in a random
direction and moves a number of inches equal to the roll on an
artillery dice. If a misfire is rolled in subsequent turns, Storm of
Renewal collapses in upon itself and is removed.

©~

Verdant Apotheosis Cast on 30+

Domindnee. T a skilled practitioner of Life Magic, death is a
temporary siate — and one 1o be mantpulated, if the need arises.

Verdant Apotheosis is an augment spell with unlimited range. You
can target a unit on the table, or a unit that has been destroyed. If
it targets a unit on the battlefield, all models in the unit are healed
to full Wounds and previously slain non-character models from
that unit are immediately returned to life at full Wounds. They
are placed back in the unit as described in the Lore of Life’s

| Regrowih spell. If the spell targets a destroyed unit, immediately

return that unit to play, minus any characters, and place itin any =
formation anywhere within 24" of the caster, provided that no
model is within 1" of another unit or impassable terrain.
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Caston 15+

‘Presence. Calling upon the spirits of ain, the wizard sends miglity
winds howling across the battlefield,

Let the Four Winds Blow! 15 a magic missile with a range of 48"
that targets up to four magical vortices or enemy units in any
combination. Resolve in whatever order you wish. Each target
in range is ‘pushed’ 2D6" directly away from the caster (it does
not change facing). If a target unit comes into contact with
impassable terrain, it stops and suffers 2DD6 Strength 3 hits.

[f a target unit comes into contact with another unit, it sgpps

1" away and both units suffer 2D6 Strength 3 hits. If 2 magical
vortex is pushed into a unit, that unit will suffer the usual
effects for the vortex in question. If a vortex ends up in the
middle of a unit, place it beyond the unit just as you would

had the vortex moved there under its own power.

>

Fantastic Foresight Cast on 10+

Equilibrium. The wizard’s mortal form seems to shimmer and fade
as fiz dinks his allies to the prophecies of the stars.

Remains in play. Fantastic Foresight is an augment spell that
targets all friendly Wizards. For the duration of the spell,
targets re-roll failed casting, dispel and channelling attempts.

S C
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Thorsen's Thunderstorm Cast on 20+

Dominance, The wizard hurls a tiny stone hammer across the
battlefield, and the heavens vent their firy in its wake.

Remains in play. Thorsen’s Thunderstorm is a magical vortex
that uses the large round template. Once the template is in
place, the player then nominates the direction in which Thorsen's
Thunderstorm will move. To determine how far the template
moves, roll an artillery dice, multiply the result by 2, and move
it that many inches. If the result on the artillery dice isa
misfire, centre the template on the caster and roll a scarter dice.
The template then moves D6" in the direction shown (if you
roll a Hit! use the little arrow shown on the Hit! symbol).

Any model under or moved over by the template suffers a
Strength 6 hit. i

Once any hits have been resolved, each unit hit 1s ‘pushed’ 2Dg"

in a random direction, but otherwise as described for Les the l\

Four Winds Blow! In subsequent turns, Thorsen’s Thunderstorm
moves & number of inches equal to the roll on an artillery dicein |l
a random direction. If a misfire is rolled in subsequent turns, "
Thorsen's Thunderstorm collapses in upon itself and is removed.

THE LORE OF HEAVENS

- -_.L:t the Four Winds Blow!

The astromancers of the Celestial College bear the Comet of Pouwer, as
their symbol. It is perhaps the most direct of ail the Colleges of
Magic's iconagraphy, for the power of the Celestiol Wizards floats, on
the Wind of Azyr, among the stars. Every aspect of celestial lore is
rooted in the movement af heavenly bodies and their influence upon the
world, and it is therefore little wonder that Celestiol Wizards so openly
display the source of power to which they are bound,

Yet there are subtleties to the Comet of Power that are lost to the casual.
observer. The narrow tail and broadening hiead of the comet mirrors the
ever-expanding knawledge of the Celestial College. Furthermore, the
comet is usually depicted with its head reaching skyward, symbolising
the transcendent ambition of the Celestial Wizards. Only on robes of
mourning, worn in reverence fo a departed senior fellow of the college,

is the symbol inverted, in this case commemorating a great man falien,

in death, to the level of common folk.
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THE LORE OF SHADOW i
: 30y
o !
Ribauld’s Retroactive Illusion Caston 10+  Bridge of Shadows Caston 15+ °
Presence. A Shadomy Wizard of sufficient guile can stretch his Equilibrium. Ar the wizard’s command, a bridge of shadow and 35
\f illusions into the past, decetving the enemy long before the battle. spite whisks his allies across the batilefield. " i
When Ribauld’s Retroacirve fllusion 1s successfully cast, choose Bridge of Shadows is an augment spell with a range of 24"
' a non-impassable, non-hill terrain feature within 24" of the The target unit is immediately removed from the table and
caster. The Wizard can then move that terrain feature to a new replaced anywhere on the battlefield visible to the Wizard, :
#  location on the battlefield anywhere within 24" of the Wizard provided that no medel from the unit is within 1" of another unit
;:, and at least 1" away from any unit or terrain feature, If the or impassable terrain. The unit can be returned to play facing
%, terrain feature is a building, any unit inside is also moved. If it any direction, but must retain the same formation. This spell can
o is any other type of terrain feature, any models within it are left be used to remove friendly units from combat — any enemy units
i behind (in exactly the same formation, facing, etc). left without an opponent can immediately reform.
?:; )
R e et It i | e T e —— !
' You seek my counsel? Then I shall give it. You cannot trust your ol
. generals, for they crave your rank. You cannot trust your troops, for B

they are cowards. And you most certainly cannot trust me — I am on
~ your side only until justice is served. Sometimes, my lord, it is better
I not to know the truth.”
! Algard, Wizard of the Grey College,
addressing Elector Count Theoderic Gausser.
| —— A e T— e | i The Dance of Despair Caston 25+

Dominance. The wizard produces a stringless frddle and plays a
hawnting dirge that dyives ail sense of hope and wrgency from fiis
ENemIes’ WHnds.

Remains in play. The Dance of Despair s a hex spell that targets

all enemy units on the battlefield. Target units are reduced to
Movement, Weapon Skill, Ballistic Skill, Initiative and |
Leadership 1 for the duration of the spell. Wizards targeted by 8
the Dance of Despair cannot cast spells. ¥

T e
The Sword of Judgement is the symbol of the Grey College and the
wielders of the Wind of Ulgu for the Empire. It is in equal parts 4
pramise and threat, for a sword can be wielded in defence or in |
Judgement, and the Grey Wizards are deep in the prosecution of both,
The or.'gnia!l'm of the sword, its point directed downwards, is no
accident. It seroes as a reminder both to noble and peasant that the
Jjustice of the Grey Wizards hangs ever over their heads, ready to
descend at a moment s notice.

There are many further meanings to the Sword, and the Grey Wizards
use it prominently to mark meeting places, ritual circles and other
places of power. Even the siightest alteration of the symbol’s rendering
can significantly alter the message it conveys — provided one is privy to
the details of the code. However, few men outside the confines of the
Grey College can claim to know more than o handful of iterations, and
most of those scraps of knowledge are likely mere deceptions carefully
j set by the Grey Wizards to lead others astray.




e g

- The Choking Foe Cast on 10+

\ Presence. Purple encrgy oozes from the caster’s eyes, ears, nose and
" month to form a suffocating mass that flows aver the enemy.

Remains in play. The Choking Foe 1s a hex spell with a range of
48". At the end of the Magic phase, the target must take a
Leadership test with a -3 penalty, suffering a Wound for every
point by which the test is failed, with ne armour saves allowed.
The target must test again at the end of each Magic phase
whilst the spell remains in play, with each subsequent test

l'r,

.

subject to a further -1 penalty. The second test will therefpre
have a -4 penalty, the third a -5 penalty, and so on.

Ashes and Dust Cast on 15+

Equilibrium. A choking dust clond erupts from the wizard’s
fingertips, suffocating all in its path.

e - LR

Remains in play. Ashes and Dust is a magical vortex that uses
the large round template. Once the template is placed, the
player then nominates the direction in which Ashes and Dust
will move. To determine how far the template moves, roll an
artillery dice, multiply the result by 2, and move it that far in
inches. If the result on the artillery dice is a misfire, centre the
B template on the caster and roll a scatter dice. The template then
' moves D6" in the direction shown (if you roll a Hit! use the
little arrow shown on the Hit! symbol),

Any model under or moved over by the template suffers a
& Strength 2 hit with no armour saves allowed.

In subsequent turns, Ashes and Dust moves in a random
direction and moves a number of inches equal to the roll on an
~ artillery dice. If a misfire is rolled in subsequent turns, Asfes
and Dust collapses in upon itself and 1s removed.

o/
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Crystal Maze Cast on 25+

Dominance. The wizard reaches into the magical vealms, dratwing
Jarth a poition of that great crystal labyrinth of legend to bind the foe.

Remains in play. Crystad Maze is a direet damage spell with a
range of 24", For the duration of the spell, the target cannot
take any actions whatsoever, including moving, shooting,
" channelling, using magic items and so on. It cannot be made to
flee, be harmed or moved in any way. At the start of each
subsequent Magic phase, roll a D6. On a score of 5-6 the
trapped unit has become lost in the maze forever — remove it
b from play as a casualty. On a score of 3-4, the unit is still
e wandering through the maze — roll again next turn. On a score
. of 1-2, the unit manages to escape — the spell is dispelled.

I e

" THE LORE OF DEATH

The Amethyst College bears the Scythe, as their symbol, for their
business is with the Wind of Shyish, and the grim aspect of death
hangs heavy about them. To be a practitioner of Death Magic is a
weighty burden, for an Amethyst Wizard will never be entirely trusted
by those around him. The suspicious dread is only fuelled by the silent
and sombre nature of Amethyst Wizards, who prefer to communicate “
with one another through means of telepathy, rather than speech, and
whose little-used voices therefore have the dusty tones more suited to
the long dead rather than the living. Even other wizards — whose own
addities and habits are nothing short of peculiar to outsiders — find
something eminently distasteful about the morbid obsessions of
Amethyst Wizards.

For this reason, the Scythe is always portrayed as a scythe inverted, to
represent a heaoy burden propped against the ground. Occasionally, an
Amethyst Wizard will carve a tomb with a pair of overlaid and reversed
Shyish runes. Only a fool enters such a place, for this symbol warns of
great eoil slumbering therein and acts as a ward against its escape.



HIGH MAGIC

Coruscation of Finreir Cast on 20+ N
| | Presence. Drawing upon the magical waystone conduits, the Mage High Magic is both the most potent of all magical disciplines, and the ~ |~
& summons an Arcane Fulcrim from the bedrock. most difficult to employ. Even in the land of the High Elees, there Is % i
i only a single cloister dedicated to its instruction: the White Towerof ||

Cornscation of Finreir 1s 2 summoning spell. Place an Arcane Hoeth in the kingdom of Saphery. Here are the secrets of High Magic ||
# Fulcrum within 6" of the caster and at least 1" away from any passed down from one generation of learned Mages to the next. iF 4
: other model or terrain feature. The caster is then immediately Beyond the shores of Ulthuan its tutelage is even more rare, conducted ‘1
i, moved to occupy the new fulcrum. If this removes the caster in a handful of hidden outposts concealed from eyes of power-mad
§ from combat, any enemy units left without an opponent can and meddlesome fools.
 immediately make a reform. i
v High Magic is sorcery in its purest and strongest form, the eight Winds
Sl et ) aof Magic brought together in an unstoppable fusion of sorcery capable { :
k- Deadlock Cast on 20+ of performing wonders fimited only by the caster's imagination. Only

. the High Elves, and certain other select elder races, have the mental

discipline and wisdom to wield High Magic effectively. A man can no

| mare command High Magic than he can walk in eight different

.+ Remains in play. Deadloct is a hex spell that targets an Arcane directions at once — even if its control were not beyond his skill, it would

j' Fulcrum anywhere on the battlefield. Whilst the spell is in play, i surely drive him instantly insane. !

thc targeted Arcane Fulerum cannot be used to manipulate i 3 |
aglcal Flux, nor doe'; it count towards working out Presence, | :

:!.;._ Equilibrium, Such is therr mastery in magic, High Elf Mages can
N mystically mullify the flow of a foe's sorcerous powvers.
I

DARK MAGIC

Oblivion Caston 25+  Remains in play. Armizipal’s Dimensional Door is a magieal 'y

RO ilibeiicn. T 2 Dark Elf Soveeress, o reane Rdovi 16 wae vortex that uses the large round template. Once the template is

' than a conduit of power; it is unparalicled destruction, just waiting o placed, the player nominates the direction in which it will move.
W icaihiod Roll an artillery dice and multiply the result by 2 — this is the

; distance the template moves, in inches.
Nominate an Arcane Fulerum within 3" of the caster. Oblivion

§  targets all models (friendly and enemy, including the caster) If the rébult on the artillery dice is a misfire, centre the template
# within 12" of the nominated Arcane Fulcrum. Each target on the caster and roll a scatter dice. The template then moves
suffers a Strength 10 hit. Once damage has been resolved, roll a D&" in the direction shown (if you roll a Hit! use the little
% D6. On a roll of 4+, the Arcane Fulcrum (and any Wizard arrow shown on the Hit! symbol).
480 occupying it) are blown to smithereens — remove them from play.

Any model under or passed over by the template must pass a
- Eeliney : Strength test, re-rolling successes, or be removed as a casualty
-.'Al'ﬂlZlPl] s Dﬂnﬂns!oﬂll DUOI Casf on S{H- with no saves ofan}.‘ kjnd allowed.

t | Dominance. Scattering a vial of innocent blood upon the churned

£ ground, the Sorceress opens a doormoay to the vealms beyond, Draton In subsequent turns, Araizipal’s Dimensional Door moves ina

1o the morial plane, unspeakable creatures reach forth their tendrils to random direction, a number of inches equal to the roll on an
k;ciaim what vistims they can befove the gateway collapses. artillery dice. If a misfire is rolled in subsequent turns, Arizipal’s

| :rr Dimensional Door collapses in upon itself and is removed. k.
} g -5 -'\:'

[
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THE LORE OF NEHEKHARA
. Djedra’s Incantation of the Eternal Dead Caston 10+ Return of the Golden Age Caston 20+
. Presence. The Liche Priest stivs the spivits of the land, inciting Equilibrium. The Liche Priest focsses b sscantations and restores

them to violent deeds against the lrving. fo the army the vigonr and might thes sewmes whilst still alive.

~  Remains in play. For the duration of the spell, the Restless Dead Remains in play. Return of the Golden S2e = 20 augment spell

i i S )

~ lore attribute restores D6+2 Wounds' warth of models instead that targets all friendly Tomb Kings unsss aa the battlefield.
*  of the normal amount. All other restrictions apply. For the duration of the spell, targets recesve Bonuses to their
'-' Weapon Skill, Strength and Initiative. The s== of the bonus 4t
k varies by troop type as follows: : |
|

* Tomb Kings and Tomb Princes: +3

* Other Characters: +2

* Tomb Guard and Necropolis Knights: =2
* Other units: +1

A Cataclysm spells.

Malediction of Nagash Cast on 20+

Presence. At the Necromancer’s command, fis enemies feel the
‘ looniing shadww of undeath fall acrass them, sapping theiy strength
' and endurance.

within 24", All targets halve their Strength until the start of the
caster’s next Magic phase.

= Rl —
The Army of Doom Keep Cast on 25+

Dominance. The legendary Elf Mage Anaretl: conld not forever
; destray the dread army of Doom Keep, 50 he sealed it away in a

,
t Malediction of Nagask is a hex spell that targets all enemy units

packet of magic. Alas, this prison could not remain secvel forever and,
- little by little, accursed Necromancers have begun to dvaw the wight-
Jast into the mortal world once more.

The Army of Doom Keep 1s a summoning spell with a range of
!_ 36", It summons a unit consisting of one Wight King and 4D6
Grave Guard.



Cast on 20+

WS & pitural roar that shakes the roots of the world,
Shsman feeds the rage of the beasts around hini.

e & olayw Primal Onslaught is an augment spell that
S 8 Beactmen units on the battlefield (friendly or
s\ For the duration of the spell, target units automatically
Sewr Primal Fury rolls as if they had rolled a double 1, and
= =kl Failed To Wound rolls in close combat,

Ruiner of the Wrought Cast on 30+

Equilibrium. Slamming his staff into the ground, the Bray-Shaman
unshackles stock and stone from their bondings of artifice, unmaking
the enemy’s weapons of wwar

Rutner of the Wronght targets all buildings and war machines on
the battlefield. War machines suffer D6 Strength 10 hits (roll
separately for each); buildings collapse and are removed from
play on a roll of 2+. A unit garrisoning a building removed in
this way is placed occupying the same space as its dear,
departed structure, and suffers 4D6 Strength 6 hits from the
falling rubble. If the survivors cannot be placed without the
unit lying within 1" of other units or impassable terrain, they
are all removed as casualties.

ok

~ LOREOF
“Fzast of the Fallen Cartien 15+

The Butcher smeavs his cleaver with a mixture of his
e Woad and that of a foeman, ensuring that one will feed the other
Dl S magic [asis,

Bemeae = plav. This is an augment spell that targets all
Seas Oere Kingdoms units on the battlefield. For the
Pl of the spell, at the end of each Close Combat phase,
.- == o= regmin 4 number of lost Wounds equal to the
e of unsaved Wounds they caused that phase. Wounds
s=swemed as for the Lore of Life’s Regrowth spell.

THE GREAT MAW

o)
A4

¥

The Great Maw Awakens Cast on 20+ :

Equilibrium. The Butcher joins his owon hunger to the Great g
Maw’s, confuring a bloody whivipool of rock that sweeps across the 1 ii
bastlefield swallowing enemies whole ;

Remains in play. The Great Maw Awakens is a magical vortex
that uses the large round template. Once the emplate is placed,
the player nominates the direction in which The Grear Mavo
Auvakens guill move. Roll an artillery dice and multiply the result
by 2 — the template moves that far in inches. Any model under
or passed over by the template must pass an Initiative test or be
swallowed whole and removed as a casualty with no saves of any
kind allowed.

In subsequent turns, The Great Matw Awakens moves a number
of inches equal to the roll of an artillery dice multiplied by 2, in
a random direction.

If a misfire is rolled at any point, The Grear Maw Awakens
decides the Butcher is a more tempting meal — centre the

template over the caster instead. Once damage is resolved,
remove The Great Maw Awakens from play.



“ Raise Great Idol Cast on 15+

N, Presence. Straining and grimacing, the Shaman wills an Idol of Gork

Iﬂﬂ {or passibly Mark) to rise out of the ground, Under the stony gaze of
such an idol, greenskins are inspived to further acts of extreme violence.

Raise Great Idol is a summoning spell. Place an Idol of Gork
{or possibly Mork) within 18" of the caster. The effigy uses the
Idol of Gork rules from the Warhammer rulebook.
Additionally, all friendly Orc & Goblin units within 12"

of the Great Idol re-roll failed To Hit rolls.

¥_ .
Wallopin' Great Krunch Cast on 25+
Equilibrium. Wiile scotwling a Shaman smacks one hammy fist into
fiis open palin and then points deliberately at an enemy wmit. Even if

the enarmous green foor that descends from the clouds doesn’t flatten foes,
the shockwwaves that emanate owiwards from the great krinch might.

Wadlapin' Great Krunch is a direct damage spell with unlimited
range. Place the Foot of Gork template down on the target
enemy unit. It then scatters D6" maintaining the same facing.
All' models hit by the template suffer a Strength 9 hit with the
Multiple Wounds (ID3) special rule. Additionally, any other
models within D6" of the template suffer a single Strength 3 hit.

The Evil Sun

Dominance, Fielled with vast powes; an Ore Shaman can will
into existence a burning cove af energy. With great tusks and a leeving
Jace, this evil sun descends upon the battlefield to smash all befove it. .

Cast on 254"':;{ :

W

s |

Remains in play. The Evil Sun is a magical vortex that uses the =
large round template. Once the template is placed, the player
then nominates the direction in which The Fvil Sun will move. ‘*

To determine how many inches the template moves, roll an ]
artillery dice and multiply it by the number of Orc units !
{of any kind) within 6" of the template’s original position. '
If the result on the artillery dice is a misfire, centre the template

on the caster and roll a scatter dice. The template then moves

Dé" in the direction shown (if you roll a Hit! use the little

arrow shown on the Hit! symbol).

Any model under or passed over by the template suffers a
Strength 4 hit. In subsequent turns, The Evil Sun travels

in a random direction and moves a number of inches equal to
the roll on an artillery dice multiplied by the number of Ore
units (of any kind) within 6" of the template. If a misfire is
rolled in subsequent turns, The Evil Sun swallows itself and
is removed.

S R N

SPELLS OF THE LITTLE WAAAGH!

Sneaky Distraction Cast on 10+
Presence. The caster cackles maniacally and prances with even more
energy than wsual. Phrases suck as ‘Ovoso, lookt over there,” or ‘Can

er believe da size of that “un?’ are screeched shrilly while the Shaman
gesticulaites madly and points with more than wild abandon,

Sneaky Distraction is a hex spell with a range of 24", The target
unit suffers a -1 penalty on all To Hit rolls both in shooting
and combat until the start of the caster’s next Magic phase.
Additionally, if the target unit is not engaged in close combat,
the casting player can rotate the unit to face any direction he
chooses (although he cannot rotate the unit so that its final
position is within 1" of another unit or impassable terrain).

Nikkit! Nikkit! Caston 15+
Equilibrium. The Shaman conjures a pair of great green hands, mtai&,

of which binds the chasen enemy in a vice-like grip, whilst the ather
rifles through the victim’s pessessions in search of anything shiny i

enough to be worth stealing,

Nikkit! Nekkit! is a direet damage spell that targets a single
enemy character within 24", The target suffers a number of
Wounds equal to D& minus his own Toughness — armour saves
cannot be taken, Regardless of whether or not the target is
slain, the caster steals one magic item of his choice from the .
target. If the caster does not already have a magic item of this r.!
type he can now use it, otherwise it is destroyed. 1
by

2

3
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The Great Green Spite Cast on 20+

Dominance. The caster brings to focus all the spite of nearky
greenskins. This, naturally, manifests itself into quite a nasty curse.

The Great Green Spite 15 a hex spell that targets all enemy units
within 24", The targets are hit automatically by all close combat

attacks until the start of the caster’s next Magic phaﬁ_‘



}
‘None revel in the unpredictable storms of magic as much as the servants of Tzeentch, All Wizards who know one or
more spells from the Lore of Tzeentch or the Daemon Lore of Tzeentch know these Cataclysm spells. 1

;' * Invisible Fire of Treentch

i ' Presence. There are some colours so vile that only madmen can see
* them. Taeentch’s whispered teachings can allow a Wizard to harness
 these invisible fives, and they burn like no morial blaze can.

I Invisible Fire of Tzeentch is a magic missile with a range of 24",
® It inflicts 3D6 Strength 2D6 hits with the Flaming Attacks

, special rule. If the result of the 2D6 roll is 11 or 12, hits from
- Invisible Fire of Tzeentch wound automatically and do not allow

armour saves.

He
L

Cast on 20+

Caston 25+

Equilibrium. A prismatic haze erupts from the wizard’s hand and
rages across the battlefield, consuming everything in its path.

Daemonfire Vortex

Remains in play. Daemonfire Vortex is a magical vortex that

uses the large round template. Once the template is placed, the =
plaver then nominates the direction in which Daemenfire Vortex |
will move. Roll an artillery dice and multiply the result by 2 — |
this is how far the template moves, in inches. If the result on
the artillery dice is a misfire, centre the template on the caster
and roll a scatter dice. The template then moves Dg" in the 1
direction shown (if you roll a Hit! use the little arrow shown !
on the Hit! symbol). Any model under or passed over by the )
Daemonfive Vortex template suffers a Wound on a 4+ with no
armour saves allowed.

In subsequent turns, Daemonfire Vortex moves in a random
direction and moves a number of inches equal to the roll en

an artillery dice plus the number of unsaved Wounds the !
Daemonfire Vartex has caused since it was cast, If a misfire is -":
rolled in subsequent turns, Daemonfire Vortex collapses in upon
itself and is removed. %

THE LORE OF NURGLE

The foul, pestilent spells of Nurgle are imbued with greater vile virulence during a storm of magic. All Wizards who

lmow one or more spells from the Lore of Nurgle or the Daemon Lqpe of Nurgle know these Cataclysm spells.

; .'Rotbomb
' Equilibrium. A /st of tiny Daemon-mites burst from the wizard’s
| gaping mouth. Giggling with glee, they swarm over the foe’s armous;
. devonring it fungrily.

' Ratbomb is a hex spell with a range of 24". The target unit
1mmed1ately acquires a -3 penalty to armour save rolls for the
¢ | rest of the game. Furthermore, all other units (friendly or
(. enemy) within 6" of the target unit, immediately acquire a -1
7 g penalty to their armour save rolls for the rest of the game.

- Modifiers from Rothomé are camulative with other armour

Cast on 10+

Grandfather Nurgle's Circle of Life Cast on 25+ l‘

Equilibrium. Devotees of Nurgle snsist that there is a fragment of
the Plagucfather in every living thing. A wizard who casts this spell
will discover the truth of the matter, -}

Grandjather Nurgle's Circle of Lifé is a direct damage spell with a
range of 36". It inflicts 516 hits on the target that wound on a d
4+ with no armour saves allowed. If at least 10 unsaved Wounds '*-:
are caused, the spell also summons a Great Unclean One (if the
caster is a Daemon of Chaos) or a Daemon Prince with the Mark g
of Nurgle (if the caster is a Chaos Sorcerer) within 12" of the "";
target (or the target’s position, if it was completely dcsrruyed)

i
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THE LORE OF SLAANESH

A
3 i

~ The forbidden sorceries of Slaanesh are all the more tempting when the Winds of Magic are at their peak. All Wizards i
- who know one or more spells from the Lore of Slaanesh or the Daemon Lore of Slaanesh know these Cataclysm spells.

1
¥
Slothful Stupor Caston 5+  Song of Seduction Cast on 20'7‘-*?1'
Presence. Though perhaps not the vice with which Slaanesh is Equilibrium. Every man has his price, even if he knows it not, and 11
mostly closely associated, slath is just one more form of excess for the Staanesh’s capering wizards can divine and manipulate such things f
Prince of Chaos and his chosen wizards to feed upon. No natural whilst magic flows strong. 8- |}
malaise is this, but a deep and abiding spivitual ennus that saps all i
sense of purpose and enthusiasm from the victim, Remains in play. Song of Seduction is a hex spell with a range of i
24". For the duration of the spell, models in the target unit
Remains in play. Slathfil Stupor is a hex spell with a range of must reduce their Leadership by 2, and immediately change i
24". For the duration of the spell, the target is reduced to loyalties — you can control this unit as if it were part of your ]
Leadership 2, gains the Stupidity special rule and cannot army for as long as the spell lasts. If the target is in close
benefit from a General’s Inspiring Presence rule, nor a Battle combat, separate the units by 1" (you may have to shuffle B
Standard Bearer's Hold Your Ground! special rule. several units to make this work — this is fine, so long as you |
don’t gain an unfair advantage from it), *,*"
it
Characters in the unit can attempt to resist the spell by passing A
a Leadership test when the spell is successfully cast — if the \
character succeeds, the controlling player removes him from 3
the unit and places him within 3" of it, facing any direction. i

=

ol
At the end of each subsequent Magic phase, the unit will '_ ]
attempt to reassert its own will by taking a Leadership test (on .;j -

its modified Ld). If the test is passed, the spell is dispelled.

WRATH OF KHORN

. The Blood God despises sorcery, and loathes incantations that invoke his Dark Brothers more than any other mortal ‘:'f !
artifice. While he bestows no spells to speak of, his contribution to a magical battle is typically direet... ";
Should such a spell rouse Khorne's ire, he is wont to vent his e TR ;;__-_"";ﬂ-‘ﬁ{fi
wrath on the mortal world, to remind all creatures that the Khorne, also called Kharnath, Khorghar, Akhar, and amultitudeof |
mightiest of the immortal Chaos Gods needs not resort to other cursed names, revels in his status as the mightiest of the Chaos |
trickery to win his battles. Gods, aniis.wmﬁipped.@ warrior trides for whom battle prowess is '§
of sole import. He views subterfuge, mercy and, most of ll, the useof 1)
If one of the Cataclysm spells from the Lore of Tzeentch, sarcery as pitiable weaknesses, Indeed, there are many legends & )
Lore of Nurgle, or Lore of Slaanesh is miscast, Khorne rises |‘ cancerning Khorme's loathing of sorcery. So many and varied are these .ib"'?
from his throne to hurl a brass skull onto the battlefield. Il dark fables that it is impuossible to be certain of exactly how the Blood -‘;"l,
This is resolved after the miscast, and treated as a stone || God's ire was first raised. Most of these tafes in some way involve B

thrower shot, which does not scatter, aimed at the Wizard
who miscast. If the Wizard has already been slain by the
miscast, it is aimed at the point he occupied.

Khorne's ongoing enmity with Tzeentch, and of houw the Lord of Magie, ’
unable to vie with KKhorne on a martial level, uses devious sorceries to
clutch victory from defeat - much to the Blood God's chagrin.
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Cast on 20+

W shrivel and weaken, their bodies sagging.

‘]

L Air of Pestilence is a hex spell that targets all enemy units within
" 24", All targets halve their Toughness (rounding fractions up)
. until the start of the caster’s next Magic phase.

A et ot

. Wecping World Sores Cast on 25+
 Equilibrium, Az the Plague Priest’s wretched word, the world itself
Eﬁegirﬁ 1o bubble and boil with toxic pus.
it

Efﬁé:p:‘qg Warld Sores is a summoning spell. Place a marsh, no
“imore than 6" in diameter; anywhere within 24" of the caster.
~ Models that would be under the marsh are now placed on top
* of it, without changing formation, facing etc, Any model
moved in this way must pass a Toughness test or be removed as
a casualty with no saves of any kind allowed. Furthermore; at
the end of every subsequent Magic phase, any model in the
marsh must pass a Toughness test or be removed as a casualty
with no saves of any kind allowed.

."A_Wupsmrm Cast on 20+
Presence. Clouds roil overfiead angrily discharging greenish-black
!._ balts of warp lightning.

Warpstorm targets all units (friends and enemies) within 24" of
" the caster, excluding the caster and his unit (if any). Roll a D
- for each targeted unit, with enemy units affected on a 4+ and
- friendly units affected on a 6+. All affected units suffer D6

' Strength § hits.

: Pit of the Underworld Cast on 20+

" Equilibrium. The caster strains his mind to open @ great vent in the
i ; carth. The target site begins to shake until the grownd gives way to.a

[
iﬂhﬁ Vst pit that drops inta blackness below.

o Pit of the Underwoorld causes a great pit to open anywhere on the
battlefield. Place a suitable marker over the exact spot affected —
;E ! acoinis ideal. Roll a Dé at the start of each subsequent Magic
& phase. On a score of 5+, the pit opens. The large template is
W centred over the marker. Any unit touched by the template must
. pass an Initiative test or be removed as a casualty. Any buildings
- touched will collapse as described in the Ruiner of the Wiought
spel 44). Finally, remove the template and marker.

Mo

SPELLS OF PLAGUE

SPELLS OF RUIN E.

i

Cast on 30+

The Great Red Pox

il
Dominance. The caster vomits forth a crimson mist that vapidly o,
spreads acrass the battlefield, cansing an instantaneons eruption of d'.;l

[ist-sized botls and then a most painfil death.

The Grear Red Pox targets all units within 24" of the caster.

Friendly and enemy units are normally affected on a D6 roll of E:

4+, but Clan Pestilens units (friendly or enemy) are aftected
on a §+. Each model in each affected unit must pass a
Toughness test or be removed as a casualty with no saves of any
kind allowed.

Dominance. Ve casier summons a living tide of voracions rats

that sciryy forth and gnatw a swathe of ruin across the battlefield.

Remains in play. Verminons Ruin is 2 magical vortex that uses
the large round template. Once the template is placed, the
player nominates the direction in which the Verminons Ruin will
move. Roll 3D6 — the template moves that far, in inches. If the
result of the 3106 roll contains two or more 1s, instead centre
the template on the caster. The template then moves Dé" in the
direction shown on the roll of a scatter dice (if you roll a Hit!
use the little arrow shown on the Hit! symbol).

Any model under or moved over by the template suffers a
Strength 3 hit.

In subsequent turns, Verminous Ruin moves 3D6" in a random
direction. If two or more 1s are rolled, then the vermin scatter
and the template is removed from play.

If, at any point when the template moves, a total of 13 is rolled

on the dice, the template is removed from play after it has

completed its move and a Vermin Lord is summoned within

13" of the final resting spot of the template.

!




Cast on 20+

~ The Curse of the Lady

|
3
Equilibrium. Casting aside spoiled takens of vivtue and ,lr
nability, the Damsel calls down the Lady’s greatest punishnent
on all these chanmpions who wauld oppose noble Bretonnia,

characters on the battleficld. Each target must
immediately pass a Leadership test with a -3 penalty or br.
transformed into a toad. Models from the Forces of
Destruction must re-roll successful tests and Bretonnian
models can re-roll failures.

|
E The Curss of the Lady is a hex spell that targets all f

. Whilst transformed, the model cannot channel or cast 2
spells, all of his magic items and other equipment ' ||
{armour, weapons, etc.) temporarily stop working and all 1
of his characteristics are reduced to 1 (except for his i
‘Wounds, which are unaffected).

The model’s controlling player can roll a 16 at the start i
of each of his subsequent Magic phases; the spell

L dissipates on a roll of 4+ and the model returns to his ¥

normal form. Mounts are unaffected.

All Wood EIf Wizards know the following spells. For ' ]

I the purpose of Magical Flux, these spells are A
‘considered to be High Magic spells. f':.i'1|
|

Madrigal of Greening Cast on 10+ Hf

Presence. The Spellweaver casts acorns of the ages across the
!J* battlefield. As each acorn strikes the ground, a mighty trec
- springs up — an ontpost of Athel Loven in this foreign land.

| Madrigal of Greening is 2 summoning spell with a range i
of 48", Place D3-1 mysterious forests (to a minimum of |
1) within the spell’s maximum range — use a Citadel |
Wood or other suitable terrain piece of similar size,
Any models under these forests are placed within them
(in exactly the same formation, facing, etc).

Verdurous Harmony

Castona 25+

A

: : vl

Equilibrium, Az & siuple word of command, spring comes ¥
K agamn to the Wood Elves, and with it renswal. [
)
Verdurous Harmony is an augment spell that targets all i

\! friendly units within 12" of 2 wood. Roll 2DD6 — all targets |

0! immediately recover that many Wounds' worth of models,

I\ as described for the Regrowth spell in the Lore of Life.

LIZARDMEN

“Slann Mage-Priests from Warhammer: Lizardmen know
J .'__ his Cataclysm spell (Skink Shamans are not adept enough
{fo master the complex sorceries). This spell is considered
to be a High Magic spell.

The Great Leveller Cast on 35""-};’F !

Dominance. Gathering together the energies of his brather Slann the! J
world over; the Mage-Priest sacrifices himself to conjure a final wiighty ii,%;
spell that will see the battlefield changed once and for all

\ ‘1-"

The Great Leveller targets all enemy units on the tabletop. When ?

the spell is successfully cast, immediately remove the Mage- ‘I:-,.
Priest from play as a casualty — ignore any miscasts or other .
penalties incurred by the casting. If the enemy has more units ol
than you, he must immediately remove sufficient units as i
casualties until you each have an equal number of units, Then, if
he has more characters than you, he must remove sufficient i
characters as casualties until you each have an equal number of

characters.
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ANCESTOR RUNES

As beings distrustful of sorcery at the best of
times, the Dwarfs look upon storms of magic
with even less favour than other races. With no
wizards to control the wild magic that gusts and
howls through the mountains, the Dwarfs have
long learnt that the best way to survive such
times is to seal the doors to their holds,
prepare the Runes of Spellbreaking, and wait
for the storm to subside.

Yet such tactics are not suitable for every storm of magic —
sometimes the Dwarfs must abandon their isolationism, and
venture beyond the mountains to protect their interests and
holdings. On such occasions do the Runesmiths descend to the
deepest of hearth vaults, crack the seals upon great stone doors
and retrieve the Ancestor Runes.

The Ancestor Runes were forged thousands of years ago, and
only the richest holds can boast more than a handful. During
ordinary times, these heirlooms lie inert, waiting for the Winds
of Magic to rise and give them life. Once awakened, an
Ancestor Rune is empowered by drawing raw magic out of the
air, charging itself with power according to the desires of its
creator. This charge normally takes many weceks to build, but
by placing an Ancestor Rune atop an Arcane Fulerum, a
Runesmith can hasten this process. Only when the Ancestor
Rune glows with a blinding light does the Runesmith strike
down with his hammer, discharging the energy within to strike
his foes or invigorate his allies.

USING ANCESTOR RUNES

A Runesmith (this also includes Runelords) who occupies an
Arcane Fulerum can empower Ancestor Runes during his own
Magic phase. An Ancestor Rune's effect depends upon the
character of the ancestor in question. Fach Runesmith can only
attempt to empower each Ancestor Rune once per Magic
phase, but each Ancestor Rune has the potential to effect more
than one unit, depending how successful the Runesmith is.

CHOOSE ANCESTOR RUNE

Select one of your eligible Runesmiths and declare which of the
Ancestor Runes he will empower. You'll notice that each of the
Ancestor Runes corresponds to a particular spell type and
follows all the targeting restrictions for the relevant type.

POWER DICE
When you've declared which Ancestor Rune you wish to use,
choose how many dice you will use from the power pool.
Though the empowering of runes is not magic in the
conventional sense, the rune still draws power from the
fulerum, and thus the Winds of Magic.

Just like a Wizard casting a spell, a Runesmith can use up to
six dice from the power pool when attempting to empower an
Ancestor Rune. The more dice you draw from the power pool,
the more powerful the rune’s effect will be, but the more
dangerous the act of empowering is for the Runesmith.

STRIKING THE RUNE

Now, take your chosen number of dice from the power pool,
and roll them. For each power dice you roll, the Runesmith
gives the rune one mighty blow with his hammer. Results of 1,
2 and 3 are ignored — the Runesmith has failed to unlock the
rune’s potential.

Each result of 4 or § is a successful striking. The rune’s power
has been successfully harnessed, however enemy Wizards can
attempt to drain the rune’s power before it takes effect, as
explained below.

Each result of 6 1s an irresistible striking. This is a successful
striking where the rune’s power is unleashed with such
incredible force that no amount of magical defence can
prevent it from taking effect — though the Runesmith will
likely suffer the consequences of releasing such unrestrained
power (see opposite).

DRAINING RUNES

Before you resolve the effects of your successful strikings, your
opponent has one chance to drain the power from your
Ancestor Rune. Unlike a conventional dispel, he doesn’t need
to nominate whether one of his Wizards or the army will make
the attempt — there are no bonuses of any kind when
attempting to drain an Ancestor Rune's power, so it is quite
irrelevant who makes the attempt. Each time an Ancestor Rune
is empowered, only one drain attempt can be made, so choose
the number of dice carefully.

First, your oppenent declares how many of his dispel dice he
will use in his attempt to drain the rune. There is no limit on
the number of dice that can be used in this manner, though he
must use at least one dice from the pool.

Your apponent then takes the number of dice declared from his
dispel pool and rolls them. For every result of a 4 or more, the
enemy drains the power from one of your successful strikings,
effectively nullifying it and reducing your successful strikings

by one. Note, however, that wrresistible strikings cannot be

drained in this manner — nothing can stay the fury of a

properly struck Ancestor Rune!

Remember that magic items or special rules that give you
bonuses of any kind to dispel dice or dispel attempts do not
affect attempts to drain runes.



IRRESISTIBLE STRIKING

If you rolled one or more 6s when striking the Ancestor Rune,
the power that bursts forth is somewhat moreso than would
normally be the case. You've already had the benefit of this, in
the form of your epponent not being able to drain the success,
but now the Runesmith will have to cope with the side effects:
once the striking has been resolved, the Runesmith rolls on the
Arcane Fulcrum Miscast table.

RESOLVING THE STRIKING

If, at this point, you are left with no successes at all, then the
striking has failed — the Runesmith hangs his head in shame
and resolves to do better next time. If one or more successes
remain, you can now resolve the effect of the Ancestor Rune, as
detailed in its entry. From this point onwards, the effects of the
Ancestor Rune follow all the rules for spell resolution, as given
in the Warhammer rulebook.

Note that an empowering attempt from a single Runesmith can
only target a unit once per Magic phase — if you have more
successful strikings than eligible targets, any extras are lost,

If multiple Runesmiths empower the same Ancestor Rune in the
same Magic phase, then they can each target each unit once.

ANCESTOR RUNES

The forgers of the Ancestor Runes were as proud of their craft
as any Runesmith before or since, much given to artful
embellishment of their works. Although individual Ancestor
Runes might differ in appearance from hold to hold, the power
they call down varies not one jot, as decreed by strict rules of
traditional runework. Karaz-a-Karak’s Ancestor Runes of
Grimnir are inset with filigreed dragon shapes, whilst those of
Barak Varr are inlaid with silvered sea beasts. Yet when struck,
both respond with identical fury.

2AS Ancestor Rune of Grungni

Grungni’s rune inspives the smiting of foes and valowr of arms.

The Ancestor Rune of Grungni is an augment rune with a range of
24", It targets a number of units equal to the number of
successful strikings. Targets gain the Fight in Extra Ranks
special rule and can re-roll all failed To Hit rolls for both
shooting and close combat attacks (war machines that do not roll
To Hit receive no benefit). The effects of the Ancestor Rune of
Grungni last until the start of the Runesmith’s next Magic phase.

J¥4E Ancestor Runc of Grimnir

1t is savd that when Grinnir’s rune is struck, the ancestor fitmself
seeks vengeance on the foe, swsting them woith molten rock torn from
the belly of the carth.

The Ancestor Rune of Grimnir is a direct damage rune with a
range of 24", It targets a number of units equal to the number
of successful strikings, Each target suffers 26 Strength 4 hits,

AWP Ancestor Rune of Val aya

Whien. released fiom the rune, Valaya's blessing instils the Dewarfs
=il determination, lending new strength to the severely wonnded and

Sfresh vesolve to wavering hearts.

The Ancestor Rune of Valaya is an augment rune with a range of
24", It targets a number of units equal to the number of successful
strikings. Targets immediately regain D3+ 1 Wounds® worth of
models, as described for the Regrvmeh spell in the Lore of Life,

‘Targets also gain the Unbreakable special rule until the start of the |

Runesmith’s next Magic phase.
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Magic and Wisdom

As will soom be apparens,
Myehic Artefacts are porverful
in a way that far eclipses the
magic items that commanly
grace @ Warkammer battlefield.
They are capable of scemingly
impassible feats that will
srangform your batties fnto the
stuffaf legend. Howeves, bear
i mind that whilst the rules
given here cover a great many
af the autcomes of nsing these
Mythic Avtefacis, they do wor
alwoays willingly conform to the
exact strictures of the game. On
rare sccasions, you will need to
apply somne common sense, bt
that is the price of using such
powverful magte. As with any
Sacet of Warkammer; if you are
ever in donbt as to the proper
way fo resolve a rules guestion,
roll off woith your opponent 1o
determine the sutcome,

ARTEFACTS

As magic flows wildly across the land, ancient artefaets crackle with fresh
power. Some stir to life for the first time in centuries. Others recover from a
torporous state, once again taking on the full potential of their initial forging.

Mythic Artefacts are magic items, albeit of an
immensely powerful sort. They are famous
throughout the world, having come to
prominence in the hands of legendary warlords.

SELECTING MYTHIC ARTEFACTS
An army can take up to one Mythic Artefact (a
grand army up to two) using its Monsters and
Magic points allowance. Each item must be
allocated to a different character in your army
before armies are deployed.

Note that Mythic Artefacts do not count
towards your character’s maximum allowance of
magic items — a Lord who already has 100
points’ worth of magic items can still be given a
single Mythic Artefact of any points value,
providing that he is not already carrying a

magic item of the same type.

EMPOWERED EFFECTS

Many Mythic Artefacts grow in power the
more Arcane Fulcrums your army controls, as
detailed in the relevant entry. If you are able to
cast Presence spells, your Mythic Artefacts have
the Presence effect, if you are able to cast
Equilibrium spells, your Mythic Artefacts have
the Equilibrium effect, and so on.

Note that ‘empower bonuses’ are always gained
and lost immediately as the control of Arcane
Fulerums shifts, meaning that the bonuses and
effects of the items can alter several times a
turn, a phase or even a sub-phase. Whenever an
empower effect, be it a characteristic increase,
bonus, etc., has the potential to affect the game,
double-check the relative control of Arcane
Fulcrums so you can be sure exactly what that
effect is.




DAWNSTAR SWORD
Magic Weapon

Legend goes that this blade was farged in the first vays of light to
strike the world. The energy of this auspicions enchantment vemains
embedded deep within the burnished blade, waiting to be called forth
once move in a Maze of glory.

200 points

e i i e e

When attacking with the Dawnstar Sword, the bearer doubles
his Attacks characteristic.

The Dawnstar Sword is empowered as the owning player
gathers more of the storm of magic's power.

* Presence: Attacks made with the Dawnstar Sword
hit automatically.

* Equilibrium: Attacks made with the Dawnstar Sword hir
and wound automatically.

* Dominance: Attacks made with the Dawnstar Sword hit and
wound automatically and have the Multiple Wounds (2D6)
special rule.

i P A

BLADE OF LAST RESORT
Magic Weapon

100 points

This sword has ever had a twisted sense of humows; seeking ot
overmatched heroes and aiding them against a chosen foe. Howeves;
the Blade of Last Resort dvaos its strength from a victor's glovious
lifeblond; those that best an opponent with its aid themselves have
scant moments to frve.

The bearer of the Blade of Last Resort must issue a challenge
if able and must accept a challenge if one is issued. For the
duration of that challenge, the bearer must fight with the Blade
of Last Resort and adds + D6 to all of his characteristics (roll
once and apply the result to all characteristics). Immediately
after the challenge has been resolved (because either of the
characters locked in the challenge has been slain, or because one
side has fled) the bearer of the Blade of Last Resort is also
removed as a casualty, granting the enemy a combat result
bonus equal to his remaining Wounds at that point. The Blade
of Last Resort then magically appears in the hand of a
randomly chosen character (chosen from the characters on both
sides). Any magic weapon that character is already carrying is
instantly destroyed.

DODECAHEDRON OF

CONTINENTAL DRIFT
Enchanted Item

250 points

el e i e e . et e S

Said to have been left behind by the Old Ones, this peculiar object can
be used to remake the world, Each altevation to the Dodecahedvon’s
external matrix is reflected on the land around the user: Its dll-
considered use can easily prove catastrophic. ..

Bound spell (power level 12). One use only. The Dodecahedron
of Continental Drift can only be used if you are playing on a
Realm of Battle board, or some other kind of modular battlefield.

Choose two board sections and swap them over, rotating the
chosen sections to face any direction, provided that they will fit
in the same space. Units, terrain etc are moved along with their
board section (be careful now) and do not themselves change
facing (though they will do so if the board is rotated).

If an engaged unit is partially on the chosen board section, the
Dodecahedron of Continental Drift cannot move that section —
choose a different board section, or the ability fails and nothing
happens. If an unengaged unit is partially on the chosen board
section, the controlling player immediately moves the unit fully
onto one board section by the minimum possible distance (he
can choose which board section) ensuring that no unengaged
unit ends up within 1" of another unit or impassable terrain.
Each player moves his own units — roll-off to see who starts,
alternating from that point. If a terrain feature is partially on the
chosen board section, move the feature fully onto one board
section by the minimum possible distance (you can choose
which board section).

Note that you cannot use the Dodecahedron of Continental
Drift to place a board section in such a way that it looks
ridiculous. Just apply a little common sense, and this should be
obvious. The most frequent occurrence comes where a board
has part of a hill sculpted into it — here you'll normally have to
match this up with another hill, or else align it with the edge of
the battlefield. Any other solution will ordinarily look absurd.




FOZZRIK'S FLOATING FORTRESS
Enchanted Item

250 points

Though Fozzrik’s magical apiitude led him to become a wizard, e
never lost s love for architecture. Many of the Old Worlds cities
have been built around the inmaculate strictures that Fozzvik created
Sfiomi stone and sorcery, but more prized by far arve his floating
fartresses — butldings that move wnder their wwon poter and sprout
defences to veped intruders,

After deployment zones have been agreed, but before the armies
have been deployed, place a Citadel Watchtower (or some other
suitable tower model of roughly the same size) in your
deployment zone to represent the Floating Fortress. If you do
not have a suitable building to place, you cannot use Fozzrik's
Floating Fortress. Continue with deployment.

If there is a unit in Fozzrik's Floating Fortress, providing that a
garrison has not entered or left that turn, the garrisoning player
can have it make a Hover move at the end of his Remaining
Moves sub-phase — this does not prevent the garrison from
shooting Move or Fire weapons. Note that this is the only time
the Floating Fortress can move. It cannot charge, flee, pursue
nor be moved by spells or other magical effects.

The Floating Fortress 1s empowered as the garrisoning player
gathers more of the storm of magic's power, granting additional
powers that are cumulative (so when you are in Equilibrium
you would apply both the Presence and Equilibrium effects
and so on) and can be directed by its garnsoning unit. If the
Floating Fortress has no garrison, these effects do not apply.

* Presence: The fortress gate warps into a leering face that
breathes great gouts of fire against attackers. At the start of
the Shooting phase, the garrisoning player places the flame
template so that the narrow end is touching the main fortress
door and the template otherwise touches no other part of the
fortress. All models (friendly and enemy) lying under the
template suffer a Strength 4 hit.

Equilibrium: Monstrous stone gargoyles burst from the
fortress battlements to hurl rocks at the enemy below.
During the Shooting phase, all unengaged enemy units
within 6" suffer 216 Strength 3 hits.

Dominance: Great stone fists burst from the Floating
Fortress” walls, squashing flat those enemies foolish enough
to approach. Any enemy unit that assaults the building
suffers 2136 Strength 10 hits in the Close Combat phase,
resolved at Initiative 1.

s

WOODWAKER'S WAND

Enchanted Item

200 points

Once wpon a iime, all the wosds in the world were linked. Some say
this great fovest was alfve, in a crions sort of way, and that every
tree that new grows relains a portion of its vigour and intelligence just
weaiting to be revived,

One use only. Bound spell {power level 12). Choose a Citadel
Wood, or other model wood of similar size, within 12" of the
bearer — that wood now comes to life and fights on your side.

Oince the forest has woken, any unengaged unit at least partially
inside automatically flees as if it had failed a Panic test, with the
centre of the forest as the source of the Panic. Unbreakable
units and units that are Immune to Psychology do not flee, but
instead make a steady retreat — they are moved out of, and 1"
away from, the forest by the shortest possible route, in such a
way that the unit does not end up within 1" of another unit or
impassable terrain. IF this is impossible, the unit is removed as a
casualty. Each player moves his own units — roll off to see who
starts, alternating from then on. Units engaged in close combat
are simply removed from play as casualties — they don't see the
forest turn nasty in enough time to escape and are mulched!

For the sake of sanity, a woken forest thereafter uses the rules
for a garrisoned building, The garrison unit consists of 3
Guardian Trees, each with the following profile.

MWSBS S TWI ALd
- 3 3 57101 1010

Troop Type: Monstrous Infantry.
Special Rules: Fear, Flammable, Unbreakable.

Tree Trait: From the moment the forest is ‘woken’ roll on the
Mysterious Forest chart (if you haven't already done so earlier
in the game). Depending on the type of forest, the Guardian
Trees will have an additional special rule:

Abys#al Wood — Torror

Blood Forest — Finzy.

Fungus Forest — Regeneration.
Venom Thicket — Poisoned Areacks.
Wildwood — Hatred.

Branch Barrage: This ability is treated as a shooting attack
with the following profile:

Range
2" 5

Strength  Special Rules
Moultiple Shots (126), Quick to Fire

Unlike normal buildings, the forest can also declare and
complete charges. The forest has a Movement Allowance of 4.




to charge in a 360° arc. The forest can never charge more than
one unit — if this makes the charge impossible, it automatically
fails. The forest does not have to ‘close the door’ to align, but
Jjust has to complete the charge in such a manner that it is
touching the chosen enemy unit. Naturally, the forest itself
cannot attack or be attacked in close combat, although the
garrison fight and are fought normally — models are selected to
fight the garrison in exactly the same way as for a building, 1f all
the Guardian Trees are slain, the forest is immediately removed
from play as a casualty.

LIVING DEADWOOQOD STAFF
Enchanted Item

150 points

Arbareonecromancy &5 a little-practiced branch of wizardry — any
mystic crazed enough to atiempt it normally trangfers his attentions back
to raising zombies and skeletons, vather than Undead trees, However,;
legends tell of the Archimage Sycama, “The Daemon Carpenter of
Estalia’, who not only perfected a method of veanimating trees from
thetr residual elements, but also of filling them with astosnding vigom:
Much of Sycamo’s work has, fortunately, been lost to the intervening
acons, but the Living Deadfwood Staff never stays missing for long. ..

Whilst the bearer of the Deadwood Staff is alive, all forests
count as Blood Forests as well as their usual type. At the end of
your Remaining Moves sub-phase, vou can move every forest
on the battlefield up to 6" in any direction. If there are models
in the forests, these are left behind in the same formation and
facing. Forests cannot move into impassable terrain, or be left
so that they balance on other terrain features in an unsightly
way. It's fine to move a forest onto a hill or place other terrain
features within a forest, if it has sufficient movement and it
doesn’t look odd. When each forest’s final position has been
determined, any models that would be underneath it are placed
within it, with the same formation and facing.

The Living Deadwood Staff is empowered as the owning player
gathers more of the storm of magic’s power.

* Presence: Blood Forests inflict 2136 hits at Strength 5,
instead of their usual damage.

* Equilibrium: Blood Forests inflict 316 hits at Strength 6,
instead of their usual damage.

* Dominance: Blood Forests inflict 416 hits at Strength 7,
instead of their usual damage.

In addition, the Living Deadwood Staff contains a bound spell
{power level 12). This 15 a summoning spell with unlimited
range. Place a Citadel Wood, or a wood of similar size,
anywhere on the table. Any models that would be underneath
the new forest are replaced within it, with the same facing and

formation. This is a Mysterious Forest.

GIANTKIN HELM

Enchanted Trem

After constantly being told “We expect big things from you,” by his
Flector Count father; Heinvich von Rath spent much of the family
Sortune commissioning an artefact that would help him achieve
greatness, Alas, he was to learn that when dealing with wizards,
precision of diction is just as important as largesse of payment,

One use only. The Giantkin Helm can be activated at the start of
any of your turns. It transmogrifies the bearer, and any mount he
may be riding, into a single Giant (as found on page 104). If the
bearer is in a unit, he can remain with that unit, even though he
is now technically a monster. If he cannot be placed in the unit
because there is not enough room, then the Giantkin Helm
cannot be used. Whilst transformed, the bearer uses the profile of
a Giant, cannot channel or cast spells and all of his other magic
items and equipment stop working. 1f you don’t have a Giant
model, then the Giantkin Helm does nothing,

Ar the start of cach subsequent player turn, roll a D6, On a score
of 2-6, nothing untoward happens. On a score of 1, the energics
of the Giantkin Helm fizzle out, returning the bearer, and any
mounts, to normal form. Any Wounds suffered whilst a Giant are
carried over onto the bearer's normal form, even if this kills him.
The Giantkin Helm's effect cannot voluntarily be ended.




WINDCATCHER PRISM
Enchanted [tem

150 points
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This peculiar bauble was crafied long ago, its purpose very much tied
to stormis of magic. Once a particnlar Wind of Magic rises to a certatn
cataclysmic level, the Windcatcher Prism absorbs and vechannels a
portion of its powwer; bestovoing the bearer — and his immediate allies —
wwith an avataric aspect of the ascendant Wind of Magic.

The bearer and his unit receive a bonus special rule, depending
on which Battle Magic lore is ascendant. This bonus lasts as
long as that lore is ascendant, and changes to a different special
rule when another lore becomes ascendant.

Lore
Fire

Bonus Special Rules

Burning Blades. The unit re-rolls faled To Wound
rolls (in shooting and close combat). Furthermore,
the unit has the Flaming Attacks special rule.

Primal Rage. The unit has the Frenzy, Swiftstride
and Hatred special rules.

Beasts

Swiftswords. The unit is Initiative 10 and has the
Always Strikes First special rule.

Light

Metal Metamalten. The unit’s shooting and close combat
Attacks ignore armour saves and always have a To
Wound score equal to the armour save of the target,
Life Boundless Renewwal. The unit has the Regeneration
special rule. In addition, keep track of any
regeneration rolls of a 6 the unit makes. At the end
of each phase, restore 1 Wound to the unit for each
such roll during that phase, as described for the

Regrowth spell in the Lore of Life.

Fortune. The unit re-rolls any 1s rolled To Hir,
To Wound and as saving throws,

Heavens

Shadow  Cloak of Hlusion. Non-magical Attacks that roll 'lo
Hit can only hit the unit on 6s. Magical Attacks hit
the unit normally.

Death Reawakening. At the end of cach phase, every
unsaved Wound caused by the unit (by any means)

immediately restores 1 Wound to the unit, as

described for the Regroteth spell in the Lore of Life.

PARANOTH'S PIQUET FENCE

100 points
Enchanted ltem

Paranath was a famens travelling mage, wiho trod every road ‘twixt
Cathay and Naggarond, Naturally, anly a particularly foolish
wizard wauld journey such roads without defences, so Paranoth wove
himself a sorcerous fence to defend his encampments whilst fie and his
conmpanions stept.

Paranoth's Piquet Fence can be activated at the start of any of
your turns. Choose a hill, marsh or forest within 12" of the
bearer. That terrain feature now counts as a building, as well as
its normal type. It retains any special rules associated with that
terrain feature’s type (Paranoth’s Piquet Fence doesn't stop you
from drowning in the marsh). If you've some fences, or other
suitable terrain features, placing them around the fenced-in
terrain feature is a fun reminder.

Units in the terrain feature that cannot occupy buildings arc
maoved out of and 1" away from it, in such a way that the unit
does not end up within 1" of another unit or impassable terrain,
by the shortest possible distance. If this is impossible, the unit is
removed as a casualty. Fach player moves his own units — roll-
off to see who starts, alternating from that point. Of those units
that remain, choose one — this umt is now considered to be
occupying the ‘building’. All other remaining units must then
be moved as described above.

Roll a D& at the start of each subsequent player turn. On the
roll of a 1, Paranoth’s Piquet Fence stops working and the
terrain feature returns to normal.

ROCKCHARMER'S FLUTE
Enchanted Item

100 points
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Anddrogast Gildheim was the first man in the Empire to master this
granite flute, but its origing lie hidden in the mists of time. Some say that
the Rockcharmer’s Flute was used to destray the old Dwarfen realns,
others that it sank the fabled realm of Sesdon. However, the most
papular tale concerns a drunken Halfling, the Rockcharmer’s Flute,

@ fug of [@mp oil, a plate of sansages and the accidental creation of the
Grey Momntaine. ..

Bound spell (power level 12). One use only. Choose a hill
within 12" of the bearer. Models on the hill each suffer a
Strength 4 hit. The hill then immediately moves 2D6" in a
direction of your choice (hills that are modelled onto the board
cannot move, though they do inflict hits as described earlier).
Surviving units are left behind with the same formation and
facing, as the hill ‘walks’ off.

Hills cannot move into impassable terrain, or be left so that
they balance on another terrain features in an unsightly way (as
discussed in guidance for summoning spells on page 33, except



that they will stop 1" away from any offending features rather
than be destroyed). If the hill moves, when its final position has
been determined, any model that would be underneath it, or
has been moved over by it, suffers a Strength 4 hit. Any
surviving units that would be underneath the hill are replaced
on top of the hill, with the same facing and formation.

WYSSAN'S WEIGHTED DICE
Enchanted Item

100 points

This set of weighted dice &5 one amongst many forged by Avctovian

Wassan orver the conrse of @ long and (unsurprisingly) swccessfiel wagering
career: At the bearer’s command, these skull-marked cubes play hguoc
with the laws of cansality; turning certamty into bleak misfortane,

One vse only. Wyssan's Weighted Dice are used at the start of
one of your turns. When used, the bearer chooses two numbers
from 1 to 6. For the remainder of the game turn, all dice rolls
of the first number are treated, in all respects, as a dice roll of
the second number. This applies to all dice rolls: yours, your
opponent’s and any ‘neutral’ rolls, such as for determining the
Winds of Magic and magical flux. It even includes single dice
rolled as part of a 216, 3136 and so on.

Wyssan's Weighted Dice are empowered as the owning player
gathers more of the storm of magic’s power.

* Presence: Immediately after Wyssan's Weighted Dice are
used, roll a D6. On a score of 6+ they can be used once
more later in the game.

* Equilibrium: As for Presence, however Wyssan's Weighted
IDice can be reused on a roll of 54,

* Dominance: As for Presence, however Wyssan's Weighted
Dice can be reused on a roll of 4+,

ARABYAN PUZZLEBOX
Arcane Item

250 points

This elegantly crafted container houses many hundreds of glittering
gemstones, each with the power io harness the Winds of Magic if used
i the corvect manner. Alas, the wser can never truly be sure that the
compartment he lias apened will contain the gems he needed.

During your Magic phase, the Arabyan Puzzlebox has an
effect based on the Winds of Magic roll. If the total rolled for
the Winds of Magic is an odd number, add D6 dice to your
power pool. If the total rolled for the Winds of Magic is an
even number, you can re-roll the D3 for Magical Flux.

The Arabyan Puzzlebox is empowered as the owning player
gathers more of the storm of magic’s power.

* Presence: If the roll for the Winds of Magic contains one or
more doubles, the bearer receives a casting bonus of +3 to
all spells this turn,

* Equilibrium: In addition to the Presence effect, if the roll
for the Winds of Magic contains one or more doubles, the
bearer’s characteristics are increased by D3 (to a maximum
of 10). Roll once and apply the result to all characteristics.

* Dominanece: In addition to the Presence and Equilibrium
effects, if the roll for the Winds of Magic contains one or
more doubles, the bearer’s spells (even Cataclysm spells) will
cause irresistible force and a miscast on a roll of any double.

BLACK BOOK OF IBN NAGGAZAR

Arcane Item

150 points
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Ibn Naggazar was a brilliant, if somewhat mansacal, Arabyan
saveever; Whilst it is unknown whether his madness sprang from
isolation, too many attempls at creating fntoxicating ‘elixirs’ or the
honeyed promises of whispering Dasmans, there can be no dowbt that
he was utterly insane. No rational wizard wonld create a book inked
out the skin of his closest family, much less constantly follow iis advice.

The Black Book of [bn Naggazar grants the bearer the
Loremaster (Death) and Loremaster (Shadow) special rules —
these spells replace any he already knows. However, a blood
sacrifice must be made whenever the bearer casts a spell from
either the Lore of Death or the Lore of Shadow.

Each time the bearer attempts to cast such a spell, make a
blaod sacrifice roll to see the number of victims claimed by the
baok. Roll a D3 — remove this number of models from the
caster’s unit as casualties, and add this many dice to the
bearer's casting attempt (this can take the number of dice used
beyond 6 and the total in the pool temporarily above 24). If
there are insufficient *volunteers’ for the sacrifice, the bearer is
also dragged into the book — he and his unit are removed as
casualties and the spell automatically fails. No saves of any kind
can be taken by models claimed by the book.

If the caster has not attempted to cast a spell from either the
Lore of Death or the Lore of Shadow by the end of each of his
Magic phases, he is devoured by the Daemons within the book

and removed as a casualty.

The Black Book of Ibn Naggazar is empowered as the owning
player gathers more of the storm of magic’s power,

* Presence: Roll a D6, rather than a D3, for blood sacrifice.
* Equilibrium: Roll 2D6, rather than a D3, for blood sacrifice.

» Dominance: Roll 3D6, rather than a D3, for blood sacrifice.
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BATTLES
BEYOND

REASON

When a storm of magic erupts,
it not only unbinds some of the
laws of nature, but also unleashes
sheer Chaos into the mortal realm.
This provides great scope to
adventurous players who are
looking to delve even further into
the kinds of tabletop game that
could happen when armies dare to
clash amidst the maelstrom.

This brief section talks about
making up your own Storm of
Magic scenarios and adding
different kinds of sorcerous
terrain into vour battles,




Start Slow, Build Big

The Storm of Magic scenarie
alveady provides quite a few
special rules and some truly
iitanie new spalls to 1y, so
players will already have a Jot
o thesy minds. Adding further
variety can make for really
enfayable (and crazily
memorable) battles, but be
carefnd not to bog your game
down with tow many additional
rades. A few simple twoists te
EXIILENG Scenarios, of & new
battle themed around the
tervatn or armies you have

for are aiming to build) will
give the best resnlfs,

INTO THE STORM!

When the Winds of Magic howl, who knows what madness will come sailing
in upon that unnatural gale? For a brief time the world will be suffused with
so much raw power that anything could happen...

Storm of Magic opens up endless new vistas of
gaming possibilities. The Storm of Magic
scenario presents all the fundamentals for
battling it out during a raging tempest of
magical power — introducing Arcane Fulerums,
Magical Flux, Wild Magic and so on. This
brief section is about further exploring the many
gaming opportunities presented by these great
storms that periodically sweep across the lands,

What if, during your battle, the sheer saturation
of enchanted energy from a storm of magic
caused unnatural phenomenon to happen?

Are you tactically able to confront not only

the enemy, but also newly risen and erupting
volcanoes or suddenly sentient and decidedly
hostile forests? What if, roused by the storm,

all manner of monsters join in the bloodletting,
eager to feed on anything they can catch. It will
take a mentally agile commander to control
Arcane Fulerums that shift in and out of reality,
blinking across the battlefield. These are strange
and unforeseen effects, but who truly knows
what can happen when raw Chaos is unleashed
upon the world?

ELEMENTS OF CHANGE

By altering a few key elements in a scenario, it
is possible to add a simple twist to an existing
battle or, with more substantial additions, to
design something entirely new. Below are some
of the elements you can alter to change a Storm
of Magic scenario. 2
Armies — Changing how armies are selected for
& game is an easy way to vary your battles and
could be as simple as modifying army selection
percentages. Think what being able to take up to
50% of your force total in Lords could do?
That's a lot of powerful Wizards that could join
vour battle! Likewise, an increase in the
allotment for Scrolls of Binding will allow for a
very different kind of game. A more radical
addition would be adding a third party toa
battle, some neutral force such as a special
monster or mad necromancer that will act
automatically to protect itself.

Battlefield — Special scenery 1s one of the most
visual ways to change a scenario. This could be a
special piece of terrain that serves as the game’s
sole objective, such as a famous Wizard’s Tower
like the Gargoyle Tower or the Ebon Tower of
Eternity, or it could be an entire setup — like a
battle that takes place on floating islands of clouds
or amidst rivers of magma. Some storms of magic
open up portals to the Realm of Chaos and who
knows what insanity might slip through to alter
your landscape! Later in this chapter are
examples of specific sorcerous terrain to try.

Scenario Special Rules — A scenario special
rule could account for anything your fevered
imagination can invent. The skies might rain
blood, Daemons might materialise along magical
fault lines or a man-eating mystical mist could
enshroud the battlefield, baring its fog-like
fangs. The most enjoyable special rules are
thematic to the game itself and force both
players to think and react, often altering their
style of play.

PUTTING IT ALLTOGETHER

Storm of Magic provides a framework of rules
and an evocative backdrop for your pames.
With some tweaking or outright inventing of
YOUr 0WIl, YOU can create your own never-seen-
before challenges, cater to your personal
miniature and terrain collections and really let
your imagination run wild.

Imagine creating your very own monster — some
mighty beast that opposing Wizards can attempt
to mind control and bind into service. Failure
means the creature will run amok or, worse, be
bound into the ranks of your foe! How about a
team of Skaven Warlock Engineers with their
claptrap doomsday weapon that is attempting to
channel the storm for their own nefarious
purpose? There are new spells to invent, ancient
Daemons fettered in mythic prisons waiting to
be set free by the storm’s fury and mysterious
temples whose statues come alive when the
correct magical lore is in ascendancy upon the
wayward and gusting Winds of Magic.







Any spare Wizard model can be
wsed to vepresent the Mad

Mage — in our case we've wsed
ihis cackling mad Necromancer

THE MAD MACE OF THE
DRAKWALD DOWNS

What happens when two armies converge upon a storm of magic only to
find that a powerful and quite deranged wizard is already on the scene
trying to absorb the arcane energy all for himself?

THE ARMIES

Each player chooses his force as per the Storm
of Magic scenario detailed on page 25.

THE BATTLEFIELD

A special Arcane Fulcrum is placed in the centre

of the board — this will be known as the Altar of
Madness. Players take it in turn to place
between four and six Citadel Woods (or forests
of a similar size) although none can be placed
within 12" of the Altar of Madness or within 6"
of each other.

DEPLOYMENT

Roll off to see which player picks which half of
the table they will deploy in. Their opponent will
df_'pin:.' in the other halll The plzl}'v:r that chose
his board half must deploy his entire army first
within 12" of his long table edge. He must also
place a single Arcane Fulcrum anywhere in his
OwWn dl,f[‘.llf])']"ﬂl:“[ zone. (.-}]'ll'.,l.: thl: ﬁl’.‘\'t p];l)-‘t:r ]'I"tﬂ
dt])l(?!ﬂ:d. ]-.Ii‘\ il]:'l:llJ!'H:n{ must Ei[} Iikt\'ﬁiﬁt’,
placing his models within 12" of his own long

IHITIL‘ l:dgf_' aﬂd a Ki“glc .-‘.jkrﬂ_'a“f ll'hlfruru
anywhere within his deployment zone. Scouts
are placed last, beginning with the player who
set up first,

FIRSTTURN

The player that set up second rolls a D6. Ona 6
he chooses who goes first. On a 1-5 the player
that set up first chooses who goes first.

GAME LENGTH

The battle will last for six turns or until a time
limit agreed by the players is reached.

VICTORY CONDITIONS

The \f'u:tur}' conditions for the game are
straightforward — at the end of the battle,
whoever controls the Altar of Madness is the
winner. Note, this could be either player or even
the Mad E\"l;igf himself. If no one controls the
Altar, the battle is a L'lm“-‘, athhuugh a player that
slays the Mad Mage earns bragging rights.

Moving Madness

Altfrongh the Altar of
Madness starts the batile
i the divect centre of the
battlefield, it will ot stay
there for fong. Be prepared

with & few anits to chase
the teleparting pylon across
the tabletop if needs be.

e —-._.—.__,_._——...____,_,_.-—-..__,_.—._,—-—
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| Not Too Close
Wy A wise plaver will keep in
niid that while e Mad
Mage is alive he will
always target the closest
wit. Unless you have a
decent chance of chavging
| the Mad Altar ta claim it
Jor yourself, a sound tactic
| A5 fo ensure thai it i yonr
: foe wha recesves the Mad
| Mage’s Invisible Fire of
| Tzeentch spall and nor
ane af Your emen rEgiments,
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SCENARIO SPECIAL RULES

This scenario uses all the :s}‘lucla! rules from the

P

Storm of Magic scenario (see page 25) and
additionally uses the Mad Mage and Altar of
Madness special rules (see right).

Mad Mage: With his name lost over ages of
insanity, this long corrupted Wizard has spent
his days wandering the Drakwald Downs in an
addled, but incessant search for a key to great
power... and it seems that he’s found it. The
Mad Mage starts the game rubbing his hands
together and cackling maniacally atop the Altar
of Madness. He has the following profile:
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Troop Type: Infantry (Character).

Magic: The Mad Mage is a Level 4 Wizard
and knows but a single spell — the Tnvisible Fire
of Tzeentch (see page 46). He automartically casts
this (with a total casting result of 20) at the start
of each and every Magic phase, unless he is in
combat when he cannot cast. He will always cast

the spell at the nearest visible target and both

players can attempt to dispel 1

playver whose turn it is) using e

power dice.

Equipment: Hand w eapon

Altar of Madness: The Alar of Madnessis a
special Arcane Fulcrum that gwves the Mad

pe {3an never

Mage his powers.

voluntarily leave cram, 5o, if he
is forced to for any reason, he w psomatically

die and be removed from play. So long 2s he

remains atop the Altar of Madness, the Mad
Mage has a 2+ ward save. If any other Wizard
:"i.wul:f mourit the Alar of Madness, mearirasa

normal Arcane Fulcrum,

Oversaturated with magic, the Alar of
Madness teleports. So long as the Mad Mage is
alive, at the start of each turn, the Altar of

Madness will teleport 2D6" in a2
direction. If this would cause the fulcrum to be
placed on, or within 1" of, a unit, a terrain
feature other than a hill, in impassable terrain,

or off the board, then increase or decrease the

scatter distance along its displacement vector by

the smallest amount NECESsary so that it doesn’t. Lovd Skrolk




REIGN OF MAGIC

Under the most intense deluges of magical energies, the world itself can
start to warp. As the laws of nature and the unreality of the Realm of Chaos
collide, the battlefield becomes an unstable and unpredictable place.

A commander can never know what will happen
under the swirling clouds of a storm of magic...

THE ARMIES

Each player chooses his force as per the Storm
of Magic scenario detailed on page 25.

THE BATTLEFIELD

The first things to set up ave the Arcane
Fulerums. Three Arcane Fulcrums are placed on
an imaginary centre line (see map below), the first
of which is in the exact middle of the table and
the flanking ones equidistant between the centre
point and a short table edge. After the Arcane
Fulerums are placed, set the rest of the battlefield
up as described in the Warhammer rulehook.

DEPLOYMENT

Roll off to see which player picks which half of
the table they will deploy in. The opponent will
deploy in the other half. Players then take it in
turn to place units on the table, using the
alternating units method of deployment as
described in the Warhammer rulebook. Units
may be placed anywhere in their deployment

FIRST TURN

Roll off after deployment. The player with the
highest result gets to choose whether to take
the first turn or not. The player who finished
deploying his army first adds + 1 to this roll.

GAME LENGTH

The battle will last for six turns or until a time
limit agreed by the players is reached, whichever
comes first,

VICTORY CONDITIONS

At the end of the game, the player who controls
the most Arcane Falcrums wins the battle.

If both players control the same number

of Arcane Fulerums at the end of the game, then
use the Victory Points method, as described in
the Warhammer rulebook, to determine the
result of the battle.

SCENARIO SPECIAL RULES

This scenario uses all of the special rules from
the Storm of Magie scenario (see page 25) in
addition to the Reign of Magic special rule
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during its raging tempests!




REIGN OF MAGIC

After determining Magical Flux, the player
whose turn it is rolls on the Reign of Magic
chart (below) and applies the results.

D6 Result

1 The Land is Alive! The landscape comes
alive, hills gnaw and trees sivike out... Any
unit on the battlefield within 6" of any
terrain feature (hills, walls, forests, rivers,
buildings etc.) takes 2D6 Strength 4 hits
with no armour saves allowed.

2  Green Glow of Madness. Morrslieh looms
overlarge, #is sickly glow suffusing the
fandscape. All units taken from armies
described as Forces of Destruction (see
Warhammer rulebook) or taken as Scrolls
of Binding gain Frenzy for the remainder
of the player turn,

3 Funnel of Doom. A vartex of swwirling
energy descends fraom the skies. Place the
small round template atop a randomly
chosen Fulcrum and then make a single
2D6" move in a random direction. All
models moved over or touched by the
template suffer a Strength 6 hit with no
armour saves allowed. In addition, after all
hits have been resolved, any Wizard
moved over or touched is sucked up and
removed as a casualty on a 16 roll of 5+,

5
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Eye of the Storm. The Winds of Magic are
inexplicably stilled, asis wind in the eye of a
hugrricane. Until the next Magic phase no
power dice are generated — do not roll any
dice for the Winds of Magic (this cancels
both Wild Magic and the usual 2Dg
power dice rolled ]13-‘ the L‘zi.‘iting piaycr}.
Spells that are cast automatically, or magic
items or special rules that generate power
dice, can be used as normal.

Born Anew. Dus ta time warp, magical
reinvigaration or _,n.:'r."mp.r divine mtervention,
one thought dead returns anew. The player
whose turn it is can return a single model
that has been slain. This can be a single
character (including his mount), infantry,
monstrous infantry, cavalry, monstrous
CE!"';J.II'!‘", SWArmm, war !_'F[,::.i.'\'T, monstrous
beast, monster, chariot, or war machine.
Models born anew enter the battlefield
from any point on any battlefield edge,
using the rules for reinforcements.
Ascendancy Rules. The ascendant Wind of
Magic bestows purest powwer: Any Wizard
using the ascendant lore, as determined by
Magical Flux, can re-roll a single casting
attempt until the start of the caster’s next
Magic phase and can re-roll the first
Miscast table roll in each turn so long as

]']ih' i{?-]'li 11:!1]&4;115 I!!J 'd:iL'C!!dﬂ]JC}.".

A
Storm of Many Eyes
Hurricanes and typhoons have
eves, that is, central points of
absofute calm, abour which

the tempest saoirls in one
divection. The highly chastic
stovaus of magic are far more
wnpredictable and might spin
like a mad top, grow outwards
in grear temtacles of destreiction,
ar collapse inwards wpon iself
There can be dozens of ‘eyes’, or
pockets of calm within the
macelstrom of a storm of magic,
ar conversely theve might be
weme al all,

Night Goblin Shaman.




Using Terrain

Torvatn turns your fﬂ&fr‘e‘uﬁ o
a battlefteld and provides a
setting for your games. Storm of
;1-{41‘.31:5' pames centre arotnd
Avcane Fulernms, but that
dlaest’t mean yoie can'’t aded mare
tervain fute the battle — some of
which can even connt as

additional filernms. n fact

i vou ave making up your oion
SCENGITos, Yor might want ta
create a gane based avonnd a
specific piece of tervain — say an

infamons Wizard's Toewer, a
ring of strange standing stones,
o whatever you happen fo have
i your collection,

e

SORCEROUS
' TERRAIN

Stray sorcerous energy has a tendency to be drawn to magical structures or
sanctums of the gods, often unleashing untold dangers in its wake, and in a

storm of magie, stray sorcery is rife.

Presented on the next few pages are some
cﬁptiona] rules to cover the altered character that
three terrain pieces — specifically, Wizard's
Towers, Sigmarite Shrines and Arcane Ruins —
could have in your Storm of Magic games.

—— ———

Sergeant Diénikan was unhappy. As ordered, he'd
advanced the Drakhammer Regiment to stand between

the odd little Celestiol Wizard and the advancing Orcs,

but he was far from comfortable being so distant from
the rest of the Talabecland army. Bad enough that half
of the Drakhammers were raw recruits, still unproven
on the battlefield, but even the veterans were
uncomfortable in the presence of the strange floating
tower over which the wizard fussed.

The first wave of greenskins marched into sight,

and Dénikan's mood further worsened — the
Drakhammers were clearly cutnumbered several times
over. He called up a warning to the wizard, but the
curious fellow was too engrossed in his studies to
notice, so Danikan relicved his frustrations by
beffowing at the Drakhammers to tighten their ranks.
As his men braced themseloes for the battle to come,
Dénikan tried once more to get the wizard's attention,
and was this time rewarded with a quernlous response.
‘Don’t fret so, sergeant,” the wizard called down fmm

his lofty perch. 'l assure you the matter is well in -'.‘rand *

Then he dropped his spectacles and vanished from
plew in an attempt to recover them.

The Ores were now so close that Danilan fancied he
could smell their fetid breath. Dénikan closed his eyes
briefly. He offered a prayer to Sigmar, asking for the
strength to fight the coming battle, and for a curse to
be placed upon fussy little wizards who had no place
on a battlefield — at least no place near Dénikan.

Then, split seconds before the Ore charge hit hame,

there was a cry of jubilation from atop the tower as the

The rules presented here are really just a
starting point. You should feel free to use them
as an inspiration to create your own eldritch
perils for the terrain pieces in your collection.
During a storm of magic, anything is possible!

wizard finished his enchantment. With an ear-splitting
boom, a glowing cerulean portal appeared a handful of
paces before the Drakhammers’ battle-worn standard.
Out from the depths of the portal charged an alabaster
chariot, its wheels sparking with lightning as the lions
that drew it bore down upon the Ores. '

The chariot struck the oncoming greenskins with
crushing force, trampling some, bowling others into the
air. The lions roared and snarled as they swatted and
mauled their dazed opponents, whilst from the chariot’s
fighting platform two Eloes, fair and terrible in their
battle raiment, swung their azes in glittering arcs to
sever limbs and heads. The Orcs could not hope to
stand before such an onslought and, as one, the
surcivors turned and fled back toward their own lines.

With the retreat of the greenskins, the Eloes looked
around at the battlefield in puzzlement, as if seeing it
clearly for the first time. But before they could react, the
swirling portal mooed to swallow them, leaving no trace
of the chariot’s passage save for the slain Orcs, and the
fact that Sergeant Dénikan was in a better mood than
he had been for days. ' didn’t know the Elves were
coming to help us,’ he called up to the wizard.

‘Nor did they,” came the reply. ‘Now, where are
my spectacles?”




ARCANE RUINS

The landscape of the Warhammer world is
littered with standing stones and monoliths -
the forgotten remnants of temples and towers
long lost. Yet magic has not entirely forsaken
these unhallowed places and even now hangs
heavy upon them.

MYSTERIOUS

In Storm of Magic games, Arcane Ruins retain
their normal rules, which are repeated here for
ease of reference:

Any Wizard within 6" of an Arcane Ruin can
choose to roll up to four dice when channelling,
rather than one. However, if three or more dice
come up as 6s, the Wizard must immediately
roll on the Miscast table.

However, when playing Storm of Magic games,
Arcane Ruins are also treated as mysterious
terrain, Who knows precisely what sorceries led
to their bleak and tumbled state, or what magics
in which the slumbering stones are steeped?

As soon as a unit moves to within 3" of the
Arcane Ruins, roll to determine the exact nature
Urthcir enchantment. These rules are
cumulative with the basic effect of the Arcane
Ruins described above.

Do Result

Nothing — not counting the horrible

—

stench, it’s a ‘normal’ Arcane Ruin,
Arcane Fulcrum.

Zone of Hellfire,

Thaumic Lodestone.

Font of Rejuvenation.

Ghostly Infestation.

oUW

ARCANE FULCRUM

This vuin still vetains a tie 1o the ancient leylines of

the land.

This Arcane Ruin is treated as an Arcane
Fulerum in all respects.

Z0ONE OF HELLFIRE
As the Wineds of Magic ebb and flow, these ruins
explode into fiery life.

General Purpose Terrain

When it comes to tervain, there
15 an advantage to scenery Hhat
s minlti-purpase i its uses. For
exaniple, the plastic Arcane
Kusns kit makes great looking
tervain and will work fine for
every ane of the Mysterions

If any doubles are rolled for the Winds of
Magie, all units within 3" of the Arcane Ruin
suffer 126 hits with a Strength equal to the

'|1ighc:sf double rolled. Tervain aptions groen fere.

THAUMIC LODESTONE

Long ago, these ruins were set to manipulate the
» : : ;
Winds of Magic, and so can they be wsed again,

Each player with at least one Wizard within 3"
of the Arcane Ruins can re-roll one of the D6
rolled to calculate the Winds of Magic,

FONT OF REJUVENATION

The stones of this ruin glow with life-giving energies.
2 & He-grving

Any unit within 3" of the Arcane Ruins has the
Regeneration {5+ special rule.

GHOSTLY INFESTATION

This vuin is the haunt of the cursed dead, whose
unearthly wails and caterwanls chill the very hearts

of those nearby.

Any unit within 3" of the Arcane Ruins suffers a

-1 penalty to its Leadership.




Strange Reflections

A Wizard's Tever tends to

be a fighly magical structure
that wwill absorb many of the
properties of ies cwner;

Far example, the tower of a
Necromancer will tend to be
mysterions, old and creaky —
covered in the fell symbols wsed
by thase versed in the aris of the
Undead, Conversely, the abode
aof an Chve Shaman fs likely 1o be
haphazardly angled and patched
together;, with oudely scrawled
symbols of Oreish poer

Wood Elf Spetlsinger:

WIZARD'S TOWERS

Many choose sorcery as a path to power.

Alas, such glories must be sought in solitude
lest the common folk take violent exception to
the wizard’s dabbling in the diabolical. Seo do
many Wizard’s Towers stand in isolated and
unwelcoming places, the better to ensure their
owner’s quictude and safety (though doubtless
not always his sanity).

TERRIBLY MYSTERIOUS

In Storm of Magic games, a Wizard’s Tower
retains its normal rules from the Warhammer
rulebook. However, when playing Storm of
Magic games, Wizard’s Towers are also treated
as mysterious terrain. The tower's original
owner might well have held a full inventory of
exactly what experiments and sorceries lurked
therein, but he’s probably long dead by now.
Furthermore, the billowing Winds of Magic
offer excellent opportunity for all manner of
familiars and homunculi to burst free of their
shacklements and wreak all kinds of havoc.

As soon as a unit enters (or deploys in) the
Wizard’s Tower, roll 2DD6 to determine the exact
nature of the providence or peril within. These
rules are cumulative with the basic effect of the
Wizard’s Tower.

Result =

2 Nothing — singing mice and dancing
broomsticks aside, it’s a ‘normal’
Wizard's Tower,

3 Arcane Fulcrum.

4 Cursed Library.

5 Seals of Scrying.

[ Arcane Armoury.

7 Ferocious Familiars,

8 Spectral Attendants.

9 Mutating Mirrors.

10 Blessed Library.

11 Poltergeists.

Portal of Screaming Death.

- — T i —— it

ARCANE FULCRUM

This tower is set at a crux point of leylines and
absorbs energy zz’un‘ng a itarm qf magic, power that a
skilled practitioner can easily put to use.

As long as the building is occupied only by a
single Wizard, it is treated as an Arcane
Fulerum in all respects. If other models are
within, the muddy thoughts of lesser mortals
prevent the Wizard from utilising the fulerum’s
full potential, and it is counted solely as a
Wizard's Tower.

CURSED LIBRARY

Books and tomes of a davk and blasphemons nature
hang heavy on all the many sheives herein, The
aminaus ara they exnde i 5o thick as to be a cloying
physical presence that corvodes metal and undoes
enchantments qf'wanﬁug.

All models from the Forces of Order
garrisoning or assaulting the Wizard’s Tower
suffer a -1 penalty to all armour saves and
cannot take ward or regeneration saves.

SEALS OF SCRYING

Invisible sentinels stand guard over this sorcerons
dwelling, divining that which intruders would wish
kept secret,

Immediately after one of your units garrisons
this building, all hidden information concerning
that unit (including magic items, concealed
characters, spells and upgrades — no exceptions,
even if the upgrade is not specifically listed
here) must be revealed to your opponent.

ARCANE ARMOURY

This tower is littered with countless armoires of
enchanted weaponry, theve for the taking by
whomsaever finds i, Though the magic contained in
these weapons lasis for only a shovt time outside the
tower’s confines, such a span 1s more than enough for
a band of determined warriors,

The first unit that garrisons this building receves
+1 To Hit, +1 To Wound and their Attacks are
considered to be magical for the remainder of the
game. Any unit that garrisons the building
thereafter arrives to find its riches already
plundered — treat the building as an ‘ordinary’
Wizard's Tower for the rest of the game.



FEROCIOUS FAMILIARS

A hast of tiny but vicious and needle-toothed
Jamiliars duwell within this tower: Though not brave
enough to attack divectly, these mischevious imps
sap at ankles, feer and shins when the apponent’s
attention is elvewhere, befave scurvying away to hide

belind the pockmarked wainscoting.

Any unit assaulting or defending the Wizard’s
Tower suffers 3D6 Strength 1 hits, resolved
simultaneously with Impact Hits.

SPECTRAL ATTENDANTS

Ethereal watchmen stand sentry over this particular
Wizard'’s Tower, attacking all who wonld wish the
OECHPANLS harm.

Any unit assaulting the Wizard’s Tower suffers
2D6 Strength 3 Attacks, resolved at Weapon
Skill and Initiative 3, in addition to any Attacks
made by the defenders.

MUTATING MIRRORS

The walls of the twwer ave lined with distorting
mirvors, somewhat akin to those found in a
travelling carnival, with one important exception:
these mirrors distort veality, not mevely its veflection.
Thase who enter this glittering maze find theiv forms
irvevocably alteved. Na vhyme or veason drives this
transmutation, it is governed solely by the wizardly
whims of the malefic mivrars,

Immediately, after one of your units garrisons this
building, and at the start of every turn they are in
the building thereafter, roll on the following table
to find out exactly what physical changes the
mirrors have wrought,

D6 Result

1 Bulk and Brawn. All models in the unit
have +1 Strength and +1 Toughness.

2 Tired and Timid. All models in the unit
have -1 Initiative and -1 Leadership.

3 Slow but Sly. All models in the unit have
-1 Movement and + 1 Initiative,

4 Skilled but Sickly. All models in the unt
have +1 Weapon Skill and -1 Toughness.

5  Frail but Full-hearted. All models in the
unit have -1 Strength and +1
Leadership.

6 Fumbling and Frail. All models in the
unit have -1 Weapon Skill and -1 Strength.

All bonuses and penalties are cumulative and last
for the remainder of the game.

Tapestry and scripture laid down by beneficent and
maghanimons gods line these walls.

All models from the Forces of Destruction
garrisoning or assaulting the Wizard's Tower
suffer a -1 penalty to all armour saves and
cannot take ward or regeneration saves.

POLTERGEISTS
Unguiet spivits lurk within this towes;, and will
violently attack anyone foolish enough to enter:

Ingmediately after one of your units garrisons
this building, and at the start of every turn it is
in the building thereafter, it suffers D6 Strength
4 hits to represent the barrage of broken
furniture flung by the poltergeists.

PORTAL OF SCREAMING DEATH
This fusides of this tower ave not lined with stone,
wood or tanned flesh, but swirling magical energy
that casts any entrant into sorcerous oblivion.

Any unit that garrisons this building is removed
from play as a casualty.

Risk Versus Reward?

As svath all Mysterions Tarrain
there are potential ricks and
vewwards for entering a Wizard's
Tenwer: Some results can be
pame-winners — such as the
Arcane Fulerum, or at the leasi
affer fantastic wnit upgrades,
tike the Arcane Armoniry. Other
vestlts are dangerows, such as
Ferocious Familiars or
Poltergeists — even move so if
your Wizard isn't in a wnit. The
mere passibility of discovering a
Portal of Screaming Death,
horwever, showld make any
player a bit nervons about
entering such a structure!




Your Own Temple

A prece of tervain fo represent @
shrinie, temple or holy site for
Sour army is @ great addition ta
any Warhammer player’s
fervam collection and can
Become a cemtrepiece for any
army. If your force does not
have a shrime listed i the
Ineffably Mysterious secrion
Hhem you can ither appropriate
the szt of rules that best fit your
armey 't deity, of; Witk your
spposent’s comsont, make up
your oTom FIles.

Sksvem Grey Seer:

Beasiman Grear Bray-Shaman.

SIGMARITE SHRINES

Many a Sigmarite Shrine has been the victim of
a campaigning army, its altar smashed, its
sanctums defiled and its gmund reconsecrated
to some blasphemous deity. Some shrines are
eventually reclaimed by Sigmar's followers, but
some are claimed by adherents of another of the
Empire’s faiths. As a result, it’s often not
immediately obvious to which god a shrine is
currently dedicated. This doesn’t normally
matter a great deal, but during a storm of magic
the gods pay much greater attention to those
who trespass upon their holy ground.

Nao matter how derelict a Sigmarite Shrine may
be, some trace of its power remains. It therefore
retains its normal rules, repeated here for ease
of reference:

Any models belonging to an army from
the Forces of Destruction re-roll successful
ward saves if they are within 6" of the
Sigmarite Shrine.

INEFFABLY MYSTERIOUS

Additionally, the first time any unit enters {(or
deploys in) the shrine, roll 2D6 to determine the
deity to which it is now dedicated, and the
*blessing’ that unit receives. All blessings apply
to the unit and any characters in it, unless
otherwise stated. Any units that enter the Shrine
thereafter are unaffected.

=
=

Result

Gork (or possibly Mork).

The Horned Rat.

Ulric, God of Walves, War & Winter,
Grandfather Nurgle.

Slaanesh, Prince of Chaos.

Sigmar, Warrior God of the Empire.
Tzeentch, Changer of Ways.

9 Khorne, Lord of Battles.

10 Morr, Guardian of the Dead.

11 The Lady of the Lake.

12 Ranald, Patron of Tricksters.
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GORK (OR POSSIBLY MORK)
The greenskin gods (but especially Gork) veward the
Sightrest of fighters by making them even fightier:

All models in the unit immediately get +1
Strength and + 1 Weapon Skill.

THE GREAT HORNED RAT

Amy warriors who swrvive the battle will evince
rodent-like traits in the weeks to come, but 1t's too
late to worry about that. . .

All models in the unit immediately get +1
Movement and +1 Initiative.

ULRIC, GOD OF WOLVES,

WAR AND WINTER

Ulric espouses the might of the warrioy and these
wha enter his domain are thus blessed,

If the unit is from the Forces of Order, any
champions and characters in the unit
immediately get +1 Weapon Skill, + 1 Strength
and +1 Attack.

GRANDFATHER NURGLE

Those who enter Nurgle’s holy ground receive his

Sulsome gifts, and the survivors are hardier for it

Every model in the unit immediately takes a
Toughness test. All models that fail the test are
removed as casualties. All models that pass the test
have +1 Toughness.

SLAANESH. PRINCE OF CHAOS

The falivwers of Slaanesh have claimed this fallen
shrene as their own, and the blessings of their god are
wupon any whe enfer:

The unit gains the Stupidity and Immune to
Psychology special rules.

SIGMAR, WARRIOR GOD OF

THE EMPIRE

This shrine still stands in dedicarion to Sigmar, and

valonr fills the hearts of those righteons warriors

wha fight on Sigmar’s closen ground, |

If the unit is from the Forces of Order, it gains
the Stubborn special rule.

TZEENTCH. CHANGER OF WAYS
Fortune smiles upon those blessed by Treenteh. At
least 1t does somettmes,

Moedels in the unit immediately get a 4+ ward
save. However, for every ward save the unit
fails, it suffers an extra Wound with no armour
saves allowed.




KHORNE, THE BLOOD GOD
15 Enoww the favour of Khorue is to know rage
unbridied and unbound.

The unit gains the Frenzy special rule.

MORR, GUARDIAN OF THE DEAD
Those under the protection of Mory do not fear
death. Those alveady dead will be veleased from
theiy sorcerons shackies,

The unit zmlmlmﬁc:'.l]]y passes I..titd(‘l"ﬁhi.P tests
caused by Fear and Terror until the end of the
game. A Vampire Counts or Tomb Kings unit
that enters the building immediately suffers
3D6 Wounds with no armour saves allowed.
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THE LADY OF THE LAKE
Some wayward Questing Knight has converted this
shiine to his dveary aguatic goddess, instead of
restaring it ta its former glory!

If the unit is Bretonnian it gains the
Unbreakable special rule whilst within the
shrine. If the unit is an Empire unit, it gains the
Hatred ( Bretonnia)) F.]u:cizll‘ rule until the end of
the game, and will be really, really angry for

S0me I','f]ﬂ:iii,!l;l':il'lltf fi]]'u: Th('l'f,::ﬂ‘-h.'l'.

RANALD, PATRON

OF TRICKSTERS

There is no Blesstng to be found herein. However,
even small shrines to Ranald ave veritable mazes,
and these who enier have a difficult time in feaving

When the unit attempts to abandon the shrine,
it must first roll 2 44 on a D&, or else be forced
to remain within, If this dice roll is failed by a
unit fleeing from combat, then the unit is

TCImoy 'L‘d ds L'HHLlEiil.iL‘H.

New Scenarios

With a sterm of magic’s facus on
magical levlines and nexus
POInES, 1805 easy to envision such
tempests being draton towards
especially areane grounds.

For thase players who-enfoy

ore 'r'e.f,r':l,rg Hhete oron scenariog the
possibifities ave endless, mixing
in all the Arcane Architecture
and otfer tevvain vides from the
Warkammer rulebook, Imagine
Dywiirfs hunkering down fnside
their Brewhouse to weather the
teampest? Or a storm’s epicentre
revelving avoind 6 Hawnted
Mansion that is survounded by
a Blood Forest?




Chaos Soveever,

For this battle, these Arcane Ruins were
alse a Thaumic Lodestone — so the Chans

The legends of Algard, the renowned Grey
Wizard, are rife with half truths and fictitious
tales, not surprising perhaps, for a practitioner
of the Lore of Shadow. However, one enduring
myth turned out to be true — Algard had
archived his collection of eldritch tomes into a
fastness so well protected that it no longer truly
existed on the mortal plane. Only Algard knew
how to summon his keep and its treasures,

but this secret was lost with his disappearance.

Such is the haphazard nature of the Realm of
Chaos that now and again, during times when
the Winds of Magic blow maost strongly,
Algard’s towers reappear, materialising beneath
the storm-blackened and unnatural skies.

TOWERS OF SCREAMING DEATH

Sensing the presence of the arcane trove amidst
the storm, the dreaded Chaos Sorcerer
Mortabulous led his army and a host of
monsters into the Empire to plunder the
magical hoard. An army from Talabecland
gathered beneath the storm to defend their land,
well supported by a strong contingent of Battle
Wizards from the Colleges of Magic in Altdorf.

RECREATING THE BATTLE

By adding sorcerous terrain and a few scenario
rules, this Storm of Mag‘lc battle turned into a
gaming event. To reflect the importance of the
Towers of Screaming Death, winning the game
required holding the majority of the various
buildings that made up the tower complex.

The Chaas farces start the battle in control of two

A pasy of Hellcannons ave set up on a
hill to sffer lang-vanged five suppart,

Sarcerer within gained many advantages.

L Rather than treas the
Travers of Screaming Death
as a single large burlding

it 45 treated s several

Jeparale stractures.

B The Enipive beging the
Batle in coniral of the Trvers
of Sereaming Death. War
macitines man the walls clhile
Wizards seour the edifice in

seayel @I" arcane fems

C Dhis buitding is 2
Wizard's Tinger; infested with
Spectral Attendanss,

D The forees of Chass launch
a I\E.E,bj‘-?)”\’:ﬂg.?ﬂr ascandt on an
Amicthyst Wizard A bound
Chimera attacks while a
Sorcerer of Tzeentcl coaits to
seize the Avcane Fiderum oy

perﬁ.wps sarl a .Magﬁm‘ Died.

and Equilibrivm-level Cataclysm spells.

Arcane Fulcrums and w0 ave able to use Presence









ACALLTO
MONSTERS

The world is a dangerous place,
for the lands are beset with all
manner of fantastic beasts,
whether they hunt alone or in
feral packs. These terrible, vet
awe-inspiring monsters are a
constant threat to the settlements
and armies of every realm. Yer
when a storm of magic unleashes
its eldritch energies, these mighty
ereatures can turn from ultimate
menace into unexpected servants.

As armies muster and do battle for

supremacy beneath a sky full of
magical turmoil, they are joined by
hulking monstrosities and beasts of
legend. So do the clashing titans
join the fray — their roars joining
the eacophony of the storm.




MONSTERS

When a storm of magic breaks, it isn't merely battlefield sorcery that
increases in power. All manner of spells and ritual texts that have lain
dormant for decades suddenly crackle into vibrant life, eager to have their
power unleashed upon the unsuspecting world! Chief amongst these
sorcerous artefacts are Kadon’s Scrolls of Binding - ancient seriptures
that allow a wizard to shackle other ereatures to his will.

SCROLLS OF BINDING

Each Scroll of Binding was crafted with a
particular beast in mind, and cannot be used

to control different kinds of creatures. It is
unknown whether this is a constraint of design,
or is simply because the magic involved in their
seribing 1s too fickle.

Ewven with their limitations, the Scrolls of
Binding are prized throughout the many realms
of the world. They are a vanishing resource, for
Kadon has been presumed dead for many
thousands of years, and no wizard since has
quite managed to equal his aptitude.

CHOOSING SCROLLS

OF BINDING

In dire times, the ability to augment your army’s
might with that of some monstrous thralls is
without price. Bound monsters give access to
creatures and abilities beyond the norm, and
present all manner of exciting new tactical
opportunities for a canny general to exploit.

In games of Storm of Magic, you have a
Monsters and Magic allowance which enables
you to spend points on Mythic Artefacts,

Yacts or Scrolls of Binding. Each Scroll of
Binding allows you to include one unit of
bound monsters in your army. There are
dozens to choose from in this book alone,
but if you're finding this selection too limiting,
you'll find plenty more presented in Games
Workshop's magazine, White Dwarf, and on
our website:

www.games-workshop.com

It should be noted that the ‘monster’ part of
‘bound monster’ does not necessarily mean that
the unit in question has the troop type: monster.
Rather, it means that the creature in question is
regarded as a monster, insofar as it is a hornble
beastie as likely to swallow you whole as to pull
your arms and legs out of their sockets. All
Scrolls of Binding have the correct troop type
clearly presented.



BOUND MONSTERS
AND YOUR ARMY
Onee chosen, bound monsters are considered to
be part of your army for all intents and
purposes. The only exceptions are that bound
monster characters cannot ever join your other
units, and your characters cannot ever join units
of bound monsters.

POINTS VALUE

Every Scroll of Binding has a point value that
tells you how much of vour Monsters and
Magic points allowance it will take up.
Sometimes this points value will be increased,
either by increasing the size of the unit, or
buying options for the monster in question,

UNIT SIZE

Most of the bound monsters are large,
cantankerous creatures who operate as
individuals. Others are more accustomed to
fighting in groups. If a Scroll of Binding’s unit
size is 1, then you can take only one creature of
that kind in the unit. If the Scroll of Binding's
unit size is a range, for example 1-5, the unit
must be between 1 and 5 models in size, paying
the points cost shown for each model in the unit,

EQUIPMENT

This is where you'll find the creature’s
equipment — normally some combination of
claws, teeth, talons and vicious temperament
(all of which we count as a hand weapon).

TROOPTYPE

Every Scroll of Binding unit has a troop type,
and follows the appropriate rules presented in
the Warhammer rulebook.

MAGIC

Some creatures are Wizards and can cast spells.
Where this is the case, their Wizard level (as
well as the magic lore they use) will be presented
on the Scroll of Binding.

A =

BOUND MONSTER LIMIT

You can take a maximum of 2 of each Scroll

of Binding in a standard army, and 4 of each
Scroll of Binding in a grand army — this is called
the Bound Monster Limit. This represents the
fact that only the very largest of armics would
have access to several copies of the same Scroll
of Binding.

SPECIAL RULES

If the unit has any special rules, be they
‘commen’ special rules from the Warhammer
rulebook or rules unique to the unit in question,
they will be listed here.

OPTIONS

Many Scrolls of Binding have options that let
vou customise the unit’s battlefield abilities.
You're free to model and paint your creatures to
represent these upgrades (or not) as you see fir.
However, before the game begins, you must
inform your opponent of any and all options
ygu've bought for your creatures— we can
assume that some accomplished monster hunter
in the enemy ranks is canny enough to spot
these details. Where the Scroll of Binding allows
you to take a unit of more than one creature, all
models in the unit must have the same options,
and you must pay the points cost of the option

for each model.

MAGIC ITEMS

A handful of Scrolls of Binding also detail the
magic items carried by the creature in question.
Unless otherwise stated, these magic items
follow all the usual rules for their type, as
detailed in the Warhammer rulebook.
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The rcason that Kadon
succeeded in binding
monsters where other mages
failed was 2 simple one: rather
than attempting to suppress
his catspaw's primal instincts,
Kadon embraced it. Kadon's
scrolls of binding therefore
stand in testament fo a0
uncomfortable truth: that 2
primitive mind might work
wonders where the careful
reasoning of 2 more
sophisticated onc would surcly
fail. This thought is
uncomfortable for any Elfto
entertain but, if Ulthuan is to
endure, its loremasters can no
longer underestimate the
magic of humans simply
because the humans
themselves are inferior”
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DIVERGENT ORIGINS

Many of the creatures on the Scrolls of Binding are also present
in one or more of the Warhammer army books (although many
are present as character mounts, rather than autonomous critters
in their own right). Creatures chosen as part of your main army
do not count towards the Bound Monster Limit — only those
chosen from the Monsters and Magic allowance points do,

Fir example, High Elves have the option to take Great Eagles as Rare
chaices, as presented in their Warhanmer army book, In games of Storm
of Magic, they can take more Great Fagles as part of their Monsters and
Magic allowance. The fact that they've chosen Great Fagles from their
Rave choices doesn’t prevent them from binding more into their service,

You might occasionally find that the special rules, characteristic
profile and/or points values presented on the Scroll of Binding
are different to the ones in 2 Warhammer army book. Where
this happens, always use the rules given in the place where you
have bought the models from. This might sometimes lead to
two similar units in your army having subtly different rules, but
this is fine as we can assume wild or bound monsters will be
slightly different to those trained to fight in an army.

For example, in the Warviors of Chass army book, Dragon Ogres have
the Wall of Chaus special rule, but they do not on the Seroll of Binding
in this volume. If a Warriors of Chaos army includes tawe units of
Dragon Ogres, one from the army book, and one from the Scroll of
Bindiug, then the fivst wnit benefits from the Will of Chaos special vule,
whilst the other doesw’t (in this case the first wnit is move disciplined).

r_.f'-} e e e i =

. CHOMP AND TAIL ATTACKS

Some Scrolls of Binding present options that grant Tail Attacks,
Chomp Attacks or modify how a model’s Stomp works.

A model with a Chomp Attack has an additional Attack to the
one shown on its profile. This Attack should be rolled for
separately, or with a different coloured dice, as the option that
granted the Chomp Attack will often also give that Chomp
Attack further special rules. Additionally, a Chomp Attack always
receives a bonus of +1 To Hit against models with the Large
Target special rule, on account of it being much easier to take a
bite out of bigger enemies!

Tail Attacks are much like Chomp Attacks in that they grant the
model an additional Attack that should be rolled for separately
(so a model with both a Chomp and a Tail Attack would have a
total of +2 Attacks). A Tail Attack receives a bonus of +1 To
Hit against models fighting to the creature’s rear — they’re much
casier for the tail to get to grips with!

If the model's Attacks are normally subject to a special rule such
as Poison or Killing Blow, then this rule also applies to the Tail
and Chomp Attacks.
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CHIMERA

The three-headed Chimera is one of the most fearsonte of
 all children of Chaos, a beast whose progenitors were so
‘ warped that it is now impossible to say what manner of

creatures they might have been. Regardless of their exact

form, ail Chimerae share a savage and unpredictable nature %
' that makes them easily the worst of all chance encounters, z
I : i
1f For much of the time, when the Winds of Magic are at 1

i relativefy low ebb, Chimerae are rare and seldom seen — eoen
' in the frozen northlands. There might be tales of such beasts
guarding mountain passes, lurking in the black depths of
the Drakwald or having been pressed into serice as mounts
by favoured Champions of Chaos, but most such reports
are eoentually discovered to have confused the Chimera
with some other creature of Chaos, such as the Manticore.
Some scholars have postulated that in times of magical

dearth, Chimerae simply abandon the mortal plane
altogether, to instead hunt prey through the rich and
sarcerous fields of the Realm of Chaos. Others belicve that
Chimerae are not creatures of flesh and blood at all, but
rather monsters called into being only when the Winds of
Magic are at their most fulsome — savage emissaries sent by
the darkest of the Dark Gods. Regardless of where the truth
lies, none can arque that when a storm of magic bursts, the
tri-throated roars of hunting Chimerae are never far behind.

; MWS BSS T W I ALd Troop Type Unit Size Points
| Chimera 6 4 0 6 5 4 2 6 5  Monster 1 175
SPECIALRULES: OPTIONS:
Fly, Large Target, May take any of the following: o
Terror. N ENOINON S CMEE & S O S e R S e S B s L e D e R 15 points ﬂl
Grants the Chimera the Poisoned Attacks special rule. 1
* Iron Hard Skin ..... e ek e R L R 25 points I
Grants the Chimera the Scaly Skin (4+) special rule.
* Flaming Breath ..................... S Rt s R i R s S P S P 30 points

Grants the Chimera a Strength 4 Breath Weapon with the Flaming Attacks special rule.

May take one of the following:

Filgebadail st s et T S e PN AN A o S LTS T 15 points
Grants the Chimera 1 Tail Attack.

* e R R LN e e e R R e e e Y S e 30 points
Grants the Chimera a Tail Attack with the Random Attacks (D3) special rule,

& May take one of the following:

V& NN I i e S T R R T A e e i e e 15 points
% : Girants the Chimera 1 Chomp Attack. ;
¢ Rending Fangs .................. e e e ey i 20 points
Grants the Chimera 1 Chomp Attack with the Armour Pi::rcing special rule. < o ]
o e )
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Like many of the world's monsters, Manticores are born
amid the swirling energies of the Chaos Wastes. Some still
roam the changing lands, although most Manticores fly

south to less ruinous climes. So it is that the northern

. mountain ranges of the world have become the hunting
grounds for Manticores beyond counting.

Even for creatures of Chaos, Manticores are particularly
feracious, possessed of an innate stubbornness that propels
\them to fight for their territory against even the most
' ouerpowering odds. Be the interloper a Great Eagle, Griffon
_areoen an Emperor Dragan, the Manticore's response is
always the same: to launch itself roaring into a bloody and
.\ brural conflict from which there can be but a single victor.
The fact that this victor is almost always the Manticore
(providing the enemy isn't too much larger) stands as
harrowing testament to its savagery and determination.

Oddly perhaps, for such a vicious and ill-tempered beast,
the Manticore has become a common heraldic device in the
Old World. This is not to say that a great many Monticores
are encountered in the lands of Bretonnia, Tilea and Estalia
—nor thot a great many are slain there. Its prevalence upon
shield and banner is merely an indication that many nobles,
having heard tales of the beast's legendary battle-protwess
and resolve, simply wish to be associated with it. That most
such men would run screaming in terror should they

i encounter a real life Manticare is normally left unspoken.

—— e i L
“The rage of a Manticore is ]cg:ndary and to behold such a
creature in its wrath is nothing short of awe-inspiring. Its
roar alone can cause warriors to flec the battlefichd.”
Korhil, Captain of the White Lions

D s o — e ——

MWS BS 8 T W I A ILd 'l‘roup.'l'ype Unit Size
| Manticore [ | S S SRR Monster 1
SPECIAL RULES: OPTIONS:
Fly, Killing Blow, Ma}' take any of the following:
Large Target, Terror. CE T O T e e R e e e L S A el e e e e
Crants the Manticore 1 Tail Attack.
&R e dm e BN Es o e e R R e e e e s
Csrants the Manticore 1 Chomp Attack with the Armour Piercing special rule:
e hron Hard Skaim ol s s e i Ul e B T L

Gerants the Manticore the Scaly Skin (4+) special rule.
* Bloodrage
Grants the Manticore the Frenzy and Hatred special rules.



i % Despite being large ond monstrous creatures, Griffons have
1‘ § | repufations as noble beasts. This is in part due to their proud
vi- " and regal bearing — Griffons are not ravenous and frenetic

(R ¥ hillers as are Manticores. Instead a Griffon strikes with swift
. and precise grace, its cvery motion poised and controlled. Yet
this elegance in no way undermines its deadliness, for a
Griffon is more than capable of using its powerful talons
and razor sharp bealk to rip a foe apart. Skilled and efficient
ﬁ_gh-!c!sr Griffons do not kill indiscriminately, afthough they
show no reluctance when hunting or protecting their

}‘ tervitory. They are fierce and merciless, but never cruel,

- Griffons can be ranked amongst the most intelligent of
r':? beasts. If captured relatively young and subjected to suitable
training, they make for incredibly loyal mounts, and can even
be taught to obey and even anticipate a wide range of
commands. So has the Griffon become the steed of choice
for many great heraes across Ulthuan and the Old World.
Deathclaw, the Emperor Karl Franz's Griffon, is legendary
for his dedication to his master, and many Elector Counts
ean boast of a Griffon in their menageries.

\ Feral Griffons are canny creatures and ezpert hunters, able

‘_" to anticipate their prey's every mave. Once a likely target has

been spotted, a Griffon will relentlessly stalk it, waiting days

I if need be for the correct moment to strike. The ear-splitting
" shriek of a diving Griffon is highly feared and has been

. known to send entire armies ducking for cover, lest one of

their number be the beast's chasen quarry. In their own

language, the High Elcen word for Griffon can also

transiate as ‘savage perfection’, which aptly captures the

creature’s deadly grace.

Fin - -
MWS BS 8 T W I ALd Troop Tipe Unit Size Points
Griffon (TR R eyl e, SR Manster 1 150
. SPECIAL RULES:  OPTIONS:
" Fly, Large Target, May take any of the following:
. Terror. B B B e e e L L e Ll SRR s 15 points
Grants the Griffon 1 Tail Attack. .--
s Shrike Faloma o . d i e i S e T e e i s S e B 15 points |
Grants the Griffon + 1 Strength on a turn in which it charges.
SRR ealc s e R e e i e e D e 20 points
Grants the Griffon 1 Chomp Attack with no armour saves allowed.
b T e Bl e L e et 20 points
Grants the Griffon the Always Strikes First special rule.
O b o T T e B R e e L e e e PRSI e e 23 points

Units in base contact with the Griffon must roll an additional 1D6 for Leadership tests caused by
Fear or Terror and discard the lowest result.
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Ji\,% ' Grants the Hippogryph the Frenzy and Hatred special rules.

HIPPOGRYPH

Hippogryphs inhabit the upper reaches of the Grey
Mountains, occasionally prowling the green lands below for
sheep and cattle, although they also hunt Men, Ores or any
creature that can't hide quickly enough. Hippogryphs are
savage and atteck with littlhe or no provocation. When
roused, Hippogryphs are almost berserk in their rechless
fuiry, and only tearing their foe to ribbons of flesh will sate
their aggression. In this manner, a Hippogryph will destroy
an entire herd of animals, wantonly slaughtering every beast
in sight. They are unrelentingly territorial and will fight to
the death agoinst any creature that strays into their chosen
domain - so it is of little surprise that Hippogryphs tend to
give each other a wide berth. When Hippogryphs do meet,
they are likely to come to blows, typically in a ciolent and
bloody battle that will last until the death of ore or both
creatures. It is certain that neither Hippogryph will
voluntarily back down or retreat.

The Hippogryph possesses ferocious instinct, rather than
fearsome intellect, Whilst hunting, its uncomplicated mind
naturally assumes that a prey out of sight is a prey that has
somehow evaded it forever. Thus a Hippogryph incoitably
prefers to swifely close the distance between itself and its
chosen prey before there is even a chance of escape. Victims
that do elude a Hippogryph are quickly forgotten and the
beast will look elsewhere for more immediate gratification.

The Hippogryph's famed ferocity ensures that such a
creature is often a wizard s first choice os a bound servant.
After all, once the creature is enraged and omidst the
enemy’s ranks, what matter if the binding magie fails?

MWS BS § TW I A Ld Troop Tipe Unit Size Points 2
Hinpogryph B 4 05 5 4 4 4 8 Monster l 140 ||
SPECIAL RULES: OPTIONS: |
Fh, Large Target, May take any of the following: . '
Terror. s Shredding Talonis. i s e e S T 10 points
Grants the Hippogryph the Armour Piercing special rule. |
& mereated Maw i o i e s e R A e e e S e s B 20 points !
Grants the Hippogryph 1 Chomp Attack with the Multiple “Ul.ll'ldb {2) special rule.
s Hercely Terrdtomial.. e oo e v e o e A A T A M e i e IR 25 points

Grants the Hippogryph the Stubborn special rule. However, the Hippogryph is never allowed
to pursue a fleeing enemy, even if it also has Frenay.

LB T U et SUpC LIS S e Su e e S S e e L e e S 25 points oy
Grants the Hippogryph the Devastating Charge special rule and +1 Strength on a turn in

which it charges. i
sHlondrago: 00 oot Son a L e e e R A A AARRE 40 points




L_Hydms are restless and aggressive beasts, seldom sleeping

. and almost always on the hunt for prey. The Hydra is o
deathly silent hunter — an unusual trait in something so
large and vicious — and can track quarry across all manner
of terrain without once giving itself away. Unfortunately,
this subtlety Is abondoned the moment the Hydra comes
within striking distance, so a quick-witted prey can often
escape if it reacts the moment the roaring begins.

All Hydras are ill-tempered and solitary creatures that lair
underground, favouring dark caves or noisome pits. Hydras
are widespread and can be found stalking the slopes of the
Worlds Edge Mountains or hunting the ashen wastes of the
Dark Lands. The multi-headed monstrosities are especially
numerous beneath the Black Spine and Iron Mountains in
Naggaroth. The Dark Elf Beastmasters of that lond have
learned to capture and breed these enormous reptiles,
calling them War Hydras and dricing them into battle,
controlling the beasts with sharp goads and cruel whips.

A Hydra will attack any creature that dores confront it, the
many heads striking out to delioer vicious bites while the
beast moves forward, using its bulk to crush opponents.
The multiple-headed monsters are also known to coil their
serpentine necks around larger prey, constricting them,

as do the giant snakes of the jungle lands. In addition to
belching out a smoky flame, Hydras also have the ability to
rapidly heal any wounds that manage to penetrate their
thick scales, even regrowing a severed head ~ a new one
pushing itself outwards from the stump to rejoin its fellows.

{ MWS BS S8 T W 1 A Ld ‘Troop Tipe Unit Size Points ."!
! Hydma 6 ke QRS ST T 6 Sionster I 220 B
. lf
. SPECIAL RULES: OPTIONS:
¢ Large Target, May take any of the following:
Regeneration, I I\ T (o e T e R B e S S e 20 points
Scaly Skin (44 ). Grants the Hydra | Chomp Attack with the Poisoned Attacks special rule. 4
Terror. B DI VEIIOII . s e W g TR Mot b Te e p s A T o I It 15 points '%
The Hydra loses its Breath Weapon, but gains a shooting attack that hits automatically and has the i
Fiery Breath: Hydras following profile:
have a Breath Weapon
with the Flaming Range Str Special Rules
Attacks special rule. 3! i Multiple Shots (*), Quick to Fire

The Strength of this

Breath Weapon is * The Strength and Multiple Shots value of this Attack is egual to the Hydra's remaining number-of Wonndls,

equal to the Hydra's
_remaining Wounds.
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Harpies are vicious and spiteful, displaying only the
meanest glimmerings of intelligence and, even then, only to
. malicious purpose. Innately cowardly creatures, Harpies
band together in great shyborne flochs, which roam high
above the mountainsides and valleys in search of prey
defenceless enough to risk attacking.

& Hoarpies care little where their next meal comes from and will
|': as happily steal eqgs from a Great Eagle’s nest as raid
. farmsteads for cattle, isolated villages for the old and infirm
& o bartlefields for meagre scraps of flesh from spent
corpses. This is not to say Harpies will not attack larger or
I_' Better-armed creatures than themselves, but it can take many
hours for the flock to work up sufficient courage to put
themselves at rish. If the flock considers the advantage of
numébers o be on their side, they will descend to the fray,
screeching and howling as their claws tear at the
. beleaguered foe. Yet there is no foyalty in such a fight -
should o Harpy be slain in the battle, its fellows will desour
it as surely as they will the enemy.

At no time are Haorpies more dangerous than when
Marrslieh burns fully in the shy. Under the tainted moon’s
eldritch rays, Harpies are wilder and more vicious than at
any other time of the year, and far mare likely to brave
dangers in their perpetual search for food. Mountain
villages and trade caravans double their night watches when
Morrsiieh is full, lest their loved ones and chattel are
spirited away on a cackling wind.

Filth and well-picked bones are piled beneath a Harpy's foul
roost, yet those brave enough to scovenge can sometimes
[find cast-off treasures — for Harpies value only meat and
feave the rest to fall where it may.

wa-——._.____“T____‘_______._ ey
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i MWS BS S T W I AlLd Troop Tepe Unit Size Points

Harpy Sad SHARGRER R s T g S 5-10 11 per model

S SR i - e B

SPECIAL RULES:  OPTIONS:

:E,' Fly. Ma:( take any of the following (all Harpics in the unit must have the same upgrzdcs):
\ e L W R e e o b P e 1 point per model
Grants the Harpy the Flaming Attacks special rule. Furthermore, the Harpy's Attacks count as
magical Attacks, 5
O NENOMOBE CVOTE oo i s Eit e s o s o s e e e S S s b 1 point per model
Grants the Harpy the Poisoned Attacks special rule. ;

T ] T L I e e e 1 s A R A
Grants the Harpy the Killing Blow special rule.




COLDONES T

| y Cold Ones are rapacious predators, fuelled by a savage

1 a blood-lust that drives them to attach any warm-blooded
J':' creature that comes near, Cold Ones hunt in packs, and are

3 perfectly capable of bringing down creatures many times

their own size. As soon as they become aware of their prey,
the pack will surge forth, some of their number harrying and

4 snapping at their quarry, while the rest of the pack swings
forward to left and right. Once surrounded, the unfortunate
victim will quickly be dragged down and consumed.

Cold Ones are found in many places but are most

. commonly seen on the continent known as the New World

 that lies just to the west of Ulthuan. Their habitats range

iﬁ- from the tunnels and mountains under Hag Graef, in the

" realms of the Dark Elves, all the way, hundreds of miles
south, to the Lustrian jungles thet are home to the
Lizardmen. The appearance and nature of the Cold Ones
can sary depending on where they live; those found
below Hag Graef are darker shinned and rather lither in
appearance than those that hunt within the Lustrian jungles,
for example. There have even been reports of Cold One

 packs that bear mottled camouflage or tiger-like stripes

~ upon their backs.

Cold Ones can be broken to the saddle, and are used as
cavalry mounts by both the Dark Elves and Lizardmen.
- Houwever, breaking them in this way tempers their normally

.:.! saoage nature, and although still feracious compared to

most mounts, it feaves them dull-eyed and sullen compared
to their wild cousins. For this reason, wizords will
sometimes bind packs of feral Cald Ones to their will with a
Scroll of Binding, and then unleash them at the start of a
battle to surge uncontrollably forward and savagely attack
the foe. Used in this way, a large pack af Cold Ones can
inﬂfc! terrible harm, while smaller packs are ideal for
snapping and biting at the flanks of the opposing army.

1 I Troop Type Unit Size Points
o R [ e T T 1+ 11 per model

I Cold One '.'f' .3

SPECIALRULES: pm—rame——e—nr— <

. Fear, Frenzy, \ In the lands of Naggaroth, it is only the bravest and most  correct bait and by taking adbantage of the blood-mad
~ Scaly Skin (5+). reckless hunters that dare the undertunnels, seeking to tendencies of the beasts. Notoriously fierce, Cold One
i | steal Cold One eqgs or to capture the beasts formounts.  pachs will chase any creature that flees from them and
, These warriors are often from the Shades clan and can e they have been known to pursue prey with such

q‘ distinguished by the plethora of hunting gear they carry singleminded fury that they can be fed into pit or net

. and by the horrible infuries they bear from their traps. A single Dark Elf covered in blood (horse or
dangerous trade. It was the Shades that first discovered human is best) serves as the best bait and will attract a

that Cold Ones could be captured en masse by using the large pm.k of J’rungrg Cold Ones.
. e T R




Carnosaurs are enormous reptilian predators that

dominate the dark world beneath the high canopies of the
primordial jungles, as they have since the world was young.

g~ N

They con swallow man-sized victims whole and the dagger-
like teeth that line their massive jaws can rip huge chunks of

flesh from larger prey.

Carnosaurs are aggressive hunters that prow! the southern
jungles. There, the bipedal beasts trample through the
undergrowth, stalking their quarry — which, for
Carnosaur, is pretty much anything that moves. Their

"! favoured prey are the large herd beasts that still roam those
londs. Although these creatures possess tough hides or
ik armoured plates, this is of no matter ta a Carnosour.
With powerful jaws and a mouth packed with razor-sharp

| seeth, a Carnosaur can crunch through anything that walks,

t cending bone, flesh or steel plate in equal measure.
Comosaurs are one of the few predators that will dare to
sssault g full-grown Stegadon, and such clashes between the
prmordial monsters haoe been known to fell trees and clear

! a.';fpuhh..s of jungle. Once a Carnosaur tastes blood, its

&iller's instincts send it into a berserk rage, reaching new
pesks of aggression and ferocity,

Wi commonly found in the steaming jungles of Lustria,
£8ere are other places in the world where Carnosaurs are
E=ceen 1o hunt. Many of the mighty lizards live in the
Scathionds, and some rogue Carnosaurs are known to have
foag ago followed the trails of prey northwards as far as
the dunes of Araby and even into the foothills of the
Sodionds. The roar of the Carnosaur has been heard in the
08 World as well, introduced through eggs stolen by
saiders or foolhardy explorers. Even far in the north, the

i i e T aaiie o o s o A A
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. great fizords can occasionally be found embedded into the
glacial ice of Naggaroth or Norsca, frozen there for many

. ——

fong ages since the times before the continental shifts
engineered by the Slann Mage-Priests.

MWSBS § TW 1 Ald Troop Tipe Unit Size Points -
Carnosaur T iBes AR = e Monster 1 210 f

!
E.' SPECIAL RULES: Blood Frenzy: Once the Carnosaur has inflicted —— e e e e
" Multiple Wounds (D3), an unsaved Wound, it immediately becomes ‘Don't run my friends, don't run. The Carnosaur is a
) Scaly Skin (4+), subject to Frenzy. The Carnosaur will never lose simple beast. His vision is poor and, like most predators.
/ Terror. its Frenzy, even if it is beaten in combat. attuned to the detection of swiftly moving prey. It's all in
{ my book. you know.’
!f Cold-blooded: For all Leadership tests, the Reputed last words of Bonnaudo,

: Carnosaur rolls an additional D6 and discards famed Bretonnian explorer
A the highest result. — e —— R < it T
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B  STECADON

, The Stegadon is o colossal cold-blooded beast whose

. ponderous footsteps cause the very ground to tremble.

Naormally a relatively peaceful and slothful creature, the
Stegadon is nonetheless a formidable opponent — after all,
its heaoy frame is unsuitable for flight, so it must stand and
ﬁgﬁt‘. When roused, the beast can propel its considerable
weight forward in a thunderous charge, a living avalanche
more dangerous than a stampeding herd of lesser beasts.
The impact of a striking Stegadon can uproot trees, trample

[
: entire regiments and even knock other monsters sprawling. \, 5

: Stegadons are commonly found in the lush jungles of the 4 \‘

3 world, where they gather in herds. They are fiercely R,

g N

%

protectioe of their territory and will gore, stamp or crush
any who dare enter their space. Ecen the largest of
predators will think twice about confronting a Stegadan,
and few are so foolish as to assault it head-on, for
Stegadons are potent foes; hardened scales protect their
tough hides, and they shed arrows and spears as eosily as
they weather falling rain.

Although from a race of creatures that predates the coming
af the Old Ones to the world, Stegadons are not immune to
magical binding. When bound into service, a Stegadon will
plough its way through to its summoner, smashing aside
anything in its path in a display of raw power and tenacity.
Any wizard who dares to harness such a monster enlists a
pouerful tool capable of immense destruction.

Wever have we seen such a creature: it is mighty, cven in
death. After the beast’s TAMpage was c\«tnrually stupp:d it
was killed and dismembered, but its great heart beat for long
hours thereafter.”

Logbook of the Black Ark, the Tower of Dread

1
MWS BS 8 T W I ALd Troop Tipe Unit Size Points
Stegadon R R L S s S Manster 1 200
Aneient Stegadon R LR s | el Monster 1 215 { 3
f { .i
SPECIAL RULES:

. Stegadon: Immune to Psychology, Impact Hits (D6+1), Cold-blooded (both): For all Leadership tests, a Stegadon
b Large Target, Sealy Skin (4+), Stubborn, Terror. rolls an additional D6 and discards the highest result.

Ancient Stegadon: Immune to Psychology, Impact Hits
i (D6+1), Large Target, Scaly Skin (3+), Stubborn, Terror.




Though the Fegasus looks much like a winged flOJ’BE.. itis

cunning and inteffigent beyond the measure of any ordinary i
steed. They are social beasts that live in great herds, and can "j
§

most commonly be found in the Grey Mountains. They are
also a prolific race, and there are herds scattered across the

four corners of the world, where they prefer to nest in high

-
%, e e i e

plateaus and mountain ranges. There are some peculiar
affshoots of their kind that are worth further note.

Dark Pegasi are bat-winged denizens of the Chaos Wostes
that migrate south to make their nests in the highest peaks
of the fron Mountains in Naggoroth. A Dark Pegasus is a

T T

e
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swift and certain hunter, able to soar upon thermals for

hour upon hour, patiently tracking its prey. Only when the

guarry is at its most oulnerable does the Dark Pegasus

. launch into a swooping dive, its fagged horns aimed to

' impale. Although all Pegasi are formidable fighters at need,
only the Dark Pegasi seems to revel in combat. They are

. aggressive and kick out their front hooves in an effort to

intimidate their foes.

Anather notable breed is the Radiant Pegasi, most
commonly found upon the sunlit plateaus of Arabyan
mountains. They absorb the sun's heat, transmuting it inta
the burning light that flows over their skin like ripples of
Brightest flame. When threatened, a Radiant Pegasus can
discharge this magic at its attackers in a searing and
erackling flash.

Fegasi are primarily sought after as steeds for noblemen
e sorcerers, for they are loyal beasts that seem to
snticipate their moster's every move. Wizards often seek to
85 Fegasi to serve as either beasts of burden or scouts.
W& properly commanded, a Pegasus can cover past
Sssances af great speed, and whilst it lacks the voice to
communicate that which it has seen, there are many simple

contrins that ailow o wizard to share his seroant's vision.

MWSBS § TW 1 Ald Troop Type Unit Size Points
Pegasus 8.3 4 4 3 4 2 6  Monstrous Beast 1-5 45 per model |

SPECIAL RULES: OPTIONS:

Flv. May take one of the following (all Pegasi in the unit must have the same upgrades):

i Serrated TIONE s e 10 points per model
Grants the Pegasus +1 Strength on the turn it charges.

* Radiant Aura ....... R L e e e e S g S 15 points per model
Grants the Pegasus a Strength 2 Breath Weapon.,



,- near forests, particularly those that are rich with arcane
A energies, such as Athel Loren. Unicorns themselves shimmer
; with magical power, a gleaming aura that also bears an

. enfolding glamour that bewitches and beguiles any who
coime near. Scant wonder it is then that the Unicorn has

I gained a reputation as a noble beast, though in truth it is

14 quite temperamental and stubborn, both selfish and ain.

Unicorns move with o graceful ease that hints at their true
speed and quickness. In battle, a Unicorn can rear up,

delivering blows with its hardened hooves, but the steed is
most dangerous when it gets a chance to charge in with its

horn lawered. The radiant glow of the Unicorn offers some
protection as well, shiclding the majestic beast somewhat
from both physical blows as well as from hostile magics.
The very presence of a Unicorn is harmful to creatures
summoned or created through magical means. Such is

the Unicorn's selfish disposition that it feels no kinship

with such arcane creatures, despite their similar natures.

If anything, Unicorns pity all other beasts for their misfortune
at being something far less glorious than themseloes!

Unicorns are attracted fo spellcasters or those who possess

R R

deep knowledge of the arcane arts. They are drawn to
female mages as are moths to a flame, for while they find all
enchantments bequiling, any spells cast by female magicians
are particularly intozicating to Unicorns. This curious
weakness ensures that the youngest and most foolish
Unicorns are especially susceptible to spells of summoning
and binding when a storm of magic rages. Though normally

reclusive creatures, Unicorns will willingly leace the shelter
of the enchanted glades, hoping to bask in the wondrous
aura of those most potent of magics.

MWS BS S T W 1 A ld Troop Type Unit Size Points
Deepwood Unicorn TR T (e P S i e A T L -5 16 per model
Royal Unicorn IR G A S S s e Muonstrous Beast 1-5 60 per model
= :
SPECIAL RULES: Impale: When it charges, a Unicorn uses its horn = —— s m— e — J%
5+ ward save, to gore an opponent with the same devastating "Whatever you might believe, Unicorns are not dumb !
Immune to Psychology, effect of a knight charging with his lance. On a animals. They simply deem other creatures to be unworthy
Magic Resistance (2).  turn that a Unicorn charges into combat, it of their time and attention, and thus do not converse
receives a +2 bonus to its Strength. with them.’
Bonnaudo, fomed Bretonnian explorer
Enchanted Attacks: A Unicorn's close combat T —— s, C——— et e

attacks are magical.
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' Great Stags are magical beasts that are closely connected to

g the most ancient of foreses. It is said that when a Great Stag

3 . emerges from its dark arboreal shelter, great deeds are at

" hand. Thus,ina great many lands, the appearance of a

- Great Stag is thought to signal the onset of portentous
times. This has led many an unscrupulous wizard to bind a

Grreat Stag to their will purely as a means of gathering

3,,, wealth and support from their more credulous allies.

;!" That such plans inevitably backfire in a spectaculariy gory

" fashion  the Great Stag invariably chafes at servitude to an
* unrighteous master, and will likely trample the fool to death

| the moment the spell lapses — seems to serve as little

" warning fo the next charlatan,

 There is no chance of mistaking a Great Stag for any of the
lesser herd Beasts that roam the forests of the world. It is
a powerfully built animal, whose every snorting breath
f' releases plumes of steam. The antlers of the Great Stag are
\ both impressive and formidable, about whose iron-hard
points dances a ghostly nimbus of magic. Howeoer, what is
most remarkable about a Great Stag is its noble presence;
the creature moves with an unsurpassed grace, forit is o
’ #ing amongst beasts and the notural spirit of the world
i made manifest. Such a creature can be tamed for brief
periods, perhaps, but never truly mastered. Only when the
Winds of Magic blow strong will such a proud beast ever
© answera wizard's summons.

T e e ], i i, TR e —— i
To witness 2 Great Stag is not to see a mere beast, but
instead 1o glimpse the very heart of a forest given form and
come alive before your eyes.”

Bonnaudo, famed Bretonnian explorer

——————— ——— s PP
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~ SPECIAL RULES:
';._ 5+ ward save, Immune to Psychology,
- Impaet Hits (D3).
&
| Enchanted Attacks: A Great Stag’s close combat attacks
4 ‘are magical.
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Troop,Type Unit Size Points
Monstrous Beast 1-5 65 per model
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Amangst a lower class of Bretonnian, there are many ribald tales of
carousing. As one famous story goes, an entire village turned out fora 3
[feast for the wine god, but alas their merriment was ruined by a ;
stampede of sylvan knights, each mounted atop a Great Stag.

Everything was smashed and the whole party was beset with a magical

sleep until the next day, when they awoke sore of head and befuddled. 1if
Since then, all have come to fear the coming of the Stag Knights. Y X Ef




 GREATEAGLES

' Theancient and proud race of Great Eagles has lived
t_ L\ among the peaks since long before the rise of Mankind.
i gl From the vantage point of their high eyries, the Eagles heep
" g close watch on the world, carefully observing the deeds of
ground-duweiling creatures. It takes considerable centuries to
- earn the trust of these noble creatures and, thus for, only the

Elves have done so ~ the Eagles view other races with either
mild distrust or outright loathing,

! * Great Eagles are large and intimidating creatures and it
does not pay to be caught in the open by them. When a
Great Eagle swoops down upon prey, its vast wing span

- blots out the sun and all the victim can see is the oncoming

.. razor-sharp beak and powerful rending talons. The

(& plummeting dive of but a single such bird is indeed a

* formidable sight, but it pales in comparison ta the dreadful

[ e elegant vision of an entire war-flock plunging out of the

| shies towards a foe. In perfect unison, each of the mighty

r raptors peals out of flight and streaks downward, striking

their foes like thunderbolts,

. Uniike other monsters, Great Eagles do not have to be

'_ bound by sorcery if they can be persuaded that an alliance
lies in their interest. Great Eagles are ficrcely intelligent, and
" areall too aware that even their lofty peaks are threatened

3 when a storm of magic sweeps over the world. Nonetheless,

# any bargains struck with a Great Eagle must be adhered to
b o epery detail, unless the bargainer wishes to find himself
the beast's prey for the short remainder of his life.

T — T . — = e

[ 'Stayin da mob, ladz. If you cut an’ run dem big birds'll
t swoop down an’ carry you off like a scared rabbit. Den
we Il never see you again!’

Goblin wisdom
I s R e e
4 I:
| MWS BSS T W I ALd Troop Type Unit Size Points
Great Eagle 2 5 0 4 4 3 4 2 8  Monstrous Beast 1-5 50 per model

SPECIAL RULES:  OPTIONS:

Fly. May take any of the following (all Great Eagles in the unit must have the same upgrades):
* Feathers of the Iron Phoenix. .. i .ccivivuriiiininiiieimiviiimeisiessnaraesss 5 points per model
Grants the Great Eagle the Scaly Skin (54 ) special rule.
* Swiftsense. .......oiciiiiiiiniiiian e e o e Ly 10 paints per model
Grants the Great Eagle the Always Strikes First special rule.
»Blood of thie Flame Roe . i« obiaiin i o s i wsssiiiys s iasoiE s v o 15 points per model

o Grants the Great Eagle +1 Strength and the Flaming Attacks special rule.
b
i g
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Of all the beasts that prowl within the mysterious forests of
the Elven realm of Chrace, the white War Lions are perhaps
the best rerouned. These fearsome beasts are deadly
hunting cats, powerful creatures with @ muscular frame and
a sharp, cunning mind. Almost as tall at the shoulders as an
Eloen steed, a War Lion is far stronger, able to break bones
with each sweep of its claws and shatter even helmeted
heads with a single chomp of its fanged maw. When War
Lion prides hunt, none within their chasen grounds are safe.
They will range far and wide, coordinating by instinct, in
search of prey. A War Lion's loyalty is to its kin, first and
fast. This fidelity, along with their incredible ferocity when
they attack, has gioen rise to a great many songs and poems
throughout Ulthuan, and it is with a clear measure of pride
that the Phoenir King's bodyguard have adopted the famed
White Lions of Chrace as their namesakes:

The High Elves of Ulthuan do not regard the War Lions as
eoil creatures, but rather savage beasts to be feared,
respected and occasionally, in the case of the hunters of
Chrace, nurtured. Wﬁenpreparingfor war, it has been
known for High Elf Mages to bind a pride of War Lions to
their will. Such a gesture is not withaut risk, for the lions of
Chrace are intelfligent and patient beasts, and they are not
easily controlled. Even when armoured for war and bound
by powerful magic, White Lions maintain a lethal predatory
instinct, and they remain vigilant against any threat,
constantly ready to pounce should danger present itself.

Whilst Scrofls of Binding will unify and direct the War
Lions of Chrace for a time, a cunning Mage will strive to
bond with her predatory companions. Once accepted by the

. - pride, the War Lions will remain loyal to the wizard long
. gfter the rites of binding have dissipated ond all magical

bonds are gone. One who has been adopted by a pride of
War Lions in this way con find herself with a bodyguard
that even the Phoenix King himself might enoy.

I
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. War Lion of Chrace B 5 L) S,

EQUIPMENT: SPECIAL RULES:

Ligi’ﬂ ArMOUr. Fear.

Lion Coat: A White Lion has a 4+ armour save
against shooting attacks. This includes the
armour save from the light armour.

'WAR LIONS OF CHRA

o o !
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Unit Size

2-20

T —— — - —— T ——

“When Kurnous, God of the Hunt, met Rahagra,
the father of the White Lions, th:y fou g}lt for three days.
from dawn to dusk, but neither could claim victory. So

began a bond of brotherhood between the hunter and the
lion. We are rivals, as brothers are, but our kinship is the

Scarloc, Wood Elf Hunter

Points
16 per model |




WYVERN

. Wijverns five in dark caves, high in the most barren of

' mountains — most commonly those of the Worlds Edge

" range, though they can be found as far away as Naggaroth
and Cathay — if one is sufficiently foolish enough to go
looking. Wygerns care little for territory, and will fight in its
defence only if the transgressor looks suitably easy to

f_] ' overcome — a fact that, when coupled with the Wyvern's

|\ notoriously poor eyesight, has led to more than one beast
{*  picking an unwinnable fight after mistaking a maddened
Hippogryph for something less threatening. On occasion,
a Wyvern will venture from its rocky eyrie, and swoop over
the plains in search of food — Wyverns are particularfy fond
of mutton — or sometimes merely in pursuit of ill-tempered
mischief. So has the ungainly silkouette of a Wyvern in
flight become a bad omen in many lands,

With their scaled hides and penchant for mountain-top
lairs, Wioerns have often been misidentified as smaller,
fouler-smelling and much less intelligent Dragans. In truth,
such mistakes are understandable. The two races have many
similarities, and their only cboious difference is the
Wyvern's lack of forelimbs — the kind of detail that is easily
overlooked when the observer is running as fast as possible
in the other direction. For their part, Dragons look down on
Winerns as the lesser creatures they truly are, and embrace
the idea that their races might share some thread of kinship
with all the enthusiasm of an Eif Prince embracing a

particularly drunken and vomit-stained Dusarf.

“Even if it you raised it yersclf, never turn yer back on 2
Wyvern. It1l bite off a bit as soon as look at yer, and it'll
be a bit )mu'r: gonna miss.’

Orc Warboss Grod da One-legged

i
|
|
£ -3 \
{ MWS BS S TW I Ald Troop Type Unit Size Points )
Wyvern 7 e ESRE r  E E Monster 1 160 ! ‘
SPECIAL RULES:  OPTIONS: ‘
Fly, Large Target, May take any of the following:
Poisoned Attacks, TR e s e e e e o W hen o JE L L A e | 23 e ] 10 points
Secaly Skin (4+), Grants the Wyvern the Killing Blow special rule.
Terror. L 1 e e o rey o e PPN .1, 1]/ 1,
Grants the Wyvern 1 Tail Attack.
S IEalIn g oI o s e R e s e e S e AR S R e 20 points

Grants the Wyvern the Impact Hits {D’i] special rule.
* Venomous Breath..................... ... e 20 points
Grants the Wyvern a Strength 3 Breath Weapon. e

‘. ."""';&'! -



wicked mandibles and lethal poison to secure their meals,
eagerly draining the fifeblood of anything they can catch.

. Begurdless of size, these eight-legged horrors are all

- extremely agile and able to scuttle through undergrowth or
scale over sheer rockfails in order to corner their victims,

© many carieties of Giant Spiders including the Tilean
_ Greybacks, Drakwald Mancatchers and the glossy black
" Widowmakers of Naggaroth. Some Forest Goblin tribes
have learned to capture Giant Spider broodlings, hand-

rearing them for use as mounts.

The yet larger Gigantic Spiders are solitary predators that
o stalk the shadowy edges of forests or caves. Gigantic
Spiders grow larger than o Troll, and consider anything that

moves to be a likely source of their next bloodfeast.

The undeniable queen of spiders, howecer, is the colossal
* Arachnarok Spider. This aper hunter is larger than an

Empire townhouse and its voracious predations

Beastmen herds to sate their powerful appetites,

Bt o e

|

.

3 M WS BES

Lr- Giant Spider T3l

B Gigantic Spider Feante g
. Arachnarok Spider Tordu

GIANT SPIDER
+ SPECIAL RULES:
o * Fast Cavalry, Poisoned Attacks,

- Forest Strider, Obstacle Strider.
,
.~ Wall-crawler: Models with this rule
* treat ungarrisoned buildings as open
@ terrain for the purposes of movement.
F They may not finish their movement
4 ‘Inside or on top of an ungarrisoned
¥ building — they cannot linger.

'J'
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Giant Spiders are the size of small horses ond are known to
hunt in ravenous packs to bring down their prey. There are

acknowledge no bounds. These gargontuan beasts will
devour anything and have been knouwn to entrap entire

! In the darkest corners of the world lurk spiders of immense
g size and malice. They are relentless hunters that use their

'l
%

S T W I A Ld Troop Type

% B e [ S L War Beast

44 3 4 3 Monstrous Beast
R Monster

GIGANTIC SPIDER
SPECIAL RULES: ;i

Fear, Forest Strider, Obstacle Strider,
Poisoned Attacks, Scaly Skin (5+),
Wall-erawler.

i -—

‘It took our patrol quite a while to march to the
gatchouse, for the road was strewn with spider
webs that we had to cut ﬂ'lmugh, We should
have realised that something in the forest was
watching us...

Captain Goetz of the Drafwald patrol
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Unit Size Points !
5-20 7 per model
1-5 50 per model
1 290
ARACHNAROK SPIDER

SPECIAL RULES:

Forest Strider, Obstacle Strider,
Immune to Psychology, Large Target,
Poisoned Attacks, Scaly Skin (4+),
Stubborn, Swiftstride, Terror,
Wall-crawler.

Venom Surge: Before rolling To Hit,
nominate one of the Arachnarok 3
Spider’s Attacks (a differently coloured
dice is ideal). This single Attack has the j
Moultiple Wounds (D6) special rule. 0
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All Trolls are remarkably, perhaps even monumentally, dull-

- witted. Unfess propeliled by gnawing hunger, a Troll can
* wander aimlessly for days, or else simply decide to have a

bit of a sit down. This slow-witted sloth is doubtless a boon
for the rest of the world, for if Trolls had the intefligence
and orgonisation to make full use of their raw brawn,

there'd prabably be no stopping them.

Being an unthinking creature with an indiscriminate appetite

- means that a Troll can and will eat anything. While it might

prefer flesh and bone, any wood, rocks, or bits of metal will

- seroe inbetween successful hunts, The stamach of a Troll

contains the most powerful digestive juices known, explaining

¥ why they can consume anything, including stones, trees or

eoen dirt. This potent bile makes Trolls highly sought after by
alchemists, potion-makers, dark sorcerers and the more
peculiar artists of the world.

Perhaps the best known characteristic of Trolls is that their
hide is able to regrow almost as quickly as it is domaged.
If a Troll's hand is severed, a fresh one will grow from the
stump; if a Troll is decapitated, a new head forms on its

- shoulders. A great deal of damage must be done to a Troll

to stop it regenerating, and even then it might reform the

~ following day. The only thing Trolls cannot endure is fire,

and burning such a creature is the only sure way of killing it.

- Of course, such a thing is easier said than done.

—— T == o

‘Avast! What is that strange lumpen thing floating off the
starboard bow?’
Last words ofu Stir Ricer Patrol Cﬂpfm'n
before he was eaten by a River Troll

T i iyl e e

MWS BS S T W Unit Size Points
Troll 6 3 1 5 4 3 1 3 4 Monstrons Infantry 3-10 35 per model
EQUIPMENT: Troll Vomit: A unit of Trolls can make Vomit River Tralls live in bogs and untamed riverbanks.

Club, rocks and
horrendous halitosis
(hand weapon).

SPECIAL RULES:

Fear, Regeneration,
Stupidity.

Attacks instead of their ordinary Attacks in close
combat (but they can still Stomp). Each Troll that
is allowed to attack makes a single Vomit Attack at
Strength 5. Trolls that are allowed to make
sup}mrting attacks can make a Vomit Attack.

A Vomit Attack hits automatically and no armour
saves are allowed.

Troll Types: Some of the physical variations of
Trolls have additional uniqut aspects. A unit of
Trolls can be upgraded to one of the following
types at a cost of 10 points per model:

They are covered in a layer of slime that makes
striking them exceedingly difficult. Enemies
attempting to attack a River Troll in close combat

suffera -1 penalty on their To Hit rolls. i
Additionally they have the River Strider and
Marsh Strider special rules. g

Stome Trolls have rock-hard skin and are namrally
resistant to magic, They have Magic Resistance
(2) and Sca]!.' Skin (54+).




«settling for short periods of time when they find a rich food
¢ source. A Giant can consume an entire herd of livestock in a
sitting, and will devastate any oillage he comes across, pulling

' outand eating anything he can find amidst the stomped and
splintered structures. Breweries are especially favoured targets,

as Giants are notorious drunkards. On occasion, a Giant will be
persuaded to join a passing army, often Chaos-worshipping
men from the north, who lure the lummoxres with promises of
fighting and food.

" Inbattle, Giants wade in with their tremendous bulk, crushing the
foe beneath their slab-like feet, or sweeping any before them into
the air with clubs foshioned out of uprooted trees. Sometimes a
Giant will select a particular target and reach down to pluck the
unfortunate up. These victims are sometimes bitten in two, hurled
far, far away, squished into paste or simply stuffed into o secure
(if smelly) place to be retrieved later for a snack.

w—

. THEY'RE EVERYWHERE!
Giants are relatively common for monsters and the usual
Bound Monster Limit of two Scrolls of Binding per army (or
four per grand army) does not apply to the Giant - you can

have 63 many as you've points to spend! 12
I e = .-"".

3 MWS BS 8 TW I A Ld Troop Tipe Unit Size Points
] | Giant & B Fo6 5 63 special (10 Monster 1 200 ]
EQUIPMENT: SPECIAL RULES: T see if a Giant falls over, roll 2 D6. On a roll of 1, the

1 Clubs, rocks, sheep — Large Target, Stubborn, Terror. Giant falls over. A slain Giant falls over automatically.

E . anything that comes to
f

I hand, really

;

(hand weapon).

i'
j

Fall Over: Giants are ungainly and frequently
befuddled, s a consequence of whick they often
fall down. They are especially prone to this if
they've been raiding the local breweries, which isn't
altogether uncommon.

A Giant must test to sec whether it falls over if any of the

following apply:

= [fit is beaten in close combat, Test once results are
established but before taking a Break test.

= If it is fleeing at the start of the Movement phase.

* When it crosses an obstacle. Test when the obstacle
is rcached.

= If the Giant decides to Jump Up and Down on an

enemy. Test immediately beforehand.

T determine in which direction the Giant falls, roll a
scatter dice. Place the Fallen Giant template with its feet
at the model’s base and its head in the direction of the fall
— the Fallen Giant template is a special shaped template,
which otherwise uses all the template rules from the
Warhammer rulebaok (so any models lying completely or
partially under it are automatically hit).

A model hit by a falling Giant takes a Strength 6 hit
that has the Multiple Wounds (1D3) special rule. If the
unit is in combat and the Giant has fallen over whilst
attempting to Jump Up and Down, Wounds inflicted
by a falling Giant count towards the combat result,

A Giant that falls over automatically suffers 1 Wound.
If the Giant is in combat, then this Wound counts
towards combat resolution.




Once on the ground (you may lie the model down if you wish) a Giant
gets up in his following Movement phase, but may not move that tuen.
Whilst on the ground, a Giant may not attack, but he can still defend
hirself so the enemy must still roll to score hits on him. If forced to
flee whilst on the ground, the Giant is slain — the enemy swarms over
him and cuts him to pieces. If the Giant gets the opportunity to pursue
his foes whilst he's on the g'l'w:mru.l1 he stands up instead. A Giant may
attack in close combat as usual on the turn he stands up.

Giant Special Attacks: Giants do not attack in the same way as
ather creatures, They are far too large and fractious to take orders and
much too scatterbrained to have any sort of coherent plan, To
determine what happens in each Close Combat phase, pick a unit in
base contact with the Giant and roll a D6 on one of the following
tables. Which table you use depends on the size of the Giant™ victim.
When fighting characters who are riding mensters, decide whether to
attack the rider or mount before rolling on the table.

. Big Things Chart

Ulse this chart solien fighting monsiers, menstrons beasis, monstrons iufantry,
monsirvens cavalyy, chariots, war wachines, anyihing with e Large Target
1 special vile, and characters riding any of the abeve,

| D6 Resule
1 Yell and Bawl
2-4  Thump with Club
5-6 'Fadbut

Man-sized or Smaller Things Chart

Ulse this chart when fighting anything that is not covered by the !
Big Things chard, above.

D6 Result

1 Yell and Bawl

2 Jump Up and Down

3 Pick Up and...

4-6  Swing with Club
P SRR S e

Yell and Bawl: The Giant yells and bawls at the enemy. This is nota

pleasant experience, as Giants are deafeningly loud and tend towards

poor oral hygiene. Neither the Giant nor models in contact with him
actually fight if they have not already done so this round. The Giant's
side automatically wins the combat by 2 points (if both sides have a
Giant that Yells and Bawls, the combat is a draw).

Thump with Club: The Giant brings down his club on a single
model from the target unit, that is in base contact. The target may
attempt to avoid the blow by passing an Initiative test (use the lowest if
the model has several different values). If the test is failed, the model
takes 26 Wounds with no armour save allowed. If a double is rolled
the Giant’s club embeds itself in the ground and the Giant cannar
attack at all in the following round of the same combat whilst he
recovers his weapon,

*Eadbutt: The Cm: nt ht:adwbulfs a -.mgic enemy m:}del ﬁ'bm the
target unit, automatically inflicting 1 Wound with no anmour saves
allowed. 1f the victim is wounded but not slain, then he is-dazed and
loses all of his following Attacks. If the target has not yet attacked in
that combat round, he loses those Attacks; if he has already attacked, .
then he loses the next round’s Attacks.

Jump Up and Down: The Giant jumps up and down vigorously
on top of the enemy, Before he starts, the Giant must test to determine
if he falls over (see previous page). Ifhe falls over, work out where he
falls and caleulate damage as already described. Any Wounds caused
by the fall (on cither side) count towards the combat result. If the
Giant remains on his none-too-nimble feet, the target unit sustains
216 Strength 6 hits. Work out damage and saves as usual. Giants
enjoy jumping up and down on their enemies so much that a Giant
that does so in one combat round will automatically do so in the
following round if he is able to, assuming that he did not fall overin
the previous round. A Giant that starts to Jump Up and Down wall
therefore continue to do so on the same target until he falls over, the
target is destroved, or the combat ends.

Pick Up and...: The Giant stoops down and grabs a single model
in base contact from the target unit (Giant player’s choice). The target
must make a single Artack to try to fend off the. Giant's clumsy hand.
If this Attack causes an unsaved Wound, the Giant’s Attack fails.
Otherwise, the Giant grabs the model and the player rolls a D6 to see

what happens next:

D6 Result

1  Stuff into Bag, The Giant stuffs the victim into his bag
along with sheep, cows and other plunder. The model is removed
as 1 casualty.

2 Throw Back into Combat. The victim is hurled into his own
unit like a living missile. The victim is removed as a casualty, and
D6 Strength 3 hits are inflicted on the unit (save as normal).

3  Hurl. The victim is hurled into an enemy unit within 12" of the
Giant — randomly determine which, The victim. is removed asa
casualty, and the unit takes D6 Strength 3 hits (save as normal).
Unsaved Wounds from these hits count towards the Giant's
combat result. If no enemy units are in range, treat this as a
Throw Back into Combart result instead.

4  Squash. This doesn't really bear thinking abour. Suffice to say
the model is removed as a casualry:

5 Eat. The Giant gobbles his victim up, swallowing him whole.
The model 15 removed as a casualty.

6 Pick Another. The Giant hurriedly stuffs the victim into his bag
or under his shirt (or down his trousers if they're really unlucky).
Treat the Attack as if the Giant had rolled the Swff into Bag
result, above, and then choose another victim. The second vicim
makes a single Attack, a5 usual, to avoid being picked up — ifhe
fails, roll again on this table to see what the Giant does with him.

Swing with Club: The Giant swings his club across the enemy's
ranks. The Giant inflicts 136 Strength 6 hits on the target unit.
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:! g”ﬂonegrfna'er Giants are very old and incredibly rare. These
\days they're thought to have been olmast completely

* 1 Banished from the Old World, though there are a few

persistent rumours of a handful of Bretonnian mountain

¥ villages where Bonegrinders have eaten all the local knights

and claimed the villages (and peasants) as their own.

l ‘Bonegrinder Giants are at least twice the size of their lesser
cousins, who themselves stand mony times the height of a
Man. Accordingly, a Bonegrinder Giant doesn’t need to feel
particularly malicious in order to wreak untold ruin — he
simply needs to go for a gentle walk whose path
inadvertently leads him across an army or town,

Whilst Bonegrinder Giants aren't necessarily evil, they are
bullies of the first order — a situation perpetuated by the fact
that they are bigger than anyone else and reqularly feel

: obliged to ‘o a little bullyin' to show oo'is boss'. Though a
Bonegrinder Giant's victims may not realise it through their
wholly understandable haze of terror, the big galoot is
really just trying to impress them with how big and strong
he is. From the Bonegrinder’s point of view, it's far more
practical to intimidate ‘titchies' into scaring up a few dozen
head of cattle and barrels of beer than it is to go searching
far them himself. Alas, Bonegrinder Giants are so clumsy
that they often misjudge the fine line between intimidated
and dead-from-fright. At which point, with no food
forthcoming, the Bonegrinder stomps off to fight a

*  Dragon, just to raise his flagging spirifs...

[
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1 | Bonegrinder Giant 10 3 3 & 7 10 1 specal 100 Monster 1 378
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SPECIAL RULES:
Large Target, Stubborn, Terror.

EQUIPMENT:
Club, or the remains of
a previous victim
(hand weapon).

.
Largest of Monsters: This creature is 5o enormous

that it can Thunderstomp everything but other models

with this special rule,

Fall Over: Bonegrinder Giants are subject to the ‘Fall
Over’ rules presented on page 104. To werk out how

many models have been hit, you can either lie two
Fallen Giant templates end-to-end, or simply hold the
Bonegrinder Giant model on its side above the
battlefield and estimate how many models are beneath
it. It should be noted that any model hit by a falling
Bonegrinder Giant suffers a Strength 8 hit with the
Multiple Wounds (136) special rule, rather than the

usugl amount.

Bonegrinder Giant Special Attacks: Bonegrinder
Giants don't fight with any real rhyme or reason, and
tend to base their actions on what seems like a good
idea at the time, or else what appeals to their brutal
sense of humour. To determine what happens in each
Close Combat phase, pick a unit in base contact with
the Bonegrinder Giant and roll a D6 on ene of the
following tables. Which table you use depends on the
size of the Bonegrinder Giant’s victim. When fighting
characters who are riding monsters, decide whether to

attack the rider or mount before rolling on the table.

You'll not hear me say these words often, but I'm glad they
don’t make them like they vsed tol’
Brakki Dourbeard, Viteran Dwarf Ranger
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Use this chart when fighting menstrons beasts, monstrous iufantyy, monstyons
cavalry, chariots and war machines (including characters who are mwinited
on any of the abrve).

D6 Result

1  Yell and Bawl (see page 105)

2 Jump Up and Down (see page 105, but resolved at Strength 8)

3  Pick Upand... (See page 105. If the Bonegrinder Giant opts to
Hurl or Throw Back Into Combat, resolve hits ar Strength 5)

4-6 Swing with Club (see page 105, but resolved at Strength )

Bigger Things Chart
Use this chart sohen fighting monsters and anything with the Large Target
special rwle (including characters riding any of the abuve). .

D6 Result

1 Yell and Bawl (see page 105)
2-3 Thump with Club (see page 105)
4-5 'Eadbutt (see page 105)

6  Grapple and...

Man-sized or Smaller Things Chart
Use this chart wohen fighting anyihing not covered in the charts abouve.

D6 Result
Yell and Bawl (see page 105)

Jump Up and Down (see page 105, but resolved at Strength 8)
Pick Up and. .. (see page 105)

Vomit
Kick
Crush

o b e b —
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Grapple and...: The Bonegrinder Giant grabs hold of his opponent
in preparation for a particularly impressive attack. Roll a D6:

D6 Result

1 Knobbly Knee. The Bonegrinder Giant slams his knee up into
a vulnerable area. The victim immediately suffers 2 Wound, with
no armour saves allowed, and has their Weapon Skill and
Initiative reduced to | until the end of the following player turn.

2 ‘Eadbutt. The Bonegrinder Giant head-butts his enemy,
automatically inflicting 1 Wound with no armour saves allowed,
1f the victim is wounded but not slain, then he loses all of his .
following Artacks. If the target has not yet attacked that combat
round, he loses those Attacks; if he has already attacked, he loses
the next round’s Attacks.

3 Slam. The victim is slammed into the ground (or a nearby unit)
with crushing force. The victim immediately suffers 226 Wounds
with no armour saves allowed. If there is another enemy unit in
base contact with the Giant, that unit also suffers 2D6 Wounds
with no armour saves allowed, I there are two or more other
enemy units in base contack with the Giant, randomise to see
which is slammed.

4} That mode] immediately receives a brutal toe-punt and is removed as a

4 Bear Hug. The Bonegrinder Giant throws his arms around his . *
enemy and squeezes until its bones pop and crack, Roll 2Dé and
add the Giant’s Strength. Your opponent rolls 226 and adds the Sl
victim's Strength. If the Bonegrinder Giant's score is higher, the 85|
victim is removed as a casualty with no saves of any kind allowed. ¢

5 Fall Over. The Bonegrinder Giant topples over, but manages 10,14
place his opponent between him and the ground. Rell 2Dé and g
add the Giant’s Strength. Your opponent rolls 26 and adds the
victim’s Toughness. If the Bonegrinder Giant's score is higher,
the victim is removed as a casualty with no saves of any kind

allowed. Then continue to resolve the Giant falling over, in the |
direction of the target. &
6 Punch, and... The Bonegrinder Giant plants a meaty fist o
directly into his opponent’s face before considering his next move, :’J

The victim suffers D3 Wounds with no armour saves allowed, J
then roll again on this table, If the Giant rolls a succession of s it
is possible for him to repeatedly punch his vietim. OFf course, if
the punches kil the victim, the Giant immediately drops the
corpse — there's no further need to roll on the table.

Vomit: Peering down at such tiny creatures makes the Bonegrinder
Giant dizzy and messily sick! Place the flame template so that the
narrow end is in base contact with the Bonegrinder Giant and the body
of the template is over at least one other unit, All models (friendly and
enemy) under the template suffer an automatic Strength § hit with no
armonur saves allowed. All unsaved Wounds from these hits count
towards the combat result {unsaved Wounds on friendly models count
to your opponent's combat result). Once damage has been resolved,
roll a D6. On a roll of 3 or less, the Bonegrinder Giant falls over.

Kick: Choose a model in base contact with the Bonegrinder Giant.

casualty. However, the victim's remains hurtle through its unit in the
same manner as a shot from a bolt thrower. The model immediately
behind the victim suffers a Strength 8 hit with the Multiple Wounds
(D3} special rule. If he is slain, the model behind him suffers a
Strength 7 hit with the Multiple Wounds (D3) special rule, and so on,
until the soggy remains fail to cause a casualty, or the unit runs out of
ranks/files, Characters in a unit with § or more rank and file models of
the same troop type can attempt a Look Out Sir! to avoid being ;
kicked, in which case an unfortunate rank and file model will be
punted through the unit instead (continue to resolve the bolt thrower
effect from the same point but against a rank and file model).

Crush!: The Bonegrinder Giant raises one mighty foot and slams it

down on the troops scurrying below. Place the small round template so
that it is at least partially covering one or more models in base contact £
with the Giant, but not the Giant himself. The model under the centre of
the template suffers an automatic Strength 10 hit with the Multiple 2
Wounds (D6) special rule. Models around him might get lucky — '-d
the Giiant's aim may be off; and only strike them a glancing blow (not that |
a glancing blow from a Giant is anything to be thankful for). Roll an
artillery dice and halve the result — all other models (friendly and enemy)
undcr the u:mp!atc suffer an aummﬂﬂc hit of this Stmng'th If the roll is}?’-




Occasionally, deep in the forests of the Old World, a

+ tracker will come across a mysterious eorridor of

devastation smashed through the woodland. It is a path

of uprooted trees and trampled undergrowth that is
remarkable in two ways — it would take a creature of
enormous strength to push through such dense terrain, and
even more surprisingly, the trail seems as if it were chosen by
a blind man, unable to avoid obstacles, but forced to plough
straight through them. And so it is, for these are the tracks
left by a Cygor, one of the malformed Giant-like creatures
that hunt the arboreal heartlands.

Cygors have but ane eye that barely sees the world, being
only capable of discerning indistinct shapes. The Cygor's
eye instead perceives the ever-shifting Winds of Magic,
secing perfectly the spectram of arcane power. Thus, o
Cygor will blunder indiscriminately through the material
world, unable ta catch the prey it so insatiably wants to
decour. However, mages, warlocks or witches who wield
magical power are seen as shining beacons and the Cygor
desires to consume such sweetmeats above all others. The
mere presence of a Cygor is often enough to cause enemy
wizards to foul the casting of their spells, for they fear the
gnarled and calloused hand that might grab and lift them
upwards to that hungry matw.

When the gales of Chaos rage, a wizard might dare to bind
a Cygor, bidding the creature to stride the battlefield
seehing to pluck out the foe's sorcerers and devour them,

Troop Type

Monster

ot
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SPECIAL RULES: Ghostsight: The swirling melee of combat is an
Immune to Psychology, indistinct blur to the Cygor, confusing and
Large Target, disorientating. Enemies imbued with magic,

Magic Resistance (2),
Stubborn, Terror.

however, it can see with unearthly clarity. When
fighting enemy Wizards, models with any sort of
magic item or magical attacks, Undead, or

creatures with a ward save, the Cygor re-rolls

failed To Hit rolls.

Hurl Attack: Cygors will hurl chunks of rune-
inscribed waystones, torn from temples and other
arcane monuments, into the ranks of any who might
stop them from seizing their prey. A Cygor may
make a shooting attack each turn as if it were a stone

thrower, but there is ne minimum range.

Unit Size Points
1 250

It can use this ability even if it moved earlier in the
turn, but cannot do so if it marched. A misfire will
do a single Wound to the Cygor — it's a dangerous
business hurling chunks of menhir around.

Soul-eater; Cygors are intensely unsettling to
enemy Wizards, for they know Cygors crave their
souls above all else. Enemy Wizards within 24" of
one or more Cygors must take a Leadership test at
the beginning of the Magic phase. If the test is
failed, the Wizard has lost his nerve — any spell he
fails to cast this Magic phase will result in a
miscast. Note that there is no unusual effect if

the spell is merely dispelled.
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GHORGON

. Mansters of the deepest woods, Ghorgons are relentless - 4

-gi'un‘ons that seek to staughter and consume any flesh they

" can find. Beastmen believe that to consume a creature’s

!

!

l:-, ® raw flesh is to absorb its power and the Ghorgons are

the ultimate embodiment of this brutal mazim. The vile
creatures have gorged so much that they have grown tall
and broad beyond measure, towering to the height of
Giants, and sprouting many limbs and mouths to aid their
endless feasting.

Bray-Shomans belicce that these ultimate carnioores begin
their lives as the largest Minotaurs of their tribes, warrior-
lords who chose gluttony over leadership and decoured
their lesser kin, Since that foul act, each Ghorgon is driven
by the accumulated bloodlust of his cannibafism, During
battle, o Ghorgon wades into a mass of enemies and uses its
many arms to grasp, stuff and shooel great gabbets of flesh
into its muitiple maws. In its insatiable lust for food, the
Ghorgon has been known to swallow victims whole, the
entire body bolted down in @ savage display of gluttonous
delight. Smeared with qore ond drooling slather, s Ghorgon
can regain neo strength from its flesh feast. Yet no matter
how much a Ghargon devours, the hideous beast remains

' 05 racenous as ever.

‘How much flesh can 2 Ghorgon gorge on?
A Ghorgon gorges on flesh il it's gone.
He'd gorge on more, of that you can be sure,
if only he could find more to gorge on.’

Taﬂ_que-rwis!crpupu.fur amoRgst
woodcutters' children in the Drakwald Forest

-2 T i b s e, et —
MWS BS 8 T W I ALd Troop Type Unit Size Points
Cihorgon 74 0 6 6 6 3 6 10 MNonster 1 260

SPECIAL RULES: Swallow Whole: The Ghorgon may forego all of  Bloodgreed: If the Ghorgon is on the winning
Frenzy, its normal Attacks and instead make a single side in a round of close combat, it immediately
Immune to Psychology, special Attack at an Initiative of 1, This Attack becomes subject to Frenzy. If already Frenzied,

Large Target, has the Killing Blow ability, but To Wound rolls of  then each time it is on the winning side of a round
Stubborn, Terror. 4, 5, or 6 act as Killing Blow Attacks. of close combat, the model gains an additional

Attack. These bonus Attacks are lost if the model

Strength from Flesh: As the Ghorgon chomps loses its Frenzy. However, due to their desperate i
the enemy battleline, its flesh flushes red and its need to feed upon the flesh of the foe, models with ,
Wounds re-knit. Each time a Ghorgon causes a Bloodgreed pursue and overrun only 16", j
Killing Blow with its Swallow Whele ability, it i

regains D3 Wounds that it has lost earlier in
the battle.
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Dragon Ogres are sajd to be amongst the oldest of all the
world’s lioing creatures, and to have preyed upon Mankind
long before the Chaos gateways unleashed their curse upon
the world. According to legend, they have since struck a
bargain with the Dark Gods to guarantee their primeval
race’s continued existence. Whateoer the truth, the powerful
monsters still rule many mountainous peaks, where they
arise from long slumbers to greet lightning storms.

A Dragon Ogre is almost impossible to command with an
ardinary spell of binding — the Chaos Gods haoe first claim
on its abedience — and it is so intractably stubborn that even
magic cannot alter its will, Yet some time in the past, a
resourceful cabal of mages discovered how to circumoent
this abstacle: by binding the Dragon Ogre with lightring,
rather than raw magic. Lightning invigorates and renews
Dragon Ogres, drising them into a bloodlust-filled frenzy
that cannot be extinguished.

Since those days, many wizards have attempted to bind
Dragon Ogres to their will, with the mized resuits to be
ezpected when one keeps a crazed and incigorated monster
captive. Those wizards who misspeak their incantations or
improperly seribe their sigils do not suroive. However, those
who see success have been able to refine their spells and
glamours to such an extent that they can cage even the mighty

Shaggoths — the forefathers of the Dragon Ogre race.

MWS BS § T W I A Ld
Dragon Ogre A e A S
| Dragon Ogre Shaggoth N e e

- DRAGON OGRE

EQUIPMENT:

Dark-runed axe (hand weapon).

SPECIAL RULES:
Fear, Scaly Skin (5+),
Shackled by Lightning (see Dragon Ogre Shaggoth).

OPTIONS:

May take one of the following (All Dragon Ogres in the unit
must have the same upgrades):

* Additional hand weapon.............coooiiiiiniiin 3 points

T | e G R e o e 10 points

Troop Type Unit Size Points
Monstrous Beast 1-10 70 per model
Monster 1 215

DRAGON OGRE SHAGGOTH
EQUIPMENT:

Colossal dark-runed axe (hand weapon).

SPECIAL RULES:

Immune to Psychology, Large Target,
Scaly Skin (5+), Terror.

Shackled by Lightning: Dragon Ogres and Shaggoths are
immune to all lightning-based spells, but due to the crackling
energy of their shackles, are always subject to the rules for
Frenzy. Furthermore, they can never lose their Frenzy.

OPTIONS:

May take one of the following:

* Additional hand weapon ..........cvoeiiiiiinnins . points
* Great WeaAPOM. .\ .o iversrnnsanviaiains A L ey 18 points i




The porcine horror known as the Razorgor is a foul

mannered, rank smelling and utterly repulsice creature of

' Chaos. Roughly approzimate to a giant boar in appearance
(although more fike o great bear in size), a Razorgor is a
vilely mutated creature covered in picious spines, coarse hair
and boasting lethaily sharp tusks and fangs. Such is the

beast's bloody-minded temperament that it will fight and

kill almost any creature it comes across, ravenously

consuming the flesh of its victim with gluttonous delight.

Thick-skinned and pig-headed, Razorgors are not exactly
intelligent, however, their low cunning and brute strength
makes them an inoaluable addition to any army seeking
some raw, if foully mutated, muscle. Their dim wit makes
them ideal candidates to be enslaved by a Seroll of Binding,
and o wizard who achiees this certainly gains a physical
advantage in any forthcoming battle. The greater risk,
howeer, is braving the dark forests where Razorgors make
their home. Not only are these places the preferred haunt of
the Razorgors (who feast on Beastmen much like a cow
chews the cud), but they are frequented by all manner of
other horrors (not least of whom are those self-same
Beastmen), who view interlopers with violent disdain.

Razorgars that are successfully enslaved become a powerful
weapon, ideal for breaking shieldwalls in a single blood-
spattered charge. They are, however, inoariably hurled into
battle with abandon and the ezpectation, even fope, of
death. Nobody wants to be around a herd of blood mad
Razorgors when the battle is over and the rites of binding
fave dissipated.

Points ..'ii|

MWS BS § T W I A Ld Troop Type Unit Size
Ramrgnr o S R | s e R e AL Ll Monstrous Beast 1-10 55 per model ! '.
I|
. SPECIAL RULES: s B
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Fear. ( Near the Drakwald forest it is possible to hear many tales

| about large and fearsome Razorgors. One particular

| begst halted ol traffic along the Old Forest Road,
devouring entire regiments before finally being brought

down by a patrol that sensibly hauled a cannon with

Thunderous Charge:
A Razorgor has +1
Strength in the turn
when it charges. b
| gained notoriety for their stampede through the town of
Glumhof, a rampage that left many dead, several
buildings flattened and a trail of bloody hoof prints.

them. On a different occasion, a trio of Razorgors

Most famous of ail is the legendary ol’ Gribbleback, an
enormaus Razorgor with a hunched mass of iron-hard
muscle and bone sprouting out of its wart-covered back. ]I g
That Razorgor has destroyed carapans, patrols and ecen ;4
a contingent of Reiksquard Knights sent to free the land |
from its predations. Aldebrand Ludenfiof, the Elector }
Count of Hochland, has offered a large sum of goldto i
any who can bring him ol’ Gribbleback’s head, but none |
have, os of yet, succeeded.
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,  CHAOS WARMAMMOTH

The approach of a War Mammath begins os a distant
‘rumbling, like thunder over the horizon. Yet, growing steadily

P
i

louder, the booming thud of the beast’s approach causes the
ground to tremble in thythm to the four-legged strides until,
at last, the gargantuan creature towers above, The War
Mammoth is like unto a living mountain, @ woolly colossus
‘bedecked with an elephantine trunk and great curved tusks.

War Mammoths travel the snow-covered steppes of the
farthest north, sweeping their tusks to expose the twisted
grasses and small creatures that live below. A beast of such
size consuwmes vast amounts of food, and over time has
ingested great quantities of Chaos tainted material. Over
the years, the mutating effects have worked on the herd
animals, causing them to sprout extra horns, and turning

, them violently aggressive. Chaos War Mammoths tolerate
\  nothing in their presence and will attack anything they can
see. They sound out trumpeting blasts before stamping the
enemy flat, leaving behind only stains in the churned snow.

The northern tribes know that a single War Mammoth can

suddenly charge out of a blizzard and level a village in mere

moments. The damage o whole herd of such beasts can do is
’ nothing short of cataclysmic, wiping out entire tribes in an
instant. Luckily, most Chaos War Manunoths encountered
away fram the frozen north are rogues — warped individuals
that disdain even their own herds. The barbaric tribes seek
out calves abandoned by their mathers, for if cought and
trained early enough, a Chaos War Mammoth can be ridden

___uibb . oy

into battle as a nigh-unstoppable shock weapon.

- el
% r MWSBS § T W 1 A Ld Troop ‘Type Unit Size Points
Chaos War Mammoth P T [ T R s ) PR e Monster 1 500
SPECIAL RULES: Largest of Monsters: This creature is so *  Maimmoth attacking Monsters
Immune to Psychology, enormous that it can Thunderstomp everything D6 Attack
Large Target, Terror. but other models with this special rule. 1-2 Burt
3-5 Gore
#»Mammoth Attacks: Chaos War Mammoths 6 Bellow
¢ do not attack in the same way as other creatures.
They do not respond to orders and have no plans Mammoth attacking anything else
beyond violently crushing anything before them. D6 Attack
When the Mammoth comes to attack, roll on the 1-2 Trample
appropriate table to see what it does: 3-4 Stomp
5 Bellow

6 Pick Up And...
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Butt: The Mammoth charges, ramming with its massive head.
The Mammoth inflicts one automatic hit against one model in
base contact (your choice), causing D3 Strength 10 hits with
the Multiple Wounds (ID3) special rule.

Gore: The Mammoth stabs at the enemy with its massive
tusks. The Mammoth makes D6 Attacks with the Heroic
Killing Blow special rule.

Bellow: The Mammoth trumpets and bellows at the enemy.
Neither the Mammoth nor any units in contact with it actually
fight if they have not already done so this round. The
Mammoth’s side automatically wins the combat by 2 points (if
both sides have a Mammoth that bellows the combat is a draw).
»
Teample: The Mammoth tramples the enemy, crushing them
beneath its massive weight. Any enemy unit in base contact
suffers D6 Strength 10 hits for each rank of models it has.

Stomp: The Mammoth does not attack this turn, but gets
carried away with stomping. This turn the Mammoth’s
Thunderstomp causes 4D6 hits.

Pick up and...: The Mammoth uses its agile trunk to grab a
hapless victim that is either in base contact or touching a medel
in base contact (it has a long reach). The target can make a
single Attack to fend off the trunk. If it causes an unsaved
Wound, the Mammoth’s Attack fails, otherwise the Mammoth
grabs the madel. Roll a D6 to see what happens next:

D6 Result

1 Throw Back Into Combat. The victim is hurled back
into his own unit like a missile, The victim is removed as a
casualty, and 21D6 Strength 4 hits are inflicted on the unit.

2 Hurl, The victim is hurled into an enemy unit within 18" of
the Mammoth — randomly determine which. The victim is
removed as a casualty and 2D6 Strength 4 hits are inflicted
on the unit, Unsaved Wounds from these hits count towards
the Mammoth's combat result. If no enemy units are in
range, treat this as a Throw Back Into Combat result instead.

3 Eat. The Mammoth swings the victim up into its gaping
mouth and munches him down with obvious satisfaction.
The model is removed as a casualty. The Mammoth
immediately regains a single Wound lost earlier in the
battle. The Mammoth then picks another victim. This new
victim makes a single Attack as usual to avoid being picked
up — if he fails, roll again on this table to see what the
Mammoth does with him.

4 Flail Wildly. The Mammath swings its victim around with
crazed abandon, slamming him repeatedly into rocks, trees,
friends and foes. All units (friend and foe but excluding

r’ —_— Bt e
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'\ Although his eyes were closed, Tashnar, Chaos Sorcerer and
| follower of the Changer of the Ways, felt the waves of energy

the Mammaoth msctf) wnthm 2D6" of the \-‘mr MEII':'III‘IDIh J :
suffer D6 Strength 6 hits. The initial victim then suffers a | /
Strength 10 hit for each other unit that suffers one or more 4
hits in this way (you need to do this at the end so you knowt ™ |
how nmany other units have been |lit}. In the un}ikcly event.
that the initial victim survives, place him at the back of the
unit from which he was removed. All unsaved Wounds
caused count towards the combat result (unsaved Wounds
to friendly models will count towards your opponents
combat result).

Throw Into the Air and Swat. With a triumphant \‘
trumpet, the Mammoth tosses the victim into the air and, &/
with impeccable timing, bats him at another enemy unit. &
Place the small round template anywhere within 4D6" of ;'
the Chaos War Mammoth and scatter it D6 Any model ._‘-‘!1
partially or completely under the template suffers a

Strength 4 hit. The initial victim then suffers 2ID6 Wounds
with no armour saves allowed (D6 for the swatting and D&
for the impact, in case you're wondering). If the swatted A
model survives, place it within 1" of the template’s final t
position, and at least 1" away from other units. If the model
cannot be placed or is a non-character model, remove itas
a casualty — i’s been trampled! %
Squash and Pick Another. The Mammoth's strong trunk
constricts the victim until it pops! The model is removed as
a casualty. The Mammoth then picks another victim, This
new victim makes a single Attack as usual to aveid being
picked up - if he fails, roll again on this table to see what
the Mammoth does with him.

cascading around him. He could feel, rather than see the surging
multi-coloured winds of power. He used this force to stretch out
his mind to scour the wastes, seeking for a bestial presence.

After watching the sorcerer sway, chant and read aloud from a
scrofl in a language he didn't understand, Lord Valstag the
Slaughterer lost all patience. “‘We go to battle beneath the swirling
clouds for there is power to be seized — yet you tell me to wait? I
will wait no longer! What use is your magic? It is azes that win
the day!” bellowed the warrior lord to the cheers of his followers.

I have summoned is here, my Lord." Even as the sorcerer spoke,
the ground trembled and the ranks of barbaric warriors parted
with an overawed silence, In strode a towering mountain of
muscle and tusks, a doom that all knew and feared. The War
Mammoth halted before Tashnar, who smiled beneath his iron
mask. The tribe now beheld who wielded the real power!
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Chaos Warhounds are tireless hunters built of little more u
than muscle and fang. Warped in mind and body, they prowl
the wilderness in ravening packs, running down prey that
ranges in size from stray children to overly intoricated

Giants. Although often cowardly and only willing to attack
sulnerable prey, when they are in full-baying bloodlust, their

. hunger for steaming raw meat is such that they will even
hurtle themselves upon a spearwall with total abandon.
Their only concern during such a moment is when their
slobbering jaws can be sunk into juicy, yielding flesh.

Chaos Warhounds are amongst the easiest creatures for
wizard to bind to his will, for they possess only scant
intelligence, and suroive on a quick-witted hunter's instinct
that is easily subterted to other ends. Even so, only a wizard
consumed with bravado will keep Chaos Warhounds close
by, as they become increasingly difficult to control once the

' heady scent of blood enters their nostrils. There is a fairly
persistent legend that insists Kadon himself met his end when
a pack of shackled Chaos Warhounds broke free of his
control and slaked their bloodthirst upon his flesh. Whilst
there are many tales that purport to recount Kodon's final
hours — most have rurned out to refer instead to luckless
apprentices — this one has the proper ‘too clever for his own
good "ring about it to hold at least a kernel of truth.

Regardiess of the oictim's actual identity, this legend has
bhecome a cautionary tofe for any wizard seeking control
\  ooer Chaos Warkounds. Sheer mindlessness, after all, is no

guarantee of inferiority...

i

ety FieE e ey r el T
1'- When the hounds of the wastes bay at Morrslieb, the foul Rl ol 1# b |

E moon bays back.” ; :
| Kisler Prozerb :
| = .

MWS BS 8§ T W I A Ld TroopType Unit Size Points
Chaos Warhound 74 0 3.3 L % 8 War Beast 5-20 6 per model

~ OPTIONS:
" May tzke any of the following (all Chaos Warhounds in the unit must have the same upgrades):
:; L e R N e 1 v P TR T et T R R AT 1 point per model
" Grants the Chaos Warhounds the Scaly Skin (6+) special rule.
B S pinngd FAREVEIONN 1o b seiie s i i et e 4B sl AL o e s aly e 1 point per model

Grants the Chaos Warhounds the Poisoned Attacks special rule.
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, The fickle nature of the Dark Gods means that any creature
M which is granted too many gifts of Chaos will eventually

CHAOS SPAWN

stccumb to madness and corruption, As mutations run out
of control, a Chaos Spawn is created. These Spawn vary
from animal or man-size to huge monstrosities. Just as they
vary in size, they also vary in shape and appearance, with
bloated bodlies, wriggling tentacles, writhing limbs, claws,
fangs, spines and gibbering mouths being frequent, although
seldom found in the same piace twice. Insane and mindless,
they follow the forces of Chaos inte battle, where they
mﬂlﬁlﬂgﬂ amon_gst I'h&‘ enemy, musiﬂgcamagz. Hﬂﬁiﬁg no
mind or self-will, @ Spawn has no comprehension of donger
and will keep attacking until it is slain. They are seen as
useful but expendable assets by the warlords and champions
of the Chaos gods.

Some Choos Spaien have a peculiar sensitivity to magic,
[feeding off it and absorbing its power until they grow to
many times their original size. These Great Choos Spawn
are truly vost creatures. Once they gain momentum, they are
nigh unstoppable and even more unpredictable than their
smalfer kin, A Great Chaos Spawn has no way of
unfeashing the magical energy stored up in its body,

and its unspeakably twisted frame can only contain so

miuch mystic energy before it explodes with an ear-splitting
(and distinctly soggy) roar.

MWSBS 8§ T W I A ILd Troop Tipe Unit Size
Chaos Spawn 2D6 3 0 4 5 3 2 Ds+1 10 Monstrous Beast 1
| Great Chaos Spawn D63 0 6 F 5 1 2Dé+1 10  Monster 1

GREAT CHAOS SPAWN
SPECIAL RULES:

Terror, Random Attacks (2D6+1),
Random Movement (31D6), Unbreakable.

CHAOS SPAWN

SPECIAL RULES:

Fear, Random Attacks (D6+1),

Random Movement (2D6), Unbreakable.

. OPTIONS:

Any Chaos Spawn or Great Chaos Spawn can have one of the following

Marks of Chaos at additional cost:

L T T T o (S e e e e R e e e e iR T A e e 20 points
A model with a Mark of Khorne has +1 Strength.

B o B L T s L s e 13 poinis
A model with the Mark of Tzeentch has a 6+ ward save.

oy T b o T 3 points
Ranged Attacks that target a model with the Mark of Nurgle are at -1 To Hit. Models that target a
model with the Mark of Nurgle in close combat are at -1 WS,

seMErciaE Slaanesl: o i e e e 20 points
A model with the Mark of Slaanesh has the Always Strikes First special rule,

e — e

‘T have fought in countless

battles. At first, it 1s the
din of war that unsettles
you = the hiss of arrows,
the clash of steel on steel.
Yet the one noise | can
never grow inured to is the
sound of those Joathsome
Spawn, Even I still
shudder at their roar,
Valmir oon Raukou, Elector
Count of Ostlend
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Bloadthirsters are the most deadly of all Khorne's
Daemons — they are fury given form and slaughter made
- manifest. Yet even amongst Bloodthirsters, the supreme
deathbringers of the Blood God, there are some who
l stand apart. The most ferocious of their kind have been
blessed by almighty Khorre himself, and are known as
Eralted Bloodthirsters.

To have basked in the fiery rage of the Blood God, to be

. knighted by his double-handed sword, to then join the ranks
¢ of the Lord of Bottle's honour quard is an unmatched mark
of distinction, Such divine tribute swells the already

. immense Bloodthirsters to colossal proportions, their

! gigantic forms spilling out so much bloodlust that the air
around them ripples as if cverheated from some

supernatural furnace.

 An Eralted Bloodthirster can only cross from the Realm of

. Chaos into the material world through exceptionally large
rifts, such that only occur in the most calamitous of events.
When the veil is so torn that he can push through the
barriers, an Exalted Bloodthirster announces his arrical by

 bellowing his presence with the sound of a thousand

i thunderclaps. This is a blood challenge — o call to batele for
anything that can hear his roar. Sparks and black smoke
issue forth from his nostrils and his iron-hard hooves smite
the earth with each stride, blackening the ground with

{ unnatural power. Single-handedly a match for an entire

F-' army, an Exalted Bloodthirster seeks only to fight, to

| unleash his limitless rage in combat unbridled, and to claim

JI o veritable mountain of skulls for his insatiable master.

f MWSBS S T W I A ILd
Ex:a]tcd Bloodthirster s | IR T R e e )

SPECIAL RULES:

5+ ward save, Fly, Hatred, Killing Blow,
Large Target, Magic Resistance (2), Terror,
Unbreakable, Unstable.

Colossal Axe of Khorne

g EQUIPMENT:
(hand weapon).

Aura of Fury: Exalted Bloodthirsters burn with

i such hlistering wrath that a wave of fury emanates
0 outwards from them, empowering all nearby with a
furious bloodlust. All models (friend or foe) within
12" of an Exalted Bloodthirster gain +1 Strength
and the Fight in Extra Ranks special rule whilst
within range.

Troop Tipe
Monster, Character 1

Unit Size

Daemonic Attacks: Being a corporeal
manifestation of Chaos, all of the Exalted
Bloodthirster's Attacks are magical.

Brass Armour: This grants the Exalted
Bloodthirster a 34 armour save, In addition,
magic weapons carried by enemy models lose all
their magical abilities whilst the bearer remains in
base contact with the Exalted Bloodthirster.




0 Teeentch constantly tests his minions, seeking those who can
l? E} lead his intrigue-filled designs. Only the Lords of Change
.{;l- ":i

can navigote the intricate mindmazes, and few of them are
decious enough to puzzle the countless schemes within,
Those that can, follow the clues to a chamber secreted deep
in the Impossible Fortress, There, amidst a treasure trove of
his longest running and most conooluted manipulations,

T

* the Greater Daemons are granted the favour of Teeentch.
* Each bathes in Tzeentch's living flames, a blessing that
' imbues them with still greater powers and exalted status.

. Eralted Lords of Change are the master movers of the most
. ambitious plots. Each Daemon has his nefarious hands en

T hundreds of different destinies, keeping watch much as a
spider at the centre of a web keeps track of each sticky
filament, waiting for prey to become entangled. Mony plans
involoe the eternal war between the gods in the Reafm of
Chaos, yet no few of the strands wind through the mortal
realm. It is perilous for an Eralted Lord of Change to enter
the mortal world, save when storms of magic unleash a truly

massive amount of eldritch power to sustain them.

- When an Exalted Lord of Change spreads his wings upon

- the mortal world, then let all tremble, for such is its

" socererous might and past uncaring knowledge, that even the
 mightiest must fear it. Those who dare approach an Exalted
" Lord of Change face dangers beyond just being blasted by

F’ magics or sliced open by rending claws, for the Daemon's
? croaking vaice utters divine nonsense, all-seeing intuitions

Jurtaposed with intriguing half-truths that make eoen the
~ most strong-willed second quess their every intention.
- Amidst this maelstrom of magic, Teeentch's favoured
. minions wreak their inscrutable changes upon the world,

P ' ) : vl
: MWS BS 8 T W I A Ld Troop Tipe Unit Size Points ("[
| Exalted Lord of Change 8 6 4 7 7 7 6 7 9  Monster, Character 1 775 !
EQUIPMENT: SPECIAL RULES:
Staff of Change (hand 5+ ward save, Flaming Attacks, Fly Blue Flames: An Exalted Lord of Change can blast
weapon) with additional Large Target, Loremaster (Daemon Lore of blue flame from his hands, The Blue Flames are a
rules (see far right). Tzeentch), Terror, Unbreakable, Unstable. shooting attack with the following profile: y
v ]
- MAGIC: Barrage of Knowledge: All enemy models within Range Str  Special Rules iJ,
An Exalted Lord of 12" of this model suffer a -1 penalty to their Weapon  Blue Flames 18" 4 Moultiple Shots (Dg),
Change is a Level 4 Skill and Ballistic Skill whilst within range. Quick to Fire, *
- Wizard who uses the é
“ Daemon Lore of Daemonic Attacks: Being a corporeal manifestation  Staff of Change: For each unsaved Wound a model
'ﬁ'.-‘"Tzcanch orthe Lore of  of Chaos, all of the Exalted Lord of Change’s suffers from the Staff of Change, it must pass a

%’hﬂal. Attacks are magical. Toughness test or be slain instantly: )
\ﬂ




EXALTED GREAT UNCLEAN ONE

: There is intense rivalry amongst the Great Unclean Ones -

i the Greater Daemons of Nurgle, for they all lang for the
attentions of their Plaguefather. To be noticed by the Lord
of Decay, a Great Unclean One must surpass olf others in

| the spreading of pestilent blessings. To be the rotten apple
af elmighty Nurgle's eye, a Great Unclean One must
become a waiking pandemic, a manifestation of all that is
carrupt. Yet even this task is not enough, for to truly gain
the favour of the Master of the Garden of Blight, a Great
Unclean One must accomplish his befouling goals whilst
displaying the most ebullient of moods. After all, it is a
Joyful thing to bring forth a debilitating poz, foritisa
beautiful thing well worth celebrating.

To those Great Unclean Ones that raise their levels of

filth and disease to new heights, a special gift is bestowed,
The divine blessing of Nurgle is made consummate with a
draught of mouldering elizir from the Plaguefather's
cauldron. Those who have so sipped, grow in size and
stature, blossoming into what is known as an Eralted Great
Unclean One. First amongst Nurgle's Daemons, these
unholy creatures are so huge and bloated that their bulk
seems fo overflow with even more ponderous fleshy folds,
all rank with disease — they truly are the foulest of the foul.

Exalted Great Unclean Ones are rarely seen in the mortal

realms, for their great mass requires a prodigious supply of

magic to support them. When the Winds of Magic gust to

hurricane force, then the Exalted Unclean Ones can again

walk the world, bringing with them animaginable pestilence,
' poisoning the air with their mere presence,

T
i f MWSBSS T W 1 ALl Troop Tipe Unit Size Points
% | Exalted Great UncleanOne 6 4 0 7 7 10 4 6 9 Monster, Character 1 775
EQUIPMENT: SPECIAL RULES: 2
Balesword (hand 5+ ward save, Large Target, Poisoned Attacks, Extreme Contagion: The Exalted Great

'+ weapon) with additional ~ Regeneration, Terror, Unbreakable, Unstable.
b rules (see right).

Balesword: All hits caused by a Balesword
wound automatically and have the Multiple

Wounds (D6) special rule,

MAGIC:
" An Exalted Great
Unelean One isa
- Level 4 Wizard and
uses the Daemon Lore
of Nurgle or the Lore
" of Death,

Daemonic Attacks: Being a corporeal
manifestation of Chaos, all of the Exalted Great
Unclean One's Attacks are magical.

Unclean One exudes a plague-filled aura that rots
and debilitates any foes foolish enough to enter
into close proximity. Enemy models in base
contact with the Daemon at the start of any Magic
phase suffer a Wound on the roll of a 54 with no
armour saves allowed.

Fabulous Bile: The Exalted Great Unclean One
can vomit forth a putrid stream of maggots, blood
and noxious slime on command. This is a
Strength 4 Breath Weapon against which no
armour saves are allowed.

e
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EXALTED KEEPER OF SECRETS

. There is no creature more lithesome on the battlefield than

TNy s e P e S S L

“an Eralted Keeper of Secrets — it pirouettes through

" combat, its many long and sensuous arms gracefully

W whirling an array of razor-sharp nails, keening blades and
claws with heaoily serrated cutting edges, In the pale

I Daemon’s weaning wake, limbs are sheared off, innards are
. spilled and blood is splattered in fountain-like arcs, all

|\ perfectly choreographed, all falling to the ground in

i aesthetically pleasing patterns.

. A Keeper of Secrets is a formidable foe, able to cast
l? alluringly deadly spells or disembowel a Dragon in close
combat, yet perhaps the most lethal aspect of these Slayers
of Slaanesh is their ability to see inside to a creature’s
innermost desires and thus expertly tempt him towards
eternal damnation. An Exalted Keeper of Secrets has
performed such exquisite services and delivered so many
souls to the Diark Prince of Chaos, that the Lord of Excess
has granted a glorious gift - he has allowed the Keeper of
Secrets to suckle at his own divine power. Such power swells
thraugh a Greater Daemon 5o it grows mightier still,

=

N

Ripples of pleasure and pain wash out from their graceful
and long-limbed bodies, numbing any not pure of both heart
and mind with a cacophony of overwrought sensation.

The mundane world cannot long support the unnatural
energy that pours out of an Eralted Keeper of Secrets, and
such a Daemon can only walk upon the mortal realm during
those rare peak periods of Chaotic power. Yet when these
times do come, the Exalted Keeper of Secrets struts eagerly
into the world, desperate to unleash their seductive
enchantments and reap ever more souls for the Prince

of the Palace of Fleasures.

| MWS BS S TW I AILd Troop Type Unit Size Points
. Exalted Keeperof Secrets 10 9 0 7 7 7 10 8 9  Monster, Character 1 773 | J|
i |

EQUIPMENT: SPECIAL RULES: |
Torment Blade (hand 5+ ward save, Always Strikes First, Daemonic Attacks: Being a corporeal
weapon) with additional  Armour Piercing (close combat attacks only), manifestation of Chaos, all of the Exalted
rules (see far right). Large Target, Terror, Unbreakable, Unstable. Keeper of Secrets’ Attacks are magical,
MAGIC: Sensual Barrage: Feady waves of pain, pleasure  Torment Blade: A model that suffers one or
An Exalted Keeper of and every type of sensual overload emanate from more unsaved Wounds from the Torment Blade
Secrets is a Level 4 the Exalted Keeper of Secrets. All enemy models cannot strike during that Close Combat phase

: Wizard who uses the within 6" of the Exalted Keeper of Secrets suffera  unless it can pass a Leadership test.

\" Daemon Lore of -1 penalty to their Weapon Skill and Initiative

W Slaanesh or the Lore whilst within range.

18 of Shadow.
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. E,.Dmgans are an incredibly ancient race whose forefathers

i lived many thousends of years before even the Elpes set foot
& in the Oid World. Today, they are feis in number compared
ta the times of old, when they dominated the world and the
" air was full of soaring Dragons, tussiing for supremacy in

P

the primeca! skies. Those Dragons who remain today are
reclusive creatures that spend much of their time asleep in
hiddes mountoinside lairs or sunken coverns. Although
fewer in pumber, Dragons are still creatures of vast power
and when they are roused from their deep stumber, their
deeds ond actions are the stuff of leqends.

Dagoas are o diverse species, and apt to display enormous
sariction in colour and abilities. These differences depend
Sesle o the creature’s breeding, for the father of all
Dirogons wos the fabled Kolgalanos the Black, and his
socws were all the colours under the sun. The hue of a
Dagon's scale goes beyond mere pigment = it is an
sdicotor of the Dragon's nature. Red, or Fire Dragons, are
=petient and wrathful creatures that breathe roaring flame,
Fosest Dragons are elusive, deepwood creatures that belch
corrosice fumes, whilst Storm Dragons spit lightning bolts
and ore whimsical, almost flighty, in temperament.

£ Dragon's size is proportional to its age. They continue to
grow throughout their lives, and Dragans of any colour can
reach huge prapartions if they live for long enough. Few
Dragons taday can rival the size Kalgalanos the Blackh,
whose vast scaly bady was bigger than an Empire greatship,
and whose head was bigger than a house. Even so, Dragons
remain amongst the largest of all creatures, and powerful

. servants whilst the spells of binding last.

1
Emperor Dragons are the wisest, largest and most powerful

E of all their kind — only they can truly compare with the

mighty Kalgalonas. Today, Emperor Dragons are beyond

rare, and the few that have survived spend most of their '{f T 2 il

time hidden away and asfeep. As legends hace it, the few ' There are many tales of Emperor Dragons, including the legendary Skaladrak

.~ remaining Emperor Dragons spend their time quarding Incarnadine, who slew many armies of Dwarfs jn the lands around Karek Kadrin, and

. their vast treasure hordes, piled wealth that has been many Skulez the Great, an immense beast that still resides unchallenged in the peaks of

" millennia in the gathering. All Emperor Dragons love gold % Norsca. An Emperor Dragon in battle is.a terrible sight, capable of laying waste to

- and riches, andany of:ﬁeir hordes is said contain wealth whole armies, desrroying Tolons, razfngr crap _ﬁe!a’s andc(msuming herds le livestock.
equal to the treasury of the very greatest of all Dwarf kings. Once an Emperor Dragon is provoked to battle, there are few creatures or heroes
Accordingly, an Emperor Dragon seldom likes to venture capable of defeating one in any semblance of fair combat.
far from its lair, in case of theft, but at need the great beast :

}}}w‘ﬂ unfurl its ancient wings and fly down from its mountain Indeed, the only recorded oecasions on which Emperor Dragons have seen defeat have

" Mair to feed and plunder. been when many thousands of foes have been arrayed against them, or some

sarcererous trickery was employed. If few warriors can be counted on to defeat an

4 T e s T e’ o Emperor Dragan, there are still fewer individuals capable of taming one. Even the

i A Dragon is an army unto itself. famed Dragon Riders of Caledor were never able to tame the oldest and greatest of the [

; oL SN o i i e

! ,% Caledorian Proverb Emperor Dragons.
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SPECIAL RULES (YOUNG DRAGON, DRAGON
AND GREAT DRAGON):
Fly, Large Target, Scaly Skin (3+ ), Terror.

Breath Weapon: Each Dragon must choose a type from below,
which determines the nature of its Breath Weapon.

* Fire Dragons are hot-tempered and intolerant beast®whose
flaming breath and ready rage have long since passed into
legend as being synonymous with Dragonkind. Fire Dragons
have a Strength 4 Breath Weapon with the Flaming Attacks
special rule.

* Black Dragons were always ranked amongst the most
malevolent of creatures, even before they were warped by
the dark sorceries of the Witch King Malekith. They are
indiscriminate murderers, revelling in slaughter for its own
sake. Black Dragons have a Strength 4 Breath Weapon, and
any unit taking casualties from the Breath Weapon must pass
a Leadership test with a -3 modifier in order to declare
charges in their next Movement phase. Units that are
Immune to Psychology take damage as normal but do not
suffer any additional effects.

Frost Dragons are creatures of frost and ice; the chill of
midwinter given vengeful and scaly form. They are slow to
anger, presumably a result of their own chill nature being
combined with cold-blooded physiology. Frost Dragons have
a Strength 3 Breath Weapon. In addition, any unit hit by the
Breath Weapon gains the Always Strikes Last special rule
until the end of the following turn.

Forest Dragons are torpid and somnolent creatures given to
slumbering under forest canopies, wound about the gnarled
boughs of mighty trees. They are incredibly poisonous, and
even the merest wisp of their clammy breath can kill. Forest
Dragons have a Strength 2 Breath Weapon that has a -3
armour save modifier.

* Storm Dragons are rarely encountered at ground level, for
they love to swoop and dive through the heart of the
mightiest thunderstorms. This builds up a crackling electric
charge upon the Dragon's azure scales, which it can then
‘spit” as a ball of lightning. The Breath Weapon of a Storm
Dragon always wounds on a D6 result equal to the victim’s
armour save. Models with no armour save cannot be

wounded by a Storm Diragon's Breath Weapon.

Troop Type

Monster 1

Monster 1 300

Monster 1 390

Monstr_:r 1 650
MAGIC (EMPEROR DRAGON):

Some of the wisest Emperor Dragons are mighty Wizands in
their own right. An Emperor Dragon can have up to 4 Wisard
levels at a cost of 35 points per level. The spell lore 3t knows
will depend on the type of Diragon it is, as explained kter

SPECIAL RULES (EMPEROR DRAGON):
Fly, Immune to Psyvchology, Large Target,
Scaly Skin (34 ), Terror.

Breath Weapon: Each Emperor Dragon must choose a npe
from below, which determines the nature of its Breath Weapon.

¢ Doomfire Dragons are swift to wrath and take an abiding
Joy in setting alight the towns and fortresses of lesser races.
Doomfire Dragons have a Strength 6 Breath Weapon with
the Flaming Atracks special rule. A Doomfire Dragon with
Wizard levels always uses the Lore of Fire.

Ll

Nightmare Dragons are believed not to be real ereatures at
all, but wild currents of Amethyst Magic given life.
Nightmare Dragons have the same Breath Weapon as a
Black Dragon but hits from it are resolved at a Strength of §
instead of a Strength of 4 (all other effects remain ]
unchanged). A Nightmare Dragon with Wizard levels always S8
uses the Lore of Death.

Iee Dragons are the most sedate and slumbersome of

their kind. lce Dragons have a Strength 5 Breath Weapon.

In addition, any unit hit by the Breath Weapon gains the
Always Strikes Last special rule until the end of the following
turn. An Iee Dragon with Wizard levels always uses the
Lore of Light.

Venom Dragons are poisonous within and without. Despite :
this, Venom Dragons see themselves as agents of rebirth, of
culling the weak so that new life might arise. Venom Dragons
have a Strength 4 Breath Weapon that has a -5 armour save
modifier. A Venom Dragon with Wizard levels always uses
the Lore of Life.

* Great Storm Dragons are wild and unpredictable, striking
without warning from a clear sky. The Breath Weapon of a
Great Storm Dragon always wounds on a D6 result equal to
the victim's armour save. Models with ne armour save cannot
be wounded by this Breath Weapon: A Great Storm Dragon b

with Wizard levels always uses the Lore of Heavens.
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 Onee the proud and noble rulers of the skies, now spiit,
; \twisted and corrupted by the forces of change, the terrible
| two-headed Chaos Dragons are nightmarish and

- malevolent predators. Borne aloft on wings no longer made
, of mere flesh and bone, but of black sorcery and the will of
Dark Gods made manifest, a Chaos Dragon is a terrifying
nrenesis to all order and sanity. They are wicked and fickie
creatures, possessing eoery bit as much mafevolent delight
in destruction and treachery as their creator, the great and

!
¥
:

* devious god Teeentch. Even a single Chaos Dragon can put
" an entire army to flight, incinerating its enemies with bursts
Y of dragonflame, choking them with clouds of nozious bleck

* vapour, or shredding them with its massive teeth and claws.

It is said that Chaos Dragons see themselves as wholly
distinct from Tzeentch's mortal followers. Indeed, they hold
Dragonkind to be the Dark God's true servants in the
' mortal world, for men have ever been guick to change their
aliegiance over the centuries. No two Chaos Dragons are
\ exactly the same, for the gifts of Chaos affected each in
subtly different ways. Some have their organs and bones on
display, blood cessels pulsing and pounding through a
sheath of inoisible flesh. Others are covered in spikes, horns

-

L

- and knobbly protrusions, or have shin crawling with the

¥ stuff of corruption itself. Truly, each Chaos Dragon is a

l piece of obscene living sculpture, and a facet of Tzeentch's
g anknowable splendour.

X

?Afrhangﬁ it is a rare (ond often calamitous) ecent to see a

i Choos Dragon far from the Northern Wastes, the beasts are

' droun to storms of magic and have a preternatural ability
to turn up when such tempests strike. Many wizards who
&ind o Chaos Dragon often feel as if the beast is not truly
spellbound, but rather obeying to suit their own whims.

|-
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+ SPECIAL RULES:
’ Fly, Large Target,

" Scaly Skin (3+),
: Terror.
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Breath Weapons: Chaos Dragons have two
different Breath Weapons and can use them both
in the same turn. One head breathes fire: a
Strength 4 Breath Weapon with the Flaming

Attacks special rule. The other breathes a cloud of

";
i

corrosive gas: a Strength 2 Breath Weapon with a
-3 armour save modifier. If the Dragon is an

Emperor Chaos Dragon, then the Strength of the
Breath Weapons are increased by one.

Unit Size Points
1 330
1 710
: < " ‘:I
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They are a blight upon a proud lincage, a foul insult to
which extermination is the only just reply.’

FPrince Imrik of Caledor.
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Many horrible creatures have been altered by the mutating
pouers of Chaos and the Giant Spined Beast is one such
monstrosity. It is a foul, four fegged beast that prowls the
strangely lit wastelands near the great Chaos rift seeking to

“vent the all-consuming rage of its pained existence upon

anything that it can see or scent.

The Giant Spined Beast is similar to a Chaos Hound,
only grown fo insane proportions in that magic-soaked
reafm. The beast's skin seems stretched too far and it
frequently tears, ripped asunder by the sudden growth of
newly forming muscles or spiny protrusions. Such rapid

depelopment exposes glistening raw tendons and angry

new layers of shin, reknitting anew over the gaping hofes.
The Giant Spined Beast takes its names from the bony
protrusions that sprout from its hide, new spikes regularly
bursting forth. The creature’s interioching sabre-like teeth
can also be seen growing, brutally jutting out of the Giant
Spined Beast's blood-dripping maw. In a span of moments,
each fang expands until it is toller than a man, before it is
painfully pushed out by ¢ newly emerging fang, which
repeats the process. Constantly howling, the monster
shudders in pain-wracked agony. The throbbing ache only

. subsides when the Giant Spined Beast Fills — so its keen
" nostrils constantly sniff for the scent of potentiol victims.

It can swallow a man whole, but against larger quarry the
Giant Spined Beast will dig in deeply with its great fangs
before viciously shaking its head, so that when its locked
Jaws twist free, they will be accompanied by a oast hunk
of flesh from the sundered victim.

MWS BS § TW I A ILd Troop Type
Giant Spined Beast 3 S T | R A R e e Monster
SPECIAL RULES: Spiky: The Giant Spined Chaos Beast's spikes
Frenzy, Larde Target,  make it difficult to fight. Any unit, including
Regeneration, friendly units, in base contact with the Great

Swiftstride, Terror.

Spined Chaos Beast at the start of any round of

close combat suffers 16 automatic Strength 4 hits
resolved after Impact Hits, but before any models
roll To Hit. Any Wounds caused by the spikes

count towards combat resolution.

e ———— o —-

“We can't stand before that abomination!

In the name of Sigmar, where are my cannons!’

Last words of Count Erich von Wittengast

——

e

GIANT SPINED CHAOS BEAST

\
'-1
]

Unit Size Points
1 220

OPTIONS:
May have one of the following: :
* Mark of Khorne...........c.....c..o.. 20 points

The model has +1 Strength. -.4
* Mark of Tzeentch.................... 13 points ﬂ

The model has a 6+ ward save.
s Markof Nurgle.........covvviiinen.n. 2 points

Ranged Attacks that target the model are at -1
To Hit. Models that target the model in close
combat are at -1 WS.

[

* Mark of Slaanesh.......... AR 20 points

The model has the Always Strikes First
.‘il]t:i_'i'd.] rulc.




"COCKATRICE = i

1\ The Cockatrice is an unsettling and repulsive creature that

- seldom emerges from its lair. Some say that this is due to

~ the enthusiasm with which Bretonnian Knights hunt and
slay them - even the stupidest creature can make out the
intentions of a Knight Errant at full flood, and Cockatrices
are, if anything, more intelligent than most knights.

In truth, the Cockatrice is not a bold fighter and prefers to
lurk around the fringes of a battlefield where it can safely
feast an the dead and dying. Despite the beast's inclination
for self-preservation, only a very foolish warrior will corner
a Cockatrice, When the beast is desperate, it gaes berserk,
shrieking and clawing at all who approach it with a
maddened feracity that more than compensates for its

innote cowordice.

Whilst the Cockatrice is not so physically fearsome as
mmany other monsters, it has a curious ability that makes it
the equal of even the mightiest Dragon. The Cockatrice can
petrify foes with its magical gaze, literally turning them to
stone with a glance unless they can evade its sorcerous
stare. This ability makes the Cockatrice o deadly opponent,
fora warrior must try to vanguish the beast without ever
setting sight upon it. Even a glimpse of the Cochatrice's
visage is enough of a view to prove deadly,

—— ey o e — e

‘Even the mighticst of creaturcs must fear the Cockatrice,
. for its gaze means certain death.’
Bonnawde, famed Bretonnion explorer

T g TR it i A m—

) MWS BS S TW I ALd Troop Tipe Unit Size Points
F Cockatrice 4 4 5 4 4 4 6 6 6 Monster 1 175
SPECIAL RULES: Petrifying Gaze: Petrifying Gaze is a magical OPTIONS:
Fly, Large Target, shooting attack and has the following profile: Ma}’ take any of the following:
Scaly Skin (4+), * Poisoned Claws...........ccocoiinnen. 10 points
3 Terror, Range  Strength  Special CGrants the Cockatrice the Poisoned Attacks
H 1ot 2 Sniper, special rule.
{ Heroic Killing Blow o Acidic VOt .....00viisieessoresiion: 20 points
"‘ Grants the Cockatrice a Strength 3
Hits from the Petrifying Gaze are magical. When Breath Weapon.
'% rolling To Wound with this shooting attack,
substitute the target’s Toughness with its Initiative  —weme e e e
F value. No armour saves are permitted against the “That were the only thing that I've caten in me life that [
5" Petrifying Gaze. don't cver want to eat again.’ I
& Greasus Goldtooth J
'I:'“ e - TR i i < y




Huge, hairy and especially bad tempered, the Rhinoz isa

large and dangerous horned beast that will lower its head
and ram anything in its way, ecen the most massive of
creatures. Rhinozen can almost always be found fiving in the
‘mountainous regions of the world, where they roam the
snowy slopes and thunder through the passes in small, but
formidable, herds that are given a wide berth by all but the
most ferocious or desperate of predators.

A herd of Rhinozen will never willingly alter its path for
anything — be it rockfall, weather, or monstrous predator.
Some of this has to do with their own tough nature, as
thick skin and shaggy, coarse hair protects the Rhinor
from the elements and all but the most horrendous of
damage. Doubtless, some of their fearlessness also stems
from the creature’s obstinate woys. However, the
notoriously bad eyesight of the Rhinor certainly factors
into its penchant for walking blindly into precarious
situations. As they live in the extremes of high alritude —
with numbing winds, snow squalls and the ever present
threat of blizzards, visibility is often limited anyisay, so
the fact that a Rhinox cannot see more than a few strides
ahead is not nearly as debilitating as it would be for a beast
of the plains. To compensate for its near-blindness, the
lumbering Rhinor has deccloped a keen sense of smell and
has learned to charge anything that doesn't reek like
another Rhinoz, On occasion, they will charge even if its
does smell fike a Rhinoz, as the creatures are fust that
hostile, and the smelf really is that bad. Powered by thick
haunches of purest muscle, a ram from a charging Rhinoz
is devastating and those lucky erough to avoid being gored
or skewered by its horns can still be flung airborne by the
foree of its impact. Dwarf trappers often say that startling
a Rhinoz is the fastest way of getting down a mountain.

RHINOX "o oy

MWS BS §8 T W I ALd Troop Tipe Unit Size Points \
Rhinox (PR R | LS e L L Monstrous Beast 1-5 115 per model
e e e R R
SPECIAL RULES: r Despite the dangers, many dare to hunt the Rhinoz, Night Goblins especially covet the taste of Rhinox meat, \
Fear, Frenzy, | although how they do is often quite different. Dwarf but being puny and cowardly, they are more fikely to ‘:',
Impact Hits (ID3), ! trappers will draw Rhinoren downwind, hoping to entice attempt trapping a beast into a defile and roiming down :
Stubborn. ( the aggressive, but dim brutes to charge over a cliff, arrotws and boulders rather than confronting such

/| recovering their broken bodies far down the
Natural Armour
(4+): The Rhinox 1s fr
protected by its thick,
furry hide, granting it
an armour save of 4+,

mountainside. Ogres, used to gut-barging and proving
themselves with feats of strength, will attempt to
countercharge a Rhinoz in a display of sheer might.
Although they are rarely successful, Ogres that can
knock out a Rhinox will hace bragging rights and a seat
of honour at their next feast.

At
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Jormidable creatures.

It takes at least six Night Goblins to hold up a single
Rhinor haunch and a lone beast can feed a tribe for quite

a lengthy time. Washed down with o pint of fungus brew,

S, LN . S

a hunk of Rhinox is good eating, topped only by the
tough, chewy Snris:fe ofa mas!cd stunty,
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Sabretusks are powerfully built hunting cats most noted for
their extended canines, which Jut boldly out of their lower
jaws. They hunt individuclly or in smoll packs and are L
known to be aggressive carnivores. When it attacks, a
Sabretusk uses its elongated, tusk-fike teeth to slash and
stab, hoping to sever arteries or disembouel its quarry.
Sabretusks often hunt in packs, enabling them to bring
down enormous animals — they have been knotwn fo track
and kill beasts as big as Iee Mammoths. When conditions
are right, a Sabretusk prefers to spring from ambush, or at
© least stalk its prey, patiently awaiting an apportunity to

attack from unawares, leaping upon a victim's side or rear.

Regardiess of angle, once it commits to an attack, the

| Sabretusk does so with a savage ferocity, although the
fickle beasts are not above turning tail and bolting should

=

the initial thrusts go poorly. Only upon killing its mark will
the muscular beasts utter a sound — unleashing a loud and
|\ rasping roar of victory while baring its blood-stained tusks.

Sabretusks are most associated with colder climes and con
reqularly be found prowling the mountain slopes abooe the
treeline, however, the canny feline hunters will trail whereser
their prey takes them. Packs of Sabretusks are known to
regularly descend into lowland areas in pursuit of large
game. There are tales of the predators stalking the tar pits
and ooze geysers of the Dark Lands, where they make easy

- meals out of anything foalish enough to get stuck when the
L bubbling pits erupt. No matter where they are found, many
F hunters seek Sabretushs, for their distinctive striped hides are
| coveted across the Old World and as for away as Ulthuan,

make great use not only their deadly fighting skills, but also

’ A wizard who binds Sabretusks during a magical storm can

. the beasts’ matchless tracking skills, Few indeed are wily
r enough to elude a Sabretusk pack on the hunt.

& MWSBS S TW I ALd Troop Jipe Unit Size Points | -

F Il Sabrctusf{ 8 4 0 4 4 2 4 3 4  Monstrous Beast 1-5 21 per model \
SPECIALRULES:  OPTIONS: |

~ Fear. May take any of the following (all Sabretusks in the unit must have the same upgrades):

' SO S b e R s ¢ e L e TR .2 points per model

i Grants the entire unit of Sabretusks the Scnuts special rule. [

I'-" Mambusivers S s T s i s s e R i 2 points per model

: Grants the entire unit of Sabretusks the Ambushers special |ulc f}

}'{ FBane Clawn: e e e R e e e 3 points per model !

E'_;’ Grants the entire unit of Sabretusks the Killing Blow special rule

W




YHETEES

X ll,’*" Those who travel the mountain passes know the threat
l ‘3 posed by the savage packs of creatures known as the ; rg
‘f' Yhetee. Living far above the treeline, Yhetees are hairy
\ '_ ape-armed humanoids with a rasenous hunger for flesh.
With their pale fur and penchant for lurking buried in the
snowdrifts that cap the highest mountains, Yhetees stalk
'I f unseen while keeping a wary watch over the highland paths.
When their quarry is spotted - perhaps armed conooys
daring passage over the high passes, or herds of creatures
4 * such as Bhinox or fce Mammoths — then the Yhetees

surround the prey and trigger an avalanche. s *% ”

_ Tons of snow plunges down the mountainside, closely

rg‘ followed by the loping Yhetees, who can scale sheer cliff
© faces and negotiate steep drops at speed. With their foes
crushed by racks and snow, the Yhetees dig out their half-
frozen victims using long, iron-hard talons to lop off fimbs
and heads, soaking the snows with blood. Some Yhetees
use crude clubs heavily encrusted with pure blocks of ice ~
these are the perfect instruments with which to batter foes
to a pulp. The few victims that survive such attacks claim

 that the Yhetees themselves exude an aura of unnatural

- frost, causing limbs to stiffen and making breathing

laborious in such icy chill.

_ Yhetees are mast frequently found in the Mountains of

" Mourn, but colonies of the creatures are known to hase
migrated to other mountain chains. When the unnatural
energies of a storm of magic rise, it is possible for a wizard
to summon Yhetees from their highland lairs, binding the
abominable creatures fora time.

e T P— e e
“The worst thing about 2 snowstorm is that Yhetees can be
upon you before you know it — it's like the storm itself

i grows claws.’
|

Gunrek Thorson, Dwarf Ranger

—mr . — s S~
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| MWS BS 8§ T W I A Ld Troop Type Unit Size Points ¢

Yhetee 7 OO O R e Monstrous Infantry 3-10 44 per modsl J .

SPECIAL RULES:  Aura of Frost: Yhetees have evolved a specific While any enemy models are in base contact with j

Fear, Flammable, affinity with the subzero temperatures of their one or more Yhetees, they suffer a -1 penaler 20 4

Swiftstride. mountainside homes. The magical aura of cold their Weapon Skill. In addition, all of the ¥hetees {
that they exhale not enly freezes the blood and close combat attacks are magical.

marrow of their victims, but also wreathes the
crude weapons wielded by the Yhetees with
enchanted ice.
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| The Dark Lands are a haven far monsters of all shapes and
- sizes. Dragons and Wyoerns fight for dominance of the
smoke-blackened skies, whilst Orcs, Goblins, Trolls,

Ogres and Chaos Duarfs battle for control of the eraters,
. voleanic crags and ashen wastes. Yet in oll this realm, it is
the Great Taurus that reigns supreme, for it is less a living

creature and more a manifestation of the Dark Lands' rage.

The Great Taurus burns with a terrific intensity, so that its
whale body is wreathed in fire and choking smoke. Indeed,
so angrily and so hot does the Great Tourus” skin burn, that
swords and axes become molten and blunt in the very
process of striking it. When the Great Taurus moves across
the ground, sparks fly from its horns and red lightning
plays about its hooves. As a Great Taurus swoops through
the air, heat waves shimmer at its coming and chaking black
clouds swirl in contrails behind it. With each snorting
ezhale, flame erupts out of the beast’s flared nostrils, and an
oily smohe curfs from its gaping mauw. In its rage, even the

manster's eyes seem to smoulder.

As creatures of flame and ash, Great Taurus cannot stray
far from the Dark Lands sace for when the Winds of Magic
are at their strongest, for no other part of the world is so
suffused by the power that sustains it - the Fire Wind, also
known as Agshy. Only by careful channelling of Bright
Magic can a Great Tauriss be lured into the Old World or
Beyond, but the beast's raw might more than compensates
for the effort invalved.

|
|
|
|

T

(-: f MWSBS 8§ TW I AILd Troop Type Unit Size Points |
z | Great Taurus 6 5 Dungl gl B g Monster 1 175
SPECIAL RULES:  Blazing Body: Any model (friendly or enemy) OPTIONS:
Flaming Attacks, Fly, in base contact with the Great Taurus at the start Ma}' take any of the following:
Large Target, Terror.  of any round of close combat takes an automatic * Flaming Breath................cccooui. 30 points

Strength 4 hit with the Flaming Attacks special
rule. J"&dd,‘liliunaﬂ}-', any nun-magic;-ﬂ Attacks
directed against the Great Taurus suffer a -1

prnali}‘ T Wound.

Fuelled By Fire: A Great Taurus cannot

be wounded by spells from the Lore of Fire.

In addition, if the Great Taurus is the target

of a successfully cast spell from the Lore of Fire,
it immediately regains 133 Wounds lost earlier
in the battle.

Grants the Great Taurus a Strength 4 Breath
Weapon with the Flaming Attacks special rule.

* Bloodrage, .ot hiam o 30 points
Grants the Great Taurus the Frenzy and Hatred
special rules,

i P T T T e

Tt descended from the dark skies like a fircbolt. Hotter
than a forge were its fires, and many of our kin were slain.
On this beast we have sworn revenge.’

Entry from Ungrim Ironfist’s Book of Grudges




. The Lammasu is a wise and crafty beast that makes its lair in
- the Dark Lands, The Choos Duwarfs believe it to be a rare
mutation of Great Taurus, one that is not only acclimated to
magic, but that also lives and breathes the very stuff of
sorcery. Indeed, the Lammasu possesses a minor, but potent,
spelicasting ability, the bachwash of which manifests as
sorcerous black cloud’s that curl about the beast every time

it breathes. This magical exhalation protects the Lammasu
from hostile spells. Furthermore, enemies fighting Lammasu
in melee often find the smoky threads of sorcery befouling
their magic weapons, dampening their power and preventing
them from striking the beast to full effect.

Lammasu rarely seek to enter battle themseloes, at least not
as first resort. A Lammasu would far rather convince other
beasts to do the dirty work for it. In stark contrast to its
breathtakingly ugly appearance, the Lommiasu possesses a
peculiar and insidious charisma that it uses to further jes
own agendas. When reinforced by the Lommasu'’s magical
artifice, this can leave the creature’s victims befuddied and
suggestible in the span of a few short minutes. Great Taurus,
Wiverns, Pegasi, Griffons — all are susceptible to the
Lammasu's honeyed words and cunning manipulations.
Only the most maddened and ferocious of monsters can
withstand the Lammasu's voice, and then only out of red-
fogged rage, rather than any conscioas resistance. Whilst
the Great Taurus is undoubtedly the king of the Flains of
Zharr, it only reigns because the Lammasu is content to let
it. Chaos Dwarf Sorcerers haoe used Lammasu as steeds
for thousands of years, but who's to say whether it is mount
or rider that commands the partnership?

MWS BS § 1
i Lammasu S P
$ MAGIC: SPECIAL RULES:

1 Wizard. It can be Terror.
upgraded to a Level 2

LAMMASU

Troop Type Unit Size Points 1

U A Lammasu is a Level Fly, Large Target, Magic Resistance (3),

of their magical properties and are treated as a

Wizard levels at a cost  Sorcerous Miasma: Magic Weapons carried by
of 35 points. madels in base contact with the Lammasu lose all
A Lammasu uses ‘normal’ weapon of the same type (if it is not clear
spells from either the what sort of Weapon it is, treat it as a hand

Lore of Fire, the weapon). This effect applies to both friendly and
Lore of Death or enemy characters and lasts whilst they remain in
the Lore of Shadow. base contact.

1 170

OPTIONS: |
May take any of the following; 1
o Mace Tl v i e I3 poimts 7
Grants the Lammasu 1 Tail Attack az
+ 1 Strength.
* Sorcerous Exhalation................ 30 points
Grants the Lammasu a Strength 4
Breath Weapon, which is magieal.

i S o e

‘T swore that the Lammasu had 2 keener mind thas the
wizard who claimed to control it. Alas, I was sghe
Capmln Grummun of the Averiond Mibitio
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PLAGUE TOADS

At the heart of Nurgle's otherworldly garden lies a mighty
i lagoon whose baleful waters are thick with all manner of
' J diseased fluids. There, wallowing in the excrement-choked siit ' 5‘
. of the lake’s shoreline can be found Nurgle's Flague Toads.
o FEach of these creatures is said to be the devolved form of a _ v g 5
'~ Plaguebearer who failed to keep track of Nurgle's Tally, thus ¥ 5

earning not only his master's ire, but also an ecen more

revolting body in which to while away eternity,

;
]

2 Legend has it that when the war between the Dark God's
¢ goes ill, Nurgle sets asides his cauldron and concoctions and
 makes his way down to the lake, there to squash Plague
':""des until the pleasing patterns left by their bile and
‘-. blackened blood restore his spirits. Finding the first one is
easy — finding others can take some time. As a Plague Toad
is little more than a rubbery bag of skin filled with noisome
liquid, the damp squelch it makes when trodden on is easily
+  recognised by other Plague Toads for miles around.
Unsurprisingly, these Daemons suddenly discover
heretofore-unknown reserves of urgency in the attempt to
find a boit-hole safe from Grandfather Nurgle's sight.

:" Little wonder is it then that Flague Toads escape to the

| mortal world at the merest opportunity. They are drawn to

[ swamps, sewer-pits and other rancid locales, but will settle
for any watercourse at a pinch. If disturbed, ¢ Plague Toad
will fight with a determination belied by its lumpen

i appearance, goring enemies with its slimy horn, or using its

F prehensile tongue to drag victims into its gaping mouth.

| ———— e T e g— i
; T've been a sewerman for all my life, but I have never seen

anything like what 1 saw down there today.”

f! Gurnek Rausmann, Altdorf Sewerjack

"

3

[, MWS BS § T W I A Ld Troop '.I‘we Unit Size Points

& | Plague Toad 6 3 0 4 4 2 1 2 5  Monstrous Beast I-5 26 per model |
SPECIAL RULES: Daemonic Attacks: Being a corporeal T TR . e —
5+ ward save, Fear, manifestation of Chaos, all of the Plague Toad’s "Words simply cannot express the full horror of the beast.
Immune to Psychology,  Attacks are magical. Its pustulent hide was distressing enough to behold. but
Poisoned Attacks, the smell? It was less an odour than 2 malefic spirit in its
' Unbreakable, Unstable, own right. ] don't believe | shall ever be frec of it.”

Prince Yerec of Lothern
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FENBEASTS

|\ ‘?3 Fenbeasts are magical constructs, formed from the mud and :

'Fr W\ detritus of the marshes and animated by the mystic arts. .

; *% They are incredibly strong, for Fenbeasts draw their power

\ | fromthe ground beneath their shambling feet. Fenbeasts are
\ . nat living creatures in any true sense and, as such, do not

| '} feel pain and have no concept of fear. So hardy is a

i A" Fenbeast that it can withstand a strike from g cannonball,

reforming its sodden flesh around the wound and even

r regrawing limbs, should the need arise.

Such is the durability of the Fenbeast that the only thing
" precenting its widespread use by wizards and sorcerers is
“ the immense magical energy needed to create one out of the
 living earth and keep it functioning. Away from a site of
magical power, a Fenbeast will last scant minutes before

(]

ahe

consuming all the eldriteh energy and crumbling to mud and
rotten ruin once again. The fade College in Alrdorf
famously maintains a score of Fenbeast drudges to fetch
and carry for senior wizards, but these are only sustained
by the ceaseless chanting of several dozen apprentices.
Of course, once a storm of magic descends upon the world,
a Fenbeast's appetites are easily maintoined, even by a
- sorcerer of little skill and less learning. Though, as with all
| magical constructs, a misspoken word in the Fenbeast's
binding can prove quite fatal to its erstwhile master — as a
 direct conduit to the Winds of Magic, a wizard can seroe as

Ly

. amost adequate meal for a famished Fenbeast.

: e i, —— U
‘From the black quagmirc I summon thee. From the living
marsh I bind thee. Rise now, | command thee.

Fart of the Spell of Summoning

B g - v ool -t
‘ ; MWSBS § T W I ALd Troop Type Unit Size Points
i Fenbeast $ 3 0 5 § 4 1 3 8 Monstrous Infantry 1-5 65 per model
SPECIALRULES: ~ OPTIONS: 3
Always Strikes Last,  May take one of the following (all Fenbeasts in the unit must have the same upgrades): |
Regeneration, * Born of Bloodmarsh..............c.coooiiiiiiiiiiinn N A TR B Y BTl e T e P 10 points ﬂ
Swamp Strider, Grants the Fenbeast the Frenzy special rule. £
Stupidity, ) BRY O BTy e e e e e e e e e, e S R e 10 points
Unbreakable, During any turn in which the Lore of Life is in the ascendancy, ,
Unstable. all Fenbeasts in this unit gain + 1 Strength. E
CEEHEE 0 e TRl [ e R e e e S S e BN e SRR =T 15 points
Increases the Fenbeast's Regenerate ability to Regenerate (3+).
s FhTnfested Rotwreed. i it i s aiis s st e e b e S e e B e 15 points

Ranged Attacks are at -1 To Hit when targeting Fenbeasts. In close combat, models are at -1 WS
while attacking Fenbeasts.
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Truthsayers are not native to the Olfd World — they are exiles
from an island home now sealed beyond a wall of magical
mist. They live as hermits, preseroing the sorceries of their
ancient land through ritual and ceremony, waiting for the

. promised day when the mists will rise and they con return

home once more.

It is rare to knowingly encounter one of the reclusive
Truthsayers, for they are naturatly suspicious of alf that walks
on two legs. Being masters of natural magic, Truthsayers are
able to shapeshift into beasts of all sizes. Thus do they avoid
umselcome company: by evasion in n‘refnrm f:fa hawk, or by
bloodshed in the form of a raging Dragon. Yet if the
Truthsayers themselves are seldom encountered, the same
cannot be said of their domains, which are scattered through
the wilderness. In such remote places, even the lowest beasts
show glimmerings of intelligence and the vegetation grows
wilder, stronger and hungrier than it ouglit.

When a storm of magic occurs, the Truthsayers steal away
from their hillside hermitages to seek out allies. Only with
aid can they hope to marshal enough magical power to
undo the spells of shrouding that conceal their homeland.
Driven by this desperation, many o Truthsayer has found
himself battling alongside unsavoury allies, harnessing his
mastery of fade Magic to a destructive cause. The goal on
these occasions is to work a greater good by committing
a small eoil, but with every step along this path, the
reclamation of their home becomes an ever more distant
dream. Only a Truthsayer of purest actions has any hope
of annulfing the shroud of mists, and in such matters there
can be no such thing as o minor taint,

MWS BS § T

Truthsayer 7 D s T S B I e

EQUIPMENT: MAGIC:

TRUTHSAYER

Hand Weapon.

A Truthsayer is a Level 2 Wizard, He can be
upgraded to a Level 3 Wizard for 35 points.
A Truthsayer uses cither the Lore of Beasts or
the Lore of Life.

When selecting spells, a Truthsayer can exchange
one spell for the Transformation of Kadon, instead of
the usual signature spell.

Unir Size Points
Infantry, Character 1 210

MAGIC ITEMS:
Triskele: This proteciive anmdet &5 the magical symbol
of the Truthsayer’s calling,

Talisman. The Triskele grants the Truthsayer a
5+ ward save and Magic Resistance (3).

Staff of Light: The Staff of Light allows the
Truthsayer to mavthal protective magical energies, the
better to twart the spells of his foes.

Arcane Item. The Staff of Light grants the
Truthsayer +1 to all dispel attempts and +2 to all

T,
3 e %

el T

attempts to channel dispel dice. i 1;.{! }f



DARK EMISSARY

s There are many dark powers in the world. Most act openly
- and on the field of battle. War is their tool of conguest and
i “the bodies of the slain are the currency with which their
L pouweris bought. Yet more dangerous, perhaps, are those
1 agents of darkness who work behind the scenes, and of
these, none are so practised as the Dark Emissary.

|t Legends of Dark Emissaries have abounded as long

, . asthere has been language to conoey the the tales. They
are traditionally portrayed as harbingers of doom who
appear before lords on the eoe of battle, offering service
in exchange for petty tokens or trinkets. Yet in the battle’s
wake the Dark Emissary does rot depart, but is retained

by a ruler who grows to depend on the wizened ereature’s
sorceries and advice. As the lord’s reliance upon the Dark
Emissary grows, so does his own character grow ever
crueller and his ambitions broader. Without warning, when
the lord needs aid the most, the Dark Emissary will
disappear, leaving his victim to suffer the consequences of
his hubris. Who can say what the Dork Emissary's motive
was? Did it seek to foment anarchy for its own sake, or does
it work to o wider plan? None know the answer,

Despite this reputation, or perhaps because of it, there is no
shortage of wizards determined to bind a Dark Emissary to
their will. Alas, whilst the Dark Emissary’s magical nature
means that it can be bound into reluctant service, no
enchantment can still its deceirs. Even shackled by sorcery, a
Dark Emissary will always work to its own goals, all the
while seeming to do the bidding of its erstishile master.

MWS BS §8 T W I A Ld Troop Type Unit Size
Dark Emissary 44 A% s 34 2 B [nfantry, Character 1

'+ EQUIPMENT: MAGIC: MAGIC ITEMS:
@ Hand Weapon. A Dark Emissary is a Level 2 Wizard, The Spiral of Oblnions 7
' He can be upgraded to a Level 3 Wizard for 35 amulel siplms life forve froms the oo
points, A Dark Emissary uscs either the Lore of its beaver:
Shadow or the Lore of Death.

AR e L TN e e EmisSary the Repens
‘Wever had [ before encountered a being so steeped in evil
35 to be my cqual. It quickl)r became apparent that, despite
my initial plans, [ would have to dispose of the Dark
Emissary before marching on Nagarythe, lest he dispose
of me first.

From the recollections of Malek the Deprozed  Arcane Itean. T1
e eSS e e Dark Emissary +1 toall GasBag attempts and +2

A-
¥

et of Darkness grants the

to all attempis o chanasl power dice.

ol
el



The Fimir are amphibious humanoid monsters that haunt
bags, fens and desolote mooriands throughout the northern
. and western Old World. Their strongholds take the form of
forbidding, craggy piles of rock, crudely built in the
. semblance of the castles of more civilised races. Such
dwellings are seldom seen by outsiders, for they are
wreathed in thick mist, a miasma which is magically
 generated by the Fimir to shield their fortresses from prying
. cyes, and themselves from the harsh glare of the sun.

* Long before the rise of Man, the Fimir worshipped the
\ Chaos Gods, and for a time enjoyed their favour. Alas,
:" the Eye of the Gods was swiftly drawn to the more oibrant
and amusing race of Man, and the Fimir were abandoned,
reduced to seeking boons from bound Daemons where once
they had enjoyed the blessings of gods. Nowadays, the Fimir
are a dwindling and reclusive race, little given to leaving their
swampy fastnesses, sace for the occasional raid for food and
slaves. Only the Fimir sorcerers, known as Dirach or
sometimes as Balefiends, spend prolonged periods in the
lands beyond the mists. Such ereatures have but one goal -
to destabilise the barrier between the mortal world and the
Realm of Chaos, thus aiding the Chaos Gods to their
ultimate victory, and so regaining their favaur.

to the magic of Elves or even Men, but they are no fess

. potent, for they are woven with power stolen from

I Daemons. A Balefiend's cyclopean eye can see the ebb
and flew of the Winds of Magic in the same way a Man's
perceives light and shade, which allows them to make
the best use of whatever magical power is available.

!

{

‘ A Balefiend’s sorceries seem crude and ritualistic compared
i

|

EQUIPMENT:
8 Statfof Pain
{hand weapon).

|
F Fimir Balefiend

MWS BS § T
G4 I 2y

MAGIC: Z
A Fimir Balefiend is a Level 2 Wizard, He can be
upgraded to a Level 3 Wizard for 35 points.

A Fimir Balefiend uses either the Lore of Shadow
or the Lore of Fire.

SPECIAL RULES:
Scaly 8kin (6+), Swamp Strider.

Cold-blooded: Fimir Balefiends roll an
additional dice for all Leadership tests, discarding
the highest result,

WL A Ld - Troos Tose Unit Size  Points |
Monstrous Infantry, Character 1 180 |

B

Eye of the Balefiend: The Balefiend can always
roll six dice when channelling power dice, to
represent its greater awareness of the Winds of
Magic. However, any power dice channelled in
this way can only be used by the Balefiend, as it
will refuse to share — so make sure you roll the
Balefiend’s channelling dice separately from
those of other Wizards. Note that power dice
channelled by the Eye of the Balefiend still
count towards your side’s maximum. The _,
Fimir Balefiend channels dispel dice normally. ey

S S




' Magic in an instinctive manner, rather than through study
* and ritual. Whilst this means that a Zoat will never prove gs

- control over the lifewind, Ghyran, suspasses all but the
! most learned High Elf Mages. Indeed, many a Wood EIf

B Spellsinger will seek out o Zoat in order to learn from it,
* but as the Elves of Athel Loren find Zoats no less elusive

'~ sorcery alone is not sufficient, the Zoat will feave the shadows

: ground with sweeping blows. Once prone, the enemy becomes

detection, and even a single such creature can imbue a forest
. with a reputation so dreadful that even marauding Ores and

There are few races in the world so mysterious as Zoats. No
one knows how they arrived in the forests of the Old World,
why they did so or even what their goals are. Are the Zoats
a race unto themselves, or some splinter of the Lizardmen?
Perhaps the Slann Mage-Priests know, but an this topic,

as on many others, they remain enigmatically silent.

Zoats are powerful wizards, able to tap into the Winds of

versatile a wizard as an Elf, or even a Man, their innate

than do other beings, very few succeed in their search.

In the ordinary run of things, Zoats are seldom encountered
outside their woodland homes, Indeed, even within such
places, it is rare to catch sight of one. When intraders

close or danger threatens, Zoats will rouse the trees and
undergrowth to crush and strangle interlopers, rather than
take direct action themselves. In this way, Zoats can avoid

rampaging warherds will give the area a wide berth. Where

to enter the fray personally, knocking the inpaders to the
easy prey for creeping roots and vines, which swiftly entangle
and throttle them. When eldritch storms erupt upon the

world, it is possible to bind Zoats into service and only then
will the creatures leave their reclusioe forest homes.

M W5 BS S T W I'A L& Teop Tpe Unit Size  Points |
| Zoat ot M S L S e e ] Monstrous Infantry, Character 1 273 g
o o o Ll - : s
EQUIPMENT: MAGIC: Master of the Vengeful Forest: If a Zoat is
Sky Stave A Zoat is a Level 3 Wizard. He can be upgraded  wholly within a forest, all enemy models trear thar
(hand weapon). to a Level 4 Wizard for 35 points. A Zoat always forest as dangerous terrain and will fail their
uses the Lore of Life. Dangerous Terrain tests on a roll of a 1 or 2.
SPECIAL RULES: The Power of the Deepwoods: If the Zoat is
Forest Strider, Magic Resistance (1), wholly within a forest, it gets a +2 bonus to east
Swiftstride, Scaly Skin (4+). spells from the Lore of Life,

Cold-blooded: Zoats roll an additional dice for
all Leadership tests, discarding the highest result.




In times of dire need, a wizard can harness the power of a storm of magic to strike an alliance
with those creatures to whom magic is the stuff of life. Such Pacts always exact a higher price than
the wizard is prepared to pay, but such costs can mean the difference between victory and defeat.

Pacts are special Serolls of Binding that allow your Wizard

to make a temporary alliance with certain magical creatures,
Unlike other Scrolls of Binding, you may only take up to one
Pact. However, adding a Pact to your army allows you to field
several units, Fach Pact represents how one of your Wizards has
struck an alliance with the creatures in question o, more likely,
used some of the storm of magic’s power to bind them to his
will. Such things happen only at a time of last resort. It's a short
step from raising Skeleton Warriors in order to save the town, to
becoming the cackling mad Wizard ostracised because of
disturbing habits such as collecting dismembered corpses.

FORMING THE PACT

A Pact Scroll won't provide the points values, unit sizes,
characteristic profiles or special rules for the units it allows you
to command. Instead, it will direct you to the relevant
Warhammer army book from which you can select these

forces. This is because, unlike other Scrolls of Binding, a Pact
is literally an alliance with another army, and rather than print
information here that might get superseded if the army book
gets updared, it makes more sense for you to confer directly
with the source.

Fach Pact will tell you what units you can select to add to your
army. This will normally consist of ane or more characters,
several Core units and up to one each of Special and Rare
units. These units can be given any options, upgrades or magic
items that they would normally be entitled to select — provided
that you don’t spend more points than are in your Monsters
and Magic allowance, of course. Note that you don't have to
worry about percentage allowances when you take a Pact — the
unit limits are the only ones that should cencern you.

Also note that while some Pacts require certain character types,
a Pact must always have a character to act as its General.

PACTS ON THE BATTLEFIELD

Pact units use the rules for Allied Armies given in the
Warhammer rulebook, albeit allies under your control, rather
than that of another player. They always begin the game as
Trusted Allies, even if they would normally be Suspicious
Allies, or even Desperate Allies (that's the magical power of a
Pact!). This might occasionally yield combinations that feel a
little unusual, so it's up to vou (as the controlling player) to
come up with a suitable explanation for the presence of
Daemons in your Ogre Kingdoms army, or the horde of
Undead that your Empire Wizard has called up.

Howevdy, an alliance with a Pact is also always treated as a
Fragile Alliance; sooner or later one of the parties in the Pact
will decide that their comrades have outlived their usefulness,
Unlike a normal alliance, an alliance with a Pact can deteriorate
past the level of a Desperate Alliance. If this happens, the units
in the Pact simply vanish and are immediately removed from
the bartlefield as if they were casualtes.

PACTS AND CHARACTERS

As is normal for characters obtained through Scrolls of
Binding, characters from Pacts cannot join units from your
main army. However, they can join other eligible units from
within the Pacr, pro\aided thry could nurma]ly do so.



&

|' PACT WITH THE UNHOLY DAEMONS

nk

e

n

OF THE CHAOS GODS

"5 Oin the face of it, the Daemons of Chaos are easily bound into This Pact contains the following units from &

service. After all, a Daemon is not merely a creature animated Warhammer: Daemons of Chass:

by sorcery — for it, magic is the very stuff of life and being — i
like air is to mortals. In []1l:m'}.'. a wizard has but to grasp these
reins of arcane might and the Daemons and all their fell powers
shall be his to control. However, Daemons are nothing if not
cunning, and it is rare to find one that is as entirely servile as it
pretends to be. Only the strongest of binding spells can

}' guarantee that a Dacmon continues to do the bidding of its

l

* (-1 Greater Daemon (Bloodthirster; Lord of Change,
Great Unclean One or Keeper of Secrets)

* (-1 Daemonic Herald

* (-1 Special Character

* |+ Core Units

* (-1 Special Unit per Core unit

* {)=1 Rare Unit per Core unit

i —

‘master’, rather than reversing the relationship.




.-:-ﬁ;?‘"‘-'

PACT WITH THE DREADED VAMPIRE
COUNTS OF SYLVANIA ‘

e S

i
Should a wizard wish to command an Undead horde without This Pact contains the following units from i
himself dabbling in forbidden (and distasteful) Necromancy, Warlammer: Vampire Counts: !
he can do little better than to bind a Vampire to his service. ||
‘The Vampire, after all, is a practiced Necromancer in his own * 1 Vampire or Vampire Lord [
ught and is more than capable of sustaining a host of the living * (-1 Necromancer or Wight Lord (
dead. However, the wizard must be confident in this single * (-1 Special Character /
binding. Countless are the sorcerers who have unwittingly * 1+ Core [Units ',‘I

‘i begun a life of Undead thralldom by failing to bind a Vampire * (-1 Special Unit per Core unit

quite so well as they ought, & (-1 Rare Unit per Core unit




PACTWITH THE TOMB KIN

i OF ETERNAL NEHEKHARA

¥ "
j‘_‘: Binding a Tomb King has all the advantages of binding a This Pact contains the Sllssmas smts from
i Vampire — namely that an army can be at your command with Warhammer: Tomb Kns
= only a single spell. Such bindings come with greater peril,
o however. Earn a Vampire's enmity, and you have transgressed * 1 Tomb King, Tomb Pesce Tals Herald or Necrotect
against a single being. Earn the enmity of a Tomb King, andan  * 1 Liche Priest or Liche Hich Press '-
entire kingdom will be arrayed against you, Scant wonder s it * (-1 Special Character
. then that most wizards sweeten their Pacts with Tomb Kings by ¢ 14 Core Units
\. pledging the return of a long-ago stolen artefact. Somefimes * 0-1 Special Unit per Core unis {
lf—__ this is enough to stay the Undead monarch’s wrath.., * 0-1 Rare Unit per Core wms !
! o
Tl )
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A Dark Ff Lord viding o mighty Black Dragon.







Ddvagen COgre Shapvoths are creatuver of limitless vave,
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Dwagon Ogies.
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A Dark Eif 55" malevolence is marched only by that of her Black Dragon mont.
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Sabretusks salk the vast mowntain regions of the Waikhamnrer cworld

Chaos Spaton are heavily mntated and vavy greatly in appearance.
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‘To make your templates:

* First photocopy this page and stick
it to a piece of thin card (cereal packets
are wdeal).

. Cartr-u"y cut around the dotted line
with a sharp pair of scissors or a

klfllil)'\' kt'li [-L‘.

. f\.llcrn'.tl"i\'tly, you can download
printable versions of the templates
from our website:

www.games-workshop.com

© Copyright Games Warkshap 2011,
Perisssion s granted to phatocapy Hiis page for
personal use ondy.

Al rights resorved,



The Pegasus

High flies the fearsome steed of war.
The muscled might of this crossed beast
Defies all laws of nature and,

On thunderclap wings,

It soars majestic oper earthbound foe.
Crashing down wild-eyed upon its prey,
Its snorting breath is the storm,

And lightning dances on its iron hooves.
No creature of pastoral meadouw this,
Rather tempestuous violence made flesh and blood.
High indeed flies the fearsome steed of war.,



MONSTER MWSBS S TWI A Ld Tipe Page
Ancient Stegadon 6 -3n 0 e e B g 6 M 05
Arachnarok Spider T4 00 56 8 & B R ‘Mo M2
Bonegrinder Giant 3 3 8 7 10 Ispecial 10 Mo I
Carnosaur o b ) A TR e R SR o
Chaos Dragon & & 0 g6 B % 6 R Me I22
Chians Spawn e 3 0 4 5 3 ADs¥il0 MEB IS
Chaos Warhound e S T e i B T R R R L i
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Chimera " TR TR T T R
Cockatrice & & 5 44 % 6B 6 ‘Mo 134
Cold One R O W e [ DA MR
Cygor R I 6 5§ & 3 5 8 Mo 108
Dark Emissary Pl e I e e o S P
Deepwood Unicom 100 4 0 3 3 1 5 1 &8 WB 97
Dragon (- T AT S T R S [«
Diragon Ogre 7 4 2 5 4 4 2 3 % MB 110
DragonOgre Shaggoth 7 6 3 6 § 6 4 5 9 Mo g
EmperorChaos Diagon 8 2 0 9 9 2 1 9 10 Mo J22
Emperar Dragon R R e S e R 18\ 1A
Exalied Bloodthirster 8 10 0 7 7 7 9 9 9 Ma Il
Exalted Great

Unelean One A e I A R R SR B R
Exalted Keeper

of Secrers W 9 o7 7T Py 9 M 119
Exalted Lord of Change 8 6 4 7 7 7 6 7 9 Mo 117
Fenbeast 5 3 b S F 4 1 3 B M 131
Fimir Balefiend (e B TR e Bl S ) (R
Ghorgon 7 4 0 6 6 6 3 & 10 Mo JOF
Giant 6 X 3 6 5 6 Jspecill0 Mo 104
Giant Spider 7 4 pA3a a1 ar 2 OWB 102

THE ARMIES (sce page 25)

On top of your agreed points limit, you have an extra 25% to
spend on Scrolls of Binding, Pacts and Mythic Artefacts within
the following limitations:

ay

Max Per Army  Max Per Grand Army

SUMMARY

Scrolls of Binding 2 of each scroll * #of each scroll
Pacts 1 1
Mythic Artefacts 1 2

THE BATTLEFIELD (see page 23)

1) Set up the board as per the Warhammer rulebook.

2) Divide the table into 4 equal quarters.

3) Roll off to see who places an Arcane Fulcrum first.

4) Alternate placing Arcane Fulcrums, one in each table quarter
at least 18" apart and further than 6" from any table edge or
the centre point of the board.

MONSTER MWSEBS S TWI A Ld Tyipe Page
Giant Spined Beast i R | S R e R P
Gigantic Spider r S N | S A (S R S R
Great ChaosSpawn 3D6 3 0 6 7 5 1wl Mo 115
Great Eagle b ERE - | R G K B v L B |
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Gireat Stag [P IR | . T (R L A o8
Gireat Taurus & ¥ 0B Y4 3o 6 Mo 12E
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Hydra IR TR S B T < (L
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Manticore 6 5 0 -sE 4 54 5 Mo 57
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Plague Toad T IR [y i e K R LR S
Razorpor T % D 5 5 32 & ¢ MBI
1thinest e S| R TR e SRl R R 1 e
Royal Unicomn 6 5 0 % & J-& 2 g MBE o7
Sabretusk LN R R, e e e i e W - T L
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Troll e s B A e e i S M | (i
Truthsayer 4 4 4 3 4 3 4 2 3 In 132
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Young Dragon 6 5 0 5§ 5 5 4 4 ¥ Mo 120
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Troop Type Key: In=/sfniy, WB=War Baay, Ca= Covalry, M1=Muinstroaws Infantry,
MB=Monsiros Beast, MC = Mongrons Cavalry, Mo= Mo, Ch=Charvai,
SC=Special Charaster;, Sws= Swarmy, Un=Unigme, WM=War Machine

DEPLOYMENT (sce page 25)

1) Roll off to see who chooses a table half.

2) The winner chooses a half and places a Wizard (or
Runesmith or Runelord) on each Arcane Fulerum in his
table half.

3) His opponent then does the same in their table half.

4) Roll off to see who starts deploying first and use
the alternating deployment method from the
Warhammer rulebook.

5) Units can be placed anywhere on the table as long as all
models are completely within 12" of their board edge; or 6"
of an Arcane Fulcrum occupied by a friendly Wizard.

6) Roll off to sce who chooses who goes first. Whoever finished
deploying first adds +1 to their roll.

7) The game lasts for 6 turns or until a time limit is reached.
8) Whoever controls more Arcane Fulerums at the end of the
game wins. Use Victory Points (as per the Warhammer

rulebook) to break a tie.




THE MAGIC PHASE
A Storm of Magic game has a very different Magic phase toa
normal Warhammer game. It is summarised here:

1) Magical Flux (sec page 27):

) Resolve Magical Flux — Spin the Wheel of Magic
spinner-and consult the key (see nghs) to see which lores
are in ascendancy. .

b) Manipulate Magical Flux — Decide if you want to |
manipulate the Magical Flux. If you don’t, then go
straight to step 2. If you d{:-., decide in which directioh
you want to manipulate it — clockwise or anti-clockwise.

¢) Moving the spinner — Roll 2 D3 and move the Wheel of
Magic spinner that many segments in the direction you
chose, to ascertain which lores are in ascendancy (see right).

2) Roll for Winds of Magie — Roll 4D& to determine the Wild
Magic power dice and dispel dice pools (see page 28).

3) Determine what Cataclysm spells vou can east (page 12

a) You can cast Presence spells if you control one or more
Arcane Fulcrums.

b) You can cast Equilibrium spells 1if you control at feast one
Arcane Fulcrum and your opponent does not conirol
more than you.

c) You can cast Dominance spells if you control more
Arcane Fulerums than your opponent.

4) Choose a spell to cast — remember, you have the spells
from the standard Warhammer lores, Storm of Magic
Cantrip spells (see page 30) and the relevant Cataclysm
Spells (see pages 33-49) at your disposal!

5) Attempt to cast a spell in the usual manner. Remember
that, you have your Wizard's level and any relevant

ascendancy bonus to add to the casting roll value.

6) If the casting value is reached, your opponent can attempt
to dispel it.

7) Repeat steps 3 to 6 untl no more casting attempts are
desired or there are no dice left in the power dice pool.

8) Remember, you can attempt to dispel any remains in play
spells cast in a previous Magic phase.

9) The Magic phase ends.

ANCESTOR RUNES (see page 50)

This section guides you through the use of Ancestor Runes:

* Nominate a Runesmith or Runelord on an Arcane Fulcrum.

* Select which Ancestor Rune he will attempt to empower,
Remember that each Runesmith or Runelord can only attempt
to empower ¢ach Ancestor Rune once per Magic phase.

* Choose how many power dice you wish to roll and roll them,

* Each result of 2 4 or § 15 2 successhul striking.

* Each result of a 6 is an irresistible striking.

* Your opponent can attempt to drain-the power from your
successful strikings. They must choose how many dispel dice
they wish to roll and roll them.

* Each result of 2 4, 5 or 6 will drain the power from a
successhul strildng.

* Resalve the effects of the Ancestor Rune against one target
for each successful striking that has not been drained and
against one target for each irresistible striking. However;
each dme you empower an Ancestor Rune it can only target
z unit once. If there are not enough targetsin range, excess
strikings are wasted.

* If you rolled ene or more irresistble strikes, you must roll on
the Arcane Fulcrum Miscast table after you have resolved
the Ancestor Rane.

ARCANE FULCRUMS (sce page 28)
Arcane Fulcrums are at the heart of all Sterm of Magic battles.
They follow all the rules for buildings from the Warhammer
rulebook with the exceptions/additions listed below.

* Only one model. a Wizard, Runesmith or Runelord, can
occupy an Arcane Fulcrum at any given point.

* A model'onan Arcane Fulerum receives 2 3+ ward save.

* When an Arcane Fulcrum is assaulted, only one model from
each side can, and indeed must, ‘Aght.

You cannot Stomp or Thunderstomp a- Wizard onan
Arcane Fulcrum.

* If you miscast while on an Arcane Fulerum; you will have to
roll on the Miscast table in the Warhammer rulebook first
and then, assuming you survive, the Arcane Fulerum
Miscast table (see page 31).

* Controlling Arcane Fulcrums gives access to the Cataclysm
spells and empowers your Mythic Artefacts,
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INTERPRETING THE WHEEL OF MAGIC

@ The Lore of Life (+5 to cast) o The Lore of Death (+5 to cast) & The Lore of Light [J-S o cast)
'\ﬁ" Spells of Plague and of Ruin (-+4 to cast) W Lore of Nehekhara (44 to cast) # Liore of Nehekh
€ Dark Magic (+3 10 cast)

¥ 1o cast)

$ Lores of Murgie (4 to cast) ore of Vampires (+4 to cast) ‘if Lore of the Great Maw [ +4 o cast)
4L The Lore of Heavens (+5 to enst) T UThe Lore of Fire (+5 to cast) & The Lore of Metal (+5 to cust)

;*: Big and Little Waaagh! {+4 to cast) K Bigand Little Wazsgh! {44 to cast) Ro*  Lore of the Vampiees | +4 to cast)

- High Magie (+3 to cast) € > Dark Magic (3 to cast) St | High Magic (43 to cast)

i:} Lores of Chaos (44 to cast) "# Spells of Plague and of Ruin (+41ocast)  wf Lures of Teeentch (+# to casty

{ The Lore of Shadow (+5 to cast) ¢ The Lore of Beasts (+5 to cast)
w Lore of the Wild (-4 to cast) §5. Lore of the Cireat Maw (810 cast)
T Dark Magic (+3 1o cast) ‘! High Magic (+3 to cast)

a:' Laoresof Slasnesh (+f 4 1o cast) ‘lw Lioge of the Wild (4 1o cast)




STORM OF MAGIC toside you il

* Full guidance for playing games of Storm of Magic,
When the Winds of Magic rise from zephyr to raging gale it is ; including rules for Arcane Fulcrums, Cantrips, Catackysm
a cataclysmic event, a time of doom and great deeds. Armies of spells and much more,

every realm march out to seize the boundless power, monsters ZETE . ; ’
i ; : P ! * Scrolls of Binding that allow you to include over 40 of
rouse from their slumber to join the fray, and great pylons - ‘

Warhammer's most ferocious and bizarre monsters in

conduits for arcane energies - rise from the ground. As battle your army.

lines clash beneath the unnatural skies, wizards duel to harness
vast reservoirs of eldritch force that enahh: them to cast truly * A showcase of expertly painted wizards and monsters
titanic spells of destruction. from the Citadel miniatures range.

Under such storms are legends made Warhammer: Storm of Magic is an expansion for Warhammer,
¢ e the Game of Fantasy Baitles.
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