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WELCOME FELLOW FUGITIVES 
 

Greetings, this is the latest Warhammer narrative campaign weekend. Following the adventures on the Vampire Coast this 
promises to take the fun to the next level with our best narrative campaign weekend yet for Warhammer and I am delighted 
that you join us for our latest adventure. The Tempus Fugitives have designed this narrative campaign weekend to be (we 
hope) as enjoyable as possible. If you are expecting anything other than to just have fun – turn back now!  
 

THIS IS NOT A TOURNAMENT. YOU WILL GET MORE OUT OF THE WEEKEND IF YOU 
ENJOY THE EXPERIENCE RATHER THAN FOCUS ON THE OUTCOME OF YOUR GAMES. 
TRY AND PLAY WITH YOUR OPPONENT RATHER THAN AGAINST THEM.  
 

Tempus Fugitive narrative campaign weekend presents hobbyists with an opportunity to play in a different style than they may 
be used to. Narrative campaigns are about trying out new ideas and contributing to an adventure. In fact the story is almost as 
important as the actual games themselves and players should be prepared to get into the mindset of the army they have 
brought to battle with. If you and your opponent have a great game, the actual outcome of the battle becomes far less 
important. Once more (with feeling), you are playing with your opponent – not against them.    
 

The team running the event is there to help describe the campaign story as it unfolds and they will work out what impact your 
games have upon it. Most importantly they are there to ensure everybody has a great time. Remember – it’s only toy soldiers!  
 

Games will be driven by the narrative of the campaign. This means that during the course of the event various games may 
appear quite challenging when viewed from the usual gaming perspective.  In any war generals have to deal with what might 
appear unfair or unbalanced situations, using cunning and skill to prevail against overwhelming odds, and the same may be 
true for you. However, whatever the scenario or battlefield conditions, your game and your story will always count in the grand 
scheme of things; the Tempus Fugitives will always try to make sure that you are not asked to play a game you simply can't 
win before any dice are rolled. There will always be critically important mission objectives that you will need to strive to 
achieve. Your armies may meet annihilation in the face of an enemy with vastly superior numbers or power, but trying to hold 
the line in the face of such odds is what legends are all about.  
 

Most importantly remember that, as this is a team event, even if you lose your individual battle 
your taskforce or faction may still do well overall; don't worry about 'winning', just think about 
having a good time. It is our pleasure to repay some small part of the kindness that the gaming 
community has shown us over the years and organise a top notch event that everyone can enjoy. 

 

EVENT SCHEDULE 
 

SATURDAY 13TH JULY 2013 

08:30  Doors Open and Registration 
10:00 Introductions and Army Nominations 
10:30 Round 1 Briefing 
10:45 Round 1  
13:00 Lunch Buffet  
14:00 Round 2 Briefing 
14:15 Round 2  
17:00 Break 
17:15 Round 3 Briefing 
17:30 Round 3 
20:00 Dinner & Evening Entertainment 

 
SUNDAY 14ST JULY 2013 
10:00 Recap 
10:15 Round 4 Briefing 
10:30 Round 4  
13:15 Lunch Buffet  
14:15 Round 5 Briefing 
14:30 Round 5 
17:30 Closing Ceremony 
 

IMPORTANT! This material is completely unofficial and in no way endorsed by 
Games Workshop Limited 2013. Games Workshop, the Games Workshop logo, 
Warhammer, Warhammer World and all associated marks, logos, names, races 
and race insignia, vehicles, locations, units, characters, illustrations and images 
from the Warhammer and Warhammer 40,000 universe are either (R), TM 
and/or © Games Workshop Ltd 2000-2013, variably registered in the UK and 
other countries around the world, used without permission. No challenge to 
their status intended. All Rights Reserved. 
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WHERE IS IT? 
 

This exciting narrative campaign weekend takes place at Maelstrom Games in Mansfield, near Nottingham, England. The venue has a full bar 
service (until late) restaurant area for eating your meals and a great gaming hall with plenty of space for you cases and gaming gear. The actual 
location can be seen on the map below: 

 

Maelstrom Games  
Matlock Mill  
Hamilton Way, Mansfield  
Nottinghamshire  
NG18 5BU   

Maelstrom 
Games 

FROM THE SOUTH - M1 J27 
Take the A608 towards Mansfield. 
 

At 3rd roundabout, turn left onto A611 to Mansfield. 
 

Keep going straight on the A611 for 6 miles or so, 
until you reach a junction where you can only go left or 
right, go left. 
 

Down the hill, and turn left at the next set of main 
lights, signposted towards Sutton-in-Ashfield. 
 

Follow for half a mile, at the next set of main lights 
turn left onto Hamilton Way, and turn right after 
25yds into the car park. 
 

FROM THE NORTH - M1 J28 
Take the A38 to Mansfield. 
 

Keep going straight on the A38. When you get to a set 
of lights with a Toby Carvery on them, and go straight 
on at these too, but be prepared to be turning right 
very soon after. 
 
At the next set (so the ones after the set with the Toby 
Carvery), turn right. 
 

Left at the next set of lights.  
 
Right at the next roundabout onto Hamilton Way. 
 

Straight over two mini-roundabouts. 
 

Maelstrom is on the left, about 25yds before the traffic 
lights, just after "Hamilton Court" which is on the 
right. For details on directions or discounted hotel rooms please contact Maelstrom Games on 01623 238919 
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THE GAUNTLET OF IND 
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TASKFORCES, FACTIONS AND COMMANDERS 
 

The weekend pits Taskforces of up to eight players in a campaign to win the Gauntlet of Ind by controlling as much 
territory as they can. Each taskforce is themed to a particular faction and each battle for supremacy and power over 
the others. The factions are: 
 

THE ALLIANCE OF ORDER The Warhammer World is not a place where absolute purity exists in any significant 
quantity, however there are nations and peoples whose actions are not solely motivated by greed or ambition. From staunch Dwarf 
Rangers who fight and with grim determination to Witch Hunter Expeditions and the bravery of the Reivers of Mousillon there are many 
forces who may ally themselves in dire times far from their homelands. Chief amongst these peacemakers are the High Elves who often 
broker pacts of mutual defence to further their own aims.   
 

THE FORCES OF DESTRUCTION The forces of Destruction count amongst their number the ever present Orc and 
Goblin menace, cruel Chaos Dwarfs, savage Beastmen, dire Daemons and brutal Chaos Warriors while beneath the forests, foul Skaven 
of Clan Eshin burrow and chitter in the dark and the dreaded Dark Elves of the Khainite Kabal make sacrifice in the name of their blood 
soaked god.  
 

THE UNALIGNED POWERS From the jungle dwelling Lizardmen and Wood Elves to the armed convoys of Cathay not 
all warriors concern themselves with notions of Good or Evil, seeing balance of both in all things. Others such as the hungry Zombie-
Cannibals of Nagash, the vengeful Tomb Kings or the mercenary Ogre Kingdoms care not for the struggles of men and dwarfs for they 
have their own ends to achieve. The Unaligned Powers are apart from all others and even co-operation with each other is rare and 
fleeting.   

 

THE TASKFORCE COMMANDER Each Taskforce will have their own agendas, strengths and weaknesses. 
Before the first game on Saturday you will be asked to gather at one of the Taskforce muster points and nominate a Taskforce 
Commander. The role of the Taskforce Commander is of crucial importance to the team and it is the Commander's responsibility at the 
end of each game to collate results and hand them to the Event Coordinator. Additionally, throughout the campaign there will be 
additional information and decisions that will need to be taken on behalf of the Taskforce. Although a good Commander is encouraged 
to listen to their Taskforce and discuss their decisions fully, it is ultimately the Taskforce Commander who makes the choices that the 
team will face. It is important that the Taskforce Commander be prepared for all of these challenges and it is not a role that should be 
taken lightly.  
 

CHECKLIST 
In addition to enough fully painted models to field 
your two army lists you will need the following: 
 
� The English language version of the 

Warhammer 8th Edition rulebook and your 
Warhammer Armies book. 

 
� Dice, Templates and a Tape measure 
 
� Superglue and poly cement 
 
� Pen, paper and at least two copies of your army 

roster (one to be handed in during registration) 
 
� A Tray to carry your models. There are no trays 

available at the venue so if you want one, bring 
one! 

 
� Somewhere to sleep overnight. (For details on 

discounted hotel rooms please contact 
Maelstrom Games on 01623 629425)  

 
� Money for refreshments. Lunch on both days 

and dinner on Saturday is included as part of 
your ticket.  
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THE MAHARAJA’S FAVOUR 
CAMPAIGN POINTS Your campaign points determine the outcome of the campaign. Players earn Campaign Points 
depending on how they perform in each round. Players earn 3 Campaign Points for a Win, 1 for a Draw and nothing if you lose. As 
your games finish you must report the result (Win, Lose or Draw) to the stage along with your opponent.  YOU CANNOT 
GIVE YOUR RESULTS IN WITHOUT YOUR OPPONENT PRESENT.  
 

BONUS CAMPAIGN POINTS You can earn several bonus campaign points depending on your conduct and 
army choices. You earn a bonus campaign point for the first time you achieve the following: 
 

• Buy your opponent a drink after defeating them in a campaign game. 
• Seize the initiative, but give it to your opponent anyway.  
• Only have one unit of any army entry other than Core choices (so only one Steam Tank or only one unit of River Trolls). 
• Have at least one themed or campaign unit in an army list (can be earned for each list used). 
• Lose all of your games each day! (Can be earned once on the Saturday and once on the Sunday). 

 

SECRET MISSIONS During the second round briefing, each Taskforce Commander will have the opportunity to 
create a Secret Mission for their Taskforce. These will give each player in the Taskforce the opportunity to gain additional campaign 
points should they accomplish them. Once a rough outline of the Secret Mission is made, it is handed in at the Results desk for 
moderation. At the Start of Round 3 an officially moderated Taskforce Secret Mission will be presented to each Taskforce 
Commander. The Taskforce has until the end of the campaign to achieve it.   
 

GOLD A Taskforce is compensated 5 gold pieces for each loss in each game, a draw 3 and a win earns 1 gold. During the 
weekend you can use gold to purchase ‘interesting things’ or horde the gold. The Gold used in the campaign will be represented by 
chocolate coins. You may eat these coins if you wish, but any so devoured count as being spent on the upkeep of the army.   
 

THE TASKFORCE QUARTERMASTER The role of the Taskforce Quartermaster is more than simple 
book-keeping for the team. It is the Quartermaster’s responsibility at the end of each game to visit the Trading Post and collect any 
Gold earned. With that income the Quartermaster must then work out what to spend the hard earned currency on.   
 

USING THE TRADING POST Between each game the Taskforce Quartermaster may spend the Taskforces 
hard earned gold on assassins, saboteurs, reinforcements and other more unusual benefits for their Taskforce. The Maharaja wants 
the winner of his Gauntlet to be both the most courageous as well as the most cunning.  You may well find yourself offered bargains 
that turn out to be far from it, or even mocked if you do not gamble for his ‘special’ of the day.  Be warned!  
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STRATEGIES At the beginning of each round, the taskforce must study the signs and portents to decide on a Strategy to use for the round. Each Strategy can only be used once over the weekend and 
must be clearly indicated on the Declaration of War sheet held by the Taskforce Commander. As you must decide your Strategy before you play your games each round you have to rely on your judgement as to 
its outcome. Choose carefully as picking Death or Glory makes your draws worthless, while defensive stance squanders any bonus from winning.  
 
1 Reinforcements: This strategy enables players to bring into play a single Core or Special unit that has already been destroyed. This new unit moves on from a friendly board edge.     
2 Cry Havoc: This allows a single unit of any type to enter play as a reserve on turn one from the opponent’s board edge.  
3 Tactical Engagement: This strategy awards 3 Campaign Points for each Win or Draw but nothing if you lose. You gain gold as though winning your games. 
4 The Upper Hand: This strategy enables players to gain +1 to the dice roll to see who gets first turn.     
5 Death or Glory: This strategy awards 4 Campaign Points for each Win but nothing if you draw or lose. You are too busy to gain gold this turn from these wins.  
6 Feint: At the end of the round, the Taskforce Commander may swap this strategy for Death or Glory or Tactical Engagement (even if already used).   
 
 
 
 
 

PAINTING All models MUST be painted and representative of the appropriate type of troop. You cannot use a model that does not meet these criteria. If you are planning a conversion 
that you think may need clarification please contact us before the event. You cannot represent units with models that are smaller than the Citadel equivalent. For example, a Warmaster scale 
greater daemon on a Warhammer monster base is not acceptable. Because we believe that due credit should go to players that have painted their own armies, only players who have painted their 
armies themselves may be eligible for the coveted award of Best Army. We ask all participants to be honest if shortlisted. A number of armies will be shortlisted on the Saturday lunch break and 
then will be voted on by the players during the Sunday lunch break. The winner will be announced at the end of the Narrative campaign weekend. 
 

During the Gauntlet of Ind Narrative campaign weekend we will give an award for the Best Army. This is given to the player who participates in the weekend with a force that, in the opinion of 
both players and judges, is the best in terms of painting and character. To qualify as the Best Army particular attention will be paid to well themed armies which reflect the theme of the weekend. 
Only armies which contain at least one campaign unit or a watchtower converted/painted to fit the theme of their army can be considered for Best Army.  
 

Painting is a key part of the hobby. If you do not paint your models for the weekend to at least a basic standard (undercoated, three colours and based), then 
models which are painted to at least a basic standard will be filled with an indignant hatred for your lack of effort or poor time management.  
 

UNITS THAT ARE PAINTED HAVE HATRED IN EACH ROUND OF COMBAT AGAINST ALL UNITS THAT ARE NOT PAINTED TO 
AT LEAST A BASIC STANDARD.   

THE WATCH TOWER: During the weekend the Watchtower scenario will be played at least once. Because of this it would be a great idea to bring your own watch tower model to fit in with your 
force. This is not compulsory but will really add to the weekend for you. As an incentive, players who bring their own watch tower to the weekend may take the Fozzig’s Folding Fortress magic item at a reduced 
cost of 50 points in any scenario that does not normally involve a watch tower. All other rules apply regarding the inclusion of magic items.  
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ARMY SELECTION 
You must have enough models in your army to field any of these three forces. You may use the same models in each force and many players that do so may find it 
easiest to plan their Scout Party and then expand it into their Battalion and then their Grand Army.  
 

SCOUT PARTY: 1000 points 
War Parties are small forces sent ahead of the main army to scout out enemy positions and disrupt lines of communication and supplies. Scout Parties are selected 
using the rules found in the Warhammer Rulebook and your Warhammer Army Book with the following additional restrictions: 
 

 May be no more than 1000 points  
 Must contain at least one hero or lord. 
 Choose your army bearing in mind you will most likely be using it to play the Surprise Encounter scenario. 

 

 

BATTALION: 2250 points 
The Battalion represents your main force sent to crush your enemies and see them driven before you. Battalions are selected using the rules found in the Warhammer 
Rulebook and your Warhammer Army Book with the following additional restrictions: 

 

 May be no more than 2250 points  
 May contain your Scout Party 
 

GRAND ARMY: 3000 points 
The Battalion represents your main force sent to crush your enemies and see them driven before you. Battalions are selected using the rules found in the Warhammer 
Rulebook and your Warhammer Army Book with the following additional restrictions: 

 

 May be no more than 3000 points  
 May contain models from your Scout Party and your Battalion 
 Counts as a Grand Army 

 



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

FACTION: THE ALLIANCE OF ORDER 
 

When choosing an army to fight for the Alliance of Order, you must use one of the Alliance of Order Sub-Faction lists on the following pages. In all cases the most recent edition of the army 
book will be used. These are the only armies permitted in this Faction during the weekend. If you have any further questions regarding army selection, please contact the event organisers before 
the weekend and check the forums at www.tempusfugitives.co.uk. 
 

The published Army Books used in this campaign for the Alliance of Order are: Bretonnians; Dwarfs; High Elves and the Empire. You may use a standard army from 
any of these lists or you may take one of the themed sub-faction lists detailed overleaf. All supplementary rules to your Army Book can be found in this pack. All 
supplementary rules to your Army Book can be found in this pack.  
 
There are several units which may be taken by the Alliance of Order during the Gauntlet of Ind campaign. They are detailed on the following pages and are considered fully usable for this 
narrative campaign weekend. Where a unit is restricted to one sub-faction, it is clearly indicated in the unit entry.  
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SUB-FACTION: REIVERS OF MOUSILLON  
Bretonnia is a feudal land, its many peasants ruled by their noble overlords. When war threatens, it falls to every 
Bretonnian noble to muster his peasants for battle, don his armour and ride. A Bretonnian army is an impressive sight; 
ranks of knights with fluttering pennants adorned with personal heraldry, backed up with scores of filthy, low born 
peasants. The naval forces of Mousillon however is a different prospect altogether.  
 

Regarded with suspicion by the other Dukedoms, the cursed realm of Mousillon has long been associated with the dead. 
Indeed it is a very morbid realm, for death and disaster feature strongly in its history. Being built on a sinking 
swampland, and subject to frequent flooding, the tombs of the dead in Mousillon are built above ground - so large are 
the sprawling, macabre graveyards that they are likened to towns in their own right. It is said that all manner of foul 
necromantic sorcerers lurk amidst the darkened crypts. 
 

Plying the seas around Bretonnia, the Mousillon Reivers make an important contribution to the defence of their 
kingdom but a lack of acknowledgement from their peers is a bitter slight in the eyes of those brave sailors. Many 
captains instead take their ships further out to sea hoping to gain some measure of fame or respect far from home.  
 
CRY HAVOC!: After both sides have deployed, but before the first turn has begun, the Bretonnian player may fire any 
Deck Cannon or Field Trebuchets they have deployed. This preliminary salvo suffers from the few shortcuts the crew 
take as they crew rush to get their warmachines deployed. When firing, unless the artillery dice is a misfire, it must be re-
rolled and the second result accepted. Once casualties have been determined and any panic checks and Vanguard moves 
have been made, the dice is rolled to determine first turn.   
 

SWASHBUCKLING RAID: Once the Cry Havoc salvo has been fired, any Mousillon Musketeers or Hardened Men 
at Arms units in the army may make a Vanguard move.   

 

ARMY SELECTION: Chosen from the Bretonnian army book. No named Bretonnian characters are permitted. The Reivers of Mousillon may only 
include any of the units listed below. Models that might have access to magic items from the Empire army book may take Arcane items from that list but 
all other items must come from Common items or the Bretonnian army book (units marked with a * are found in this campaign guide): 

 

  CHARACTERS: 
The Black Knight*; Bretonnian Lord (must have Questing Vow); Paladin (must have Questing Vow);  Mousillon 
Reiver Captain (counts as an Empire Captain);  Reiver Sea Witch (counts as an Empire Battle Wizard) 

CORE: Hardened Men-at-Arms (as standard Men-at Arms but +1 WS); Peasant Bowmen; Mousillon Corsairs*; Hawkers* 

SPECIAL: Pegasus Knights; Disgraced Knights (count as Empire Greatswords), Reiver Cannonade*; Musketeers* 

RARE: Field Trebuchet; Reiver Deck Cannon* 
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REIVERS OF MOUSILLON – HAWKERS      CORE CHOICE                                       8 POINTS / MODEL  
 
 

REIVERS OF MOUSILLON – MUSKETEERS     SPECIAL CHOICE                                      10 POINTS / MODEL  
 
 

 
 

 M WS BS S T W I A LD Type 
Hawker 4 2 2 3 3 1 3 1 5 Infantry 
Yeoman Hawker 4 3 3 3 3 1 3 2 6 Infantry 

 

 
Release the Hawks: Bretonnian hunting hawks are expert at harrying their master’s foes and distracting them while their 
masters close in for the kill. Hawkers roll 3d6 to see what distance they move for any pursuit roll, this represents the range 
their hawks fly out to attack their enemies and pin them down while the hawkers close in to finish them off. If the unit fails to 
catch their fleeing enemies, half the distance they actually move as the Hawkers bring their birds back to their wrist perches.  
 
It is no wonder that the men-at-arms of a Bretonnian noble’s household have always appreciated the stamina and hunting 
instincts of the falcon. By command of their liege, the men-at-arms use this bird to hunt game, which provides an important 
and nutritious addition to an otherwise monotonous diet in winter. 
 
When hunting, an experienced hawker drives his bird ahead to pursue the prey, following at speed to ensure that he is on the 
spot within a few seconds of the hawker landing of the game. It is essential that the hawk’s talons are well placed in the prey 
before it lands. On the battlefield this skill is used to gouge the eyes of their enemies so that, blinded, they are easy for the 
hawkers to pursue and dispatch. 

 
Unit Size   10+  
 
Equipment 
 Bow 
 Hand weapon 
 Light Armour 
 

 

Special Rules 
 Skirmish 
 Scout 
 The Peasant’s Duty (See WA: Bretonnia) 
 Release the Hawks  
 
Options 
  Upgrade one Hawker to a Musician +5pts 
  Upgrade one Hawker to a Yeoman Hawker Master +10pts  
 

 M WS BS S T W I A LD Type 
Musketeer 4 4 4 3 3 1 3 1 7 Infantry 
Musketeer Yeoman 4 4 4 3 3 1 3 2 7 Infantry 

 

 
Centuries ago, before the disgracing of Mousillon in the reign of Duke Maldred, the high esprit de corps and can-do attitude 
of the Mousillon Musketeers gained them royal favour and they became a popular fixture at court.  
 
The Mousillon Musketeers still enjoy a shred of respect with the common people of the Dukedom unlike the remainder of 
the military forces of Mousillon. This popularity with the peasantry is due to the lower entrance requirements. The more 
renowned men-at-arms units were in effect closed to all but the most senior and corrupt vassals of Mousillon nobles, so for 
the vast majority of Mousillon nobles (many of whom lived in genteel poverty), service in the Musketeers was the only way 
to join a prestigious unit and perhaps catch the Duke’s eye. 
 
Training harder and for longer than any other regiment in the Duke’s forces, when the Reivers call on the services of the 
Musketeers they know they are fighting alongside some of the finest men that their cursed lands can muster.   
 

 

Unit Size:   10+  
 

Equipment 
 Handgun 
 Hand weapon 
 Light Armour 
 

 

Special Rules 
 Vanguard 
 The Peasant’s Duty (See WA: Bretonnia)  

 

Options 
 Upgrade one Musketeer to a Musician +5pts 
 Upgrade one Musketeer to a Standard Bearer +10pts 
  Upgrade one  Musketeer to a Musketeer Yeoman +10pts  
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REIVERS OF MOUSILLON – MOUSILLON CORSAIRS            CORE CHOICE                                          7 POINTS / MODEL 

 

 
REIVERS OF MOUSILLON – DECK CANNON    RARE CHOICE                          100 POINTS  

 
 

REIVERS OF MOUSILLON – CANNONADE      SPECIAL CHOICE                                       100 POINTS  
 
 

 

 M WS BS S T W I A LD Type 
Mousillon Corsair 4 4 3 3 3 1 3 1 6 Infantry 
Mousillon Bosun 4 4 3 3 3 1 3 2 7 Infantry 

 

 

Special Rules 
 The Peasant’s Duty (See WA: Bretonnia)  
 Stubborn 

 

 Options 
 Upgrade one Corsair to a Musician +4pts 
 Upgrade one Corsair to a Standard Bearer +4pts 
 Upgrade one Corsair to a Mousillon Bosun +7pts  
 Bosun may take a Common Magic item worth up to 25 pts 

 

Mousillon Corsairs make up the bulk of the ship’s 
company. Lacking the nobility of the Musketeers and the 
discipline of the Men at Arms, the corsairs compensate with 
dirty tricks, savagery and the knowledge that they literally 
have nowhere else to go.  

 

Unit Size  10+ Corsairs 
 

Unit Type:  Infantry 
 

 
Equipment 
 Hand weapon 
 Pistol 
 Light Armour 

 M WS BS S T W I A LD Type 
Cannon - - - - 7 3 - - - Warmachine (Great Cannon) 
Hardened Man-at-
Arms 

4 3 3 3 3 1 3 2 5 
- 

 

 

 

Unit Size   1 Cannon &  
3 Hardened Men-at-Arms 
 
 

 

Equipment (crew) 
 Hand weapon 
 Light Armour  

 

Special Rules 
 The Peasant’s Duty (See WA: 

Bretonnia) 

 M WS BS S T W I A LD Type 
Cannonade - - - - 5 4 - - - Warmachine (Cannon) 
Hardened Man-at-Arms 4 3 3 3 3 1 3 2 5 - 

 

 

Cannonade:  Though the Cannonades are four separate cannons, treat them as a single warmachine. As a 
battery the Cannonade fire at the same target. Fire exactly like cannon. Once the total number of hits 
has been calculated multiply them by the number of Men-at-Arms in the cannonade unit. Cannonade 
cannot fire grape shot. Misfire results affect the entire unit of cannonade.  
 

Consisting of a small cannon mounted on a pivoting stake that is driven into the ground just before loading, these  
cannon used mainly for intimidating local tribes and providing covering fire to exposed units. For maximum 
effectiveness, the cannonades are deployed in groups of four, each handled by a hardened man-at-arms. The 
cannonades move into position and their support stake is quickly driven into the ground. The cannonade then sits 
atop the stake and is pivoted to face the enemy. A pre-set charge with shot is dropped into the cannon and with a 
flash the lethal blast is sent into nearby foes. While moving, a trained team can fire a shot like that every minute.     

 
Unit Size   4 Cannonade & 
4 Hardened Men-at-Arms 
 
Equipment (crew) 
 Hand weapon 
 Light Armour 
 

 

Special Rules 
 The Peasant’s Duty (See WA: Bretonnia) 
 Cannonade 
 
Range      Strength    Move and Fire 
 

  18”           5                Armour Piercing 
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SUB-FACTION: DWARF PROSPECTORS 
The Dwarfs are an ancient and industrious race that is long past its prime. Their once-great empire of Karak Ankor now lies in ruins and many of the Dwarfs' 
mighty mountain holds have been abandoned or conquered by Orcs and Goblins, with whom the Dwarfs have warred for centuries. It is not uncommon to hear a 
Dwarf wistfully recall the great glories of the past, observing bitterly that nothing the Dwarfs do in this day and age can compare to the majesty of what once was. 
 

In fact, the only thing that the Dwarfs love more than a good mug of ale is gold. A Dwarf in the throes of goldlust is a thing to behold. The race's legendary 
drive and stamina is brought into sharp relief when they are presented with the opportunity to acquire gold. As miners and experts on ore and metals, the Dwarfs 
are without peer. Items of Dwarf craftsmanship and engineering are the most valuable in the entire world, revered even by the Elves. 
 

It is this thirst for gold and sense of adventure that has brought this latest expedition from Barak Varr to the Gauntlet of Ind. The treasures from the jungle 
temple-vaults would be worth almost any risk and the Dwarfs are keen to apply their ingenuity to the task. Flights of Gyrocopters scout out the surrounding jungle 
while doughty warriors leap ashore to establish a beachhead and begin prospecting.     
 
DWARFS ARMY SELECTION: Chosen from the Dwarfs army book. The army may include any units listed in Warhammer Armies Dwarfs as normal.   
 

DWARFS – WRATH OF THUNDER  UNIQUE RARE CHOICE                                                                    500 POINTS 

 

This mighty airship is used using the rules from pg 425 of the Warhammer rulebook. The crew are Stubborn and have hand weapons and heavy armour. All 
weapons on the Wrath of Thunder must be fired at the same target. Rather than failing all characteristic tests, the nature of the Wrath of Thunder means that it 
always passes such tests on a 2+.   
 

 

DWARFS – GYROCOPTER SQUADRON      SPECIAL CHOICE                       100 POINTS PER GYROCOPTER  
 
 

 M WS BS S T W I A LD 
Gyrocopter 1 4 4 4 5 2 2 2 9 
Iron Eagle 1 4 4 4 5 3 2 3 9 

 

Options: Provided the unit contains at least three 
models, one Gyrocopter may be upgraded to an Iron 
Eagle for +65pts  
 
Steam Gun: The Gyrocopter is armed with a steam 
powered gun that unleashes a hail of lead bullets 
similar to a cannon's grapeshot. To represent the blast 
of the steam gun, use the Flame template. Place the 
template with the broad end over the target and the 
narrow end touching the muzzle of the gun. Any 
models touched by the template are automatically hit 
at Strength 3 with the Armour Piercing special rule. 
You may not Stand & Shoot with a steam gun. 

Aerial Attack:  If a Gyrocopter squadron moves over an unengaged enemy 
unit in the Remaining Move phase, that enemy unit suffers an automatic 
Strength 4 hit per Gyrocopter that has passed over the unit. These hits are 
treated as missile hits. More than one unit can be affected in this way each 
turn, but each unit can only be affected once by the same Gyrocopter 
squadron. Units in buildings or woods are not affected by this attack. 
Note that Gyrocopter squadron can change direction or zigzag as they 
move, potentially passing over several enemies. 
 
Iron Eagle: Larger gyrocopters with twin rotary blades, the Iron Eagle 
mounts an Organ Gun underneath its body in addition to the Steam Gun. 
It may fire one or the other. It may move and fire the Organ Gun. A roll 
of a 1 – 2 on the misfire chart destroys the Iron Eagle. 

 
Unit  
•  1 - 5 Gyrocopters 
 
Unit Type 
•   Flying Unit on a 40mm base 
 

 
Equipment 
 Steam Gun 
 Aerial Grenades  
      (count as Blasting Charges) 

 

Special Rules 
 4+ Armour Save 
 Fly  
 Cause Fear 
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DWARFS - DOOMSEEKERS         UNIT UPGRADE                                     40 POINTS PER MODEL 

 
 

 

 DWARFS – THE KING’S CHAMPION      HAMMERER UNIT UPGRADE                                                      +156 POINTS  
 
 

 M WS BS S T W I A LD 
Doomseeker 2D6 - - 4 4 1 3 D6 10 

 

Whirling Death! When a Doomseeker moves 
through an enemy unit it immediately inflicts D6 
hits from his Slayer Axes (at Strength 6) on the 
unit, distributed as for shooting. Units may move 
and flee through Doomseekers, but any foolhardy 
enough to do so will take hits as described above. 
A unit that suffers 25% casualties from 
Doomseekers must immediately take a Panic test. 
Units failing this test flee directly towards toe 
closest table edge (potentially moving through the 
same Doomseeker that triggered the test, suffering 
a further set of hits). 
 
Glorious Death: The life of a Doomseeker is 
guaranteed to be a short and violent one – in other 
words, an ideal end for a Slayer. A Doomseeker is 
immediately removed as a casualty when he comes 
into contact with a friendly unit, any terrain that is 
not considered open terrain or when an enemy unit 
finishes its move over the Doomseeker. The unit 
takes D6 Strength 6 hits from the Slayer axes for 
moving into the Doomseeker, and a further D6 
hits before the Doomseeker is brought down and 
slain.   

Doomseekers march in to battle alongside their 
brothers in the Slayer Cult until the enemy is 
close at hand. Then, before combat begins, the 
Doomseekers plough recklessly into the enemy, 
whirling their weapons madly around their heads. 
They are armed with axes on the end of chains, 
which they spin about themselves, slicing through 
their foes with surprising speed. 
 
The Slayer axes carried by the Doomseeker are 
just as lethal to the Doomseeker himself. Not 
every Slayer chooses to be a Doomseeker because 
there is no guarantee that you will die at the hands 
of a great enemy. Almost as likely the 
Doomseeker will realise his whirling axes are 
going to bring him into contact with a friendly 
unit or a clump of trees. Instinctively a 
Doomseeker will try and avoid this trajectory but 
by fighting momentum he will invariably end up 
mortally wounded by his own spinning axes.  

 
Upgrade: Each Slayer unit in a Dwarf 
army may include up to 3 Doomseekers 
at +40 points per model.  
 
Unit Type: Infantry  
 
Equipment 
 Slayer Axes (always count as great 

weapons) 
 

Special Rules 
 Unbreakable – but still hate 

Greenskins 
 Slayer 
 Brotherhood of Grimnir 
 Get Stuck In! 
 Whirling Death 
 Glorious Death 

 
Brotherhood of Grimnir: Doomseekers are not placed on the table at the start 
of the game as are other troops. Instead you must make a written note of any 
Slayer units that include Doomseekers. These are referred to as concealing 
units. Doomseekers remain inside concealing units, marching along with their 
fellows, until they are ready to be unleashed on the enemy. Doomseekers 
cannot be charged. They may, however, be targeted with missile fire or spells. 
 
Get stuck in!  Doomseekers are always released when the concealing unit 
comes to within 6" of the enemy or vice versa. The moving unit stops 
immediately (fliers land). Once Doomseeker movement has been resolved, the 
unit can continue moving if the controlling player wishes, although chargers 
must complete their charge unless panicked (the laws of momentum are 
particularly harsh). Doomseekers can be released in any direction, from any 
point on the concealing unit and move 2D6-1". They do not have to be aimed 
in the direction of the enemy that activated them. If ever a Doomseeker's move 
would end in the middle of a unit, then he automatically bounces through it 
place the Doomseeker model 1" beyond the unit, in the direction he was 
moving. 
 
The Doomseeker moves moving 2D6-1" in a random direction (determined by 
the scatter dice) in the compulsory part of the movement phase.  

 M WS BS S T W I A LD 
The King’s Champion 3 6 3 4 5 2 3 2 9 

 

Special Rules 
 Unbreakable 
 Bodyguard 
 A Champion’s Duty 
 Defend the King 
 Killing Blow 
 

A Champion’s Duty: Any time a character with Royal Blood within the unit fails a "look 
out sir!" test the King’s Champion will automatically take the hit instead. 
 
Defend the King!: Having has spent his life defending his lord, the King’s Champion will 
die at his feet before any harm comes to him. Such dedication is inspiring to those around 
him. The King’s Champion and the Hammerer unit are Unbreakable while joined by a 
character with Royal Blood. 

 

Unit Type:  The Gate Keeper in 
a unit is replaced by the King’s 
Champion 
 
Your army can only include one 
King’s Champion model.  

 

Equipment (See WA: Dwarfs) 
 Great Hammer with the Master Rune of Alaric the Mad 
 Gromril Armour with the Champion’s Rune  
 Shield 
 

Champion’s Rune: He must always issue or accept a Challenge in 
combat and benefits from the Always Strikes First special rule in the 
challenge. 
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SUB-FACTION: DWARF RANGER PATROL 
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SUB-FACTION: COURT OF THE EVERQUEEN 
 The High Elves are an ancient people with a history that spans millennia. While the ancestors of man were little more than cave-dwelling primitives, the Elves built 
magnificent cities of glittering silver and white marble on their island home of Ulthuan. Elven scholars and explorers were the first to chart the stars and sail the world's 
oceans.  
 

Early in their struggles against the Ruinous Powers, the Elves discovered that negative emotions such as fear, rage, jealousy and greed serve to fuel and strengthen the power 
of Chaos. Since that time, the High Elves have struggled to keep their intense passions tightly under control. In order to suppress this dangerous and unpredictable aspect 
of their psyche, the lords of Ulthuan continually strive to eliminate all extremes of emotion; in High Elf society, to surrender to anger or lust is to show weakness. As a 
result, the High Elves live by a strict regimen of rules and codes and embrace a way of life that emphasizes harmony, balance and inner peace. 
 

Even in far Ulthuan, the seers of the White Tower can sense the world-changing power offered by the Gauntlet of Ind. With Phoenix King Finubar engaged in war with 
Naggaroth and fearing they may be too late to avert disaster; Alarielle the Everqueen herself has dispatched the swiftest Dragonships to take her to the court of the 
Maharaja.  
 
 

COURT OF THE EVERQUEEN ARMY SELECTION: Chosen from the High Elves army book. The army may include any of the units listed in 
Warhammer Armies High Elves as normal including named characters and must include Alarielle the Everqueen in their army lists.  
 
MAIDEN GUARD: One unit of Lothern Seaguard may be upgraded to Maiden Guard for +4 points per model. They have Heavy Armour and may take Shields as 
normal. The Maiden Guard Standard Bearer may carry a Magic Standard worth up to +50 points (this does not count for ‘first among equals’). Maiden Guard are the 
all-female bodyguard of the Everqueen and are Immune to Psychology. A Maiden Guard unit containing Alarielle becomes Unbreakable (and while in the unit so too 
does Alarielle). Should Alarielle be killed all Maiden Guard gain Hatred and Frenzy.   

 

COURT OF THE EVERQUEEN – ALARIELLE THE EVERQUEEN                         LORD CHOICE                                                  300 POINTS  

 
 

 M WS BS S T W I A LD 
Alarielle the Everqueen 5 4 5 3 3 3 7 1 10 
Maiden Guard 5 5 5 3 3 1 6 1 8 
Maiden Guard Champion 5 5 5 3 3 1 6 2 8 

 

 

Magic: Alarielle is a Level 4 Wizard and knows all of the spells from the Lore of High Magic and the Lore of Light.  
 
Chaos Bane: Any Daemonic unit (including Daemonic monsters and characters) that starts the Magic phase with a model within 
6" of Alarielle is affected by the aura of law and harmony that surrounds her. Each unit in range suffers D6 Strength 5 hits. In 
addition, roll a D6 for each magic item belonging to a model from a Chaos, Skaven or Undead army that is within 6" of Alarielle 
at the start of the Magic Phase. The item is destroyed on a D6 roll of a 6 (roll for each item separately) 
 

The Touch of the Everqueen: Alarielle does not fight as such, for she is the embodiment of peace rather than war. However, her 
lightest touch can stun a foe for a moment, disorientating them with a blinding flash of light. Resolve Alarielle’s attack before any 
other friendly models strike. If Alarielle hits her targets, then no to wound roll is made. Instead the enemy models hit may make 
no attacks that turn, and any other friendly models attacking her targets who have still to strike, hit automatically that phase. In the 
case of a mounted model (on a chariot or monster, for example), Alarielle must roll to hit against the highest Weapon Skill, but if 
she hits the entire model is affected, including any special attacks, impact hits, etc 

 

Unit Type:  Infantry (Character) 
  
Equipment 
 Star of Avelorn: Bound Spell power level 4 

contains Regrowth from the Lore of Life 

 Shieldstone of Isha:  4+ Ward save.  

 Stave of Avelorn: Same effect as the Staff of 
Solidity (HE: pg 102) 

 

Special Rules 
 Valour of Ages 
 Speed of Asuryan 
 4+ Ward Save (Alarielle only) 
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SUB-FACTION: SHADOW WARRIORS 
At the time of civil war in Ulthuan, those that chose to follow Malekith became the Dark Elves, while those that chose to follow the Phoenix King 
became the High Elves. In the kingdom of Nagarythe, most citizens sided with the Witch King, apart from the small communities of hunters who 
inhabited the bleak hills to the east of the kingdom. The Shadow Warriors are descended from this minor clan, and they are the most fervent opponents 
of their dark kin. They have taken upon themselves to patrol the shattered coast left after the destruction caused by the Sundering, and they have become 
masters of ambush and guerrilla warfare. They are famed for being the darkest, most sinister and brutal of all the High Elves.  

 
Led by the legendary Shadow King, Alith Anar, Shadow Warriors are the scouts, hunters and archers of the Asur. Their principle task is to rain down 
death from afar upon their enemies. They are masters of the bow, able to strike precisely from incredible range, even going so far as to be able to fire their 
renowned bows while moving. They are also highly skilled with blades, and they are able to charge forth to finish off the survivors of a ranged attack with a 
flurry of swift strikes.  

 
Rumoured to have been killed many times, no one really knows if the Shadow King is alive or dead. The Druchiii have claimed to have killed him 
on numerous occasions, but Alith Anar keeps surfacing, most recently in the Everqueen’s voyage to the Gauntlet of Ind. Some Asur think that the 
name is ritually handed down to the eldest of the Shadow Warriors, as a way of continuing the legend. Others claim that Alith Anar has become a 
spirit of vengeance, who cannot rest until Malekith is dead. Still others claim that Alith Anar is summoned into existence through a mystical 
Crown of Shadows when the Druchii invade his homeland. Or perhaps the most cunning High Elf ever born continues to survive. 

 
 

SHADOW WARRIORS ARMY SELECTION: Chosen from the High Elves army book. The army may include any of the units listed in 
Warhammer Armies High Elves as normal except named characters other than Alith Anar who must be included in the army list at a reduced cost 
of 200pts. Shadow Warrior units are Core choices in a Shadow Warriors army. The army may not take any of the other units listed as Core 
choice.  
 

OPENING SALVO: After both sides have deployed, but before the first turn has begun, the High Elf player may fire with any units of Shadow Warriors they have deployed. Once casualties 
have been determined and any panic checks made the dice is rolled to determine first turn.   
 
FLAMES OF VENGEANCE: All models with Bows or Longbows are armed with arrows infused with the Flames of Vengeance, a magical brazier from the heirloom lands of Nagarythe. 
Repeater Bolt Throwers may take bolts infused with the same Flame of Vengeance for +10 points. All shooting attacks with the listed weapons upgraded in this manner (including Alith Anar’s 
Moonbow) are considered both flaming and magical.  

  
We have lost our families, our lands, and our innocence. Even our kin look upon us with suspicious eyes, for all they remember are the atrocities of Malekith and his ilk, not the nobility of those who 
remained. It is for these reasons we fight this Shadow War, for redemption can only come from tears and blood. Only when Malekith breathes his last, his heart pierced by Nagarythe steel, shall we ask 
Lileath for forgiveness. Until that day nothing will stand in the path of our vengeance... 
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 SUB-FACTION: ENGINEERS OF NULN 
The province of Nuln is respected across the Empire as the home to the finest handguns and war machines, save for those constructed by the 
Dwarfs. This makes them a desired commodity for any Imperial army using cannonry and as such graduates from the Imperial Gunnery School are 
highly prized for their skills in training artillery on vulnerable targets with unerring accuracy and maintaining the war machines.  
 
Perhaps the most surprising fact is that the Imperial Gunnery School does not create new weapons of war. Such tasks are executed by the 
neighbouring College of Engineering in Nuln where luminaries as von Meinkopt (creator of the Helblaster) and Pfielmann (Grenade Launching 
Blunderbuss) were taught. Founded over five hundred years ago, the Imperial College of Engineers was the brainchild of Leonardo of Miragliano, a 
mad genius from the fractious land of Tilea, and his patron, the Prince of Altdorf. Once the Colleges of Engineering create a war machine, the 
Imperial Gunnery School then start training gunners to use them. In the field of warfare this makes Nuln particularly influential and as a result when 
major expeditions are embarked on to uncover wealth and new materials and minerals, the Engineers of Nuln take a keen interest indeed…  
 

THE ENGINEERS OF NULN ARMY SELECTION AND SPECIAL RULES: Other than Balthasar Gelt, no named 
characters are permitted from the Empire army book. Theodore Bruckner, Magisterix Elspeth von Draken or Jubal Falk may be included from Warhammer 
Forge: Tamurkhan. The Engineers of Nuln may only include any of the units found in Warhammer Armies Empire listed below (units marked with a * are 
found in this campaign guide): 

 

 
 
 
 
 
 
 
 
 
 

 
 

MECHANICAL MARVELS: Any non-wizard character may purchase any of the options listed under the Master Engineer unit entry in WA: 
The Empire. Furthermore, any Master Engineer may purchase a Heisenberg Bunker of Uncertainty for +100pts or Weisman’s Iron Strider for 
+190pts as a mount instead of a Mechanical Steed or a Warhorse.   
 

DEMIGRYPH MOUNT: A General or Captain of the Empire or a Battle Wizard Lord may be mounted on a Demigryph for +30pts. The 
Demigryph may be barded for +4pts; causes Fear and has the following profile: 
  

 
    

CHARACTERS: 
Balthasar Gelt; Theodore Bruckner; General of the Empire;  Magisterix Elspeth von Draken; Battle Wizard Lord 
(Lore of Fire or Metal only); Jubal Falk; Battle Wizard (Lord of Fire of Metal only); Warrior Priest; Captain of 
the Empire; Witch Hunter; Master Engineer 

CORE: Halberdiers;  Handgunners;  Spearmen; Swordsmen; Free Company; Outriders 

SPECIAL: Helstorm Rocket Battery; Helblaster Volley Gun; Great Cannon; Mortar; Pistoliers;  Steam Tank; Greatswords 

RARE:  Demigryph Knights; Venerable Steam Tank*; Land Battleship* 

 M WS BS S T W I A LD Troop Type 
Demigryph 8 4 0 5 4 3 4 3 7 Monstrous Cavalry 
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ENGINEERS OF NULN – VENERABLE STEAM TANK      RARE CHOICE                                                       310 POINTS 

 

 

  

 M WS BS S T W I A LD 
Venerable Steam Tank 0/var - - 6 6 10 - special - 
Engineer Commander - 3 4 3 - - 3 1 7 

 

 

Options: 
  
 

HELSTORM ROCKET BATTERY 
The Venerable Steam Tank may be equipped with a 
hull mounted Helstorm Rocket Battery in addition to 
its other weapons for +50 points. It may be fired each 
turn at a cost of 1 SP. A misfire destroys the Rocket 
Battery but causes no other damage. 
 
HELBLASTER STEAM CANNON 
The steam cannon may be replaced with a Helblaster 
Steam Cannon for +25 points. The weapon costs 2 
SP to fire and has the following profile:  
 
        Range: 12” Strength: 5 Armour Piercing  
             Artillery dice = number of  shots  
 
A misfire causes the tank to suffer D3 wounds and not 
fire the Helblaster Steam Gun that turn but otherwise 
has no effect. 
 

For an additional +1 SP the range of the Helblaster 
Steam Cannon may be increased to 24” 
 
ALTAR OF SIGMAR 
The Venerable Steam Tank may replace its turret and 
steam gun to carry an Altar of Sigmar for +50 points. 
Usually styled as a snarling griffon or statue of the 
God-King himself, the Altar of Sigmar may be 
activated each turn at a cost of 1SP and gives the 
Venerable Steam Tank a 5+ Ward Save. Additionally, 
the steam point spent each turn allows it to cast the 
Banishment spell from the Lore of Light as a bound 
spell power level 4.  
 

 

A true symbol of the might of the Empire, the Venerable Steam 
Tank is a leviathan of metal and motion. Each one is a unique 
creation and each carries with it the hopes and dreams of the nation.  
Faced with ranks of savages and primitives, even these 
potent symbols are used for petty displays of power and 
for personal aggrandisement.  
 
 

 
Unit Type: Chariot (Armour Save 1+) 
 
Special Rules: 
 Unbreakable 
 Large Target 
 Terror 
 D6 Impact Hits (+D3 per SP) 
 Random Movement (variable) 
 
Equipment:  
The Venerable Steam Tank is armed 
with steam cannon in the hull and a 
steam gun in the turret. The Engineer 
Commander is armed with a repeater 
pistol (see page 47). 
 

 
Steam Points: 
Underneath its finery and craftsmanship, the Venerable 
Steam Tank has many of the same systems and 
principles of a Steam Tank. See the Steam Tank entry 
on pg 50 of the Empire army book for more details on 
Steam Points. 
 
Venerable:  
The Steam Tank can never suffer more than one wound 
from a single attack, so attacks that cause multiple 
wounds or kill outright (and do not in effect cause 
wounds) instead only ever cause a single wound. Even 
magical attacks such as the spell Dwellers Below or 
Purple Sun of Xerses can only cause a single wound.  
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ENGINEERS OF NULN – JOHANN WEISMAN’S IRON STRIDER         MASTER ENGINEER MOUNT ONLY                                +200 POINTS 

 
 

  
 

ENGINEERS OF NULN – HEISENBERG’S BUNKER OF UNCERTAINTY               MASTER ENGINEER MOUNT ONLY                                +100 POINTS 

 
 

 M WS BS S T W I A LD 
Iron Strider 7 2 - 7 6 5 1 2 - 
Engineer Students - 3 4 3 - - 3 1 7 

 

Master of Ballistics: A Master Engineer aboard an Iron Strider is allowed to 
take a ‘Look Out Sir!’ roll as if he was within 3" of a unit of five or more 
models. In addition, the Iron Strider or one war machine that is within 6" of 
the Iron Strider may re-roll either one scatter dice or one artillery dice per 
turn. This may not be used to re-roll the distance bounced by a cannonball. If 
the Engineer uses his re-roll ability, he cannot shoot with his own missile 
weapon in the same Shooting phase. 
 
Hull Weapon: The Iron Strider may fire its Hull Weapon each turn. In the 
event of a misfire, ignore the normal rules for the weapon. Instead the weapon 
jams and cannot be fired the following turn.  
 
  

Invented by the prolific Johann Weisman, 
the Iron Strider is a terrifying construction 
of metal and steam. Clanking across the 
battlefield on it six steam-pistoned legs, 
the Iron Strider is the ultimate personal 
transport for a Master Engineer in the 
field. 
 
While surveying the battlefield from his 
observation pulpit, the Master Engineer is 
suitably supported by two of their most 
promising students who man the firing 
posts atop the machine. 

 
Unit Type:  Chariot  
 
Special Rules: 
 Unbreakable 
 Large Target 
 D6 Impact Hits 
 Terror 
 1+ Armour Save 

 
Equipment: The Iron Strider is armed with a cannon in the hull. The 
two Engineer Students are armed with Repeater Hand Guns. 
 
Options: 
The Hull Cannon may be upgraded to a Helblaster Volley Gun or 
Helstorm Rocket Battery for +40 points 
 
Either of the Engineer Students may replace their weapons with any of 
the Handgunners Marksman options (pg 91 Empire army book). 

 M WS BS S T W I A LD 
Uncertainty Bunker 0 - -  8 5 - - - 

 

Uncertain Movement: Once each turn the bunker may be removed from the 
table and placed anywhere that is not within 1” of another unit, terrain feature 
or the edge of the table. Roll the Scatter and Artillery dice to determine the 
bunker’s final re-materialisation point. A roll of a hit indicates there is no 
scatter; however a Misfire result or being placed within 1” of a terrain feature 
or another unit means that the engineer suffers a wound and the bunker is 
instead placed by the opponent anywhere they wish.   
 
Master of Ballistics: A Master Engineer aboard Bunker of Uncertainty is 
allowed to take a ‘Look Out Sir!’ roll as if he was within 3" of a unit of five 
or more models. In addition, the Artillery Piece or one war machine that is 
within 6" of a Master Engineer aboard a Bunker of Uncertainty may re-roll 
either one scatter dice or one artillery dice per turn. This may not be used to 
re-roll the distance bounced by a cannonball. If the Engineer uses his re-roll 
ability, he cannot shoot with his own missile weapon in the same Shooting 
phase. 
 
 
  

Designed to hold both the Engineer and 
an artillery piece in relative comfort, the 
Heisenberg Bunker of Uncertainty is a 
marvel of arcane science. Utilising 
principles only fully understood by 
Heisenberg himself (before *that* 
accident), the Bunker is able to disappear 
from its original position, only to reappear 
sometimes many miles away.   
 
The Heisenberg Compensator ensures that 
almost all of these discombobulations  
occur at ground level rather than the two 
miles in the air that befell the original 
bunker.   
 

Unit Type:  Chariot  
 
Special Rules: 
 Large Target 
 1+ Armour Save 

 

Equipment: The Bunker of Uncertainty has no weaponry of its own per 
se; however it has ample firing ports to allow both the Master Engineer 
and the transported Artillery Piece a complete 360 degree view. 
 
Artillery Piece: The Bunker contains either a Great Cannon or a Mortar. 
These operate exactly like the units described in WA: The Empire except 
they are Unbreakable and cannot be targeted independently of the Bunker. 
They cannot leave the bunker either and are to all intents and purposes 
considered part of the Bunker. The Artillery Piece may not fire in the same 
turn that the bunker makes Uncertain Movement.  
 
Heisenberg Compensator: If the Engineer is slain for any reason the bunker 
winks out of existence as is treated as destroyed.  
 



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

 
ENGINEERS OF NULN – LAND BATTLESHIP       RARE CHOICE                                                       300 POINTS 

 

 
THE LAND BATTLESHIP CALAMITY CHART  

 
1 Abandon Ship!  With an appalling cracking sound, the main axles snap, spars shatter and the wheels are crushed, dumping the ship unceremoniously to the ground in an almighty crash. The Land Battleship is destroyed 

but left on the table as an area of dangerous terrain. Any unit in base contact when this happens suffers D6 Strength 8 hits.  
 
2-3 Arrrrgh!  The boiler backfires, sending the Land Battleship hurtling forward. The ship moves the rolled distance and an additional D6", as well as suffering D3 wounds with no Armour save or Ward save allowed.  
 
4-5 All hands to the Wheel!  The Land Battleship slews perilously out of control. Roll a Scatter dice and move the ship the rolled distance in the direction shown on the dice. If a ‘hit’ is rolled, the crew manage to drop the 

emergency anchor and the Land Battleship remains stationary.  
 
6 Boom!  Between the over-pressurised boiler exploding and the powder magazine detonating, the Land Battleship makes a spectacular fireball. Everything within D6" of the Land Battleship’s hull suffers a 

Strength 6 hit and the Land Battleship is destroyed and removed from play.  

 M WS BS S T W I A LD 
Land Battleship special - - 6 6 12 - - - 
Crew - 3 3 4 - - 3 D6 7 

 

 

Something of a poor imitation of a true Empire Steam Tank in terms of sophistication, the Land Battleship does at least have size and 
ambition in its favour, from its bulky armoured hull to its oversized, life-threatening boiler and a steerage mechanism that can only be 
described as the fruits of an unhinged mind. In battle the Land Battleship is an insane sight, almost a mobile fortress in effect towering 
over the battlefield, discharging its thunderous gun and crushing the enemy underfoot while its crew remain (almost) safe high on the 
deck above. That is when it works and the wheels don’t fall off, or the boiler explodes or the magazine catches fire…  
 
Damaging the Land Ship: The Land Ship is a massive, bulky thing covered in decorative work, armour plating and other things not 
entirely germane to its continued function. Its high wounds score represents a mixture of the overall damage needed to wreck the structure 
or kill off the crew. When the Land Ship loses its last wound roll a D6. On a roll of a 1, it suffers the effects of the Abandon Ship! result 
on the Land Ship Calamity table and on a 6 the Boom! result. On any other roll, the Land Ship is removed as normal. 
 

Culverin: a type of light cannon, it was installed in the prow of the Land Battleship after the inclusion of larger ordnance proved 
disastrous. The Culverin is treated exactly as a standard cannon (see page 112 of the Warhammer rulebook) that fires directly ahead, 
except that it is Strength 7 when firing and its grapeshot attack is only Strength 3. Otherwise all the normal rules for cannon apply.  
 

The Land Battleship may still move and fire the cannon, and may even fire it if engaged in combat contrary to the usual rules (but can 
only nominate a target point in the unit in base contact with the ship’s front). If the weapon is destroyed by a Misfire result, the Land 
Battleship also immediately suffers D3 Wounds with no Armour save or Ward save possible.  
 

Fusillade: The deck crew, along with the complex operation of piloting the ship and avoiding imminent catastrophes such as the ship 
toppling over or the boiler exploding, do their best in battle to let fly with a wide number of sweepers, deck pistols and handguns laid on 
and loaded for the purpose. In addition to firing the Culverin, each Shooting phase the Land Battleship can fire a fusillade at a single 
target in any direction (note this does not need to be the same target at which the Land Battleship’s Culverin is firing). Note that unlike 
the Culverin, the Fusillade cannot be used if the Land Battleship is engaged in combat — the deck crew are too busy repelling boarders! 
This generates D6 shots that use the following profile: Range 18" Strength 4 Armour Piercing  

 

Unit Type: Chariot (unique) 
 
Special Rules: 
 Unbreakable 
 Large Target 
 Fear 
 3+ Armour Save 
 6+ Ward Save 
 D6 Impact Hits 
 Thunderstomp  
 
Equipment: Culverin & Fusillade 
 
Crew: The crew generates D6 attacks 
of their own in total each round using 
the profile shown (generally jabbing 
down with spears and throwing things 
from the high deck). 
 

 
Moving the Land Battleship: The Land Battleship uses the same 
general rules in combat as a Chariot, except where noted. The Land 
Battleship, lacking anything like the control of a Steam Tank has two 
modes of movement: slow and full power. The player must declare 
which they are using before the Land Battleship is moved each turn. 
Measure all move distances for the Land Battleship from the front 
edge of its wheels. 
 
Slow The Land Battleship may move up to 6" directly forward without 
penalty or risk, but may not charge. 
 
Full Power The player may pivot the Land Battleship in any direction 
in its front arc and roll 2D6 for the distance it travels. The first unit it 
contacts it counts as having charged (friendly units suffer impact hits 
but no combat is actually fought). However, if a double 1 or double 6 
is rolled, something has gone disastrously wrong. Roll a D6 
immediately on the Land Battleship Calamity Chart and apply the 
result. 
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SUB-FACTION: WITCH HUNTER EXPEDITION  
 The Witch Hunters of Sigmar are dedicated to the eradication of heretics, be they warlocks, witches, sorcerers, fortune-tellers, necromancers, worshippers of the dark 
gods, deviants, mutants, blasphemers, sinners, utterers of profanities, servants of Daemons, or composers of corrupting music. Indeed, there are few who altogether 
escape the suspicions of the Witch Hunters with the possible exception of other Witch Hunters. It is wise to remember that the practice of magic in all its forms is a 
most heinous crime in the Empire. Death by fire is the proscribed punishment for this particular heresy. Many of the Witch Hunters’ victims treacherously avoid 
their fate by perishing under torture before making a full confession. In these troubled times the Witch Hunters are kept busy as more and more men turn to the dark 
arts. The most dangerous of all these heretics are the followers of the Chaos gods. These depraved individuals practise Daemon worship and (it is claimed) even offer 
human sacrifices in the name of their vile masters. Of all the enemies of Sigmar they are the most abhorrent! 
 

The Witch Hunters have a keen influence beyond the Empire and often when the military travel to exotic far off lands, the common folk that settle there are easily 
whipped into hate filled frenzy by the oratory skill of the Witch Hunters. In their expedition to the distant Kingdom of Ind, beset by all manner of dark beliefs the 
Witch Hunters are a common sight and the cleansing pyres can be seen as beacons welcoming the faithful to these forest wreathed lands.    
 

WITCH HUNTER EXPEDITION ARMY SELECTION AND SPECIAL RULES: No units may be taken as Detachments 
except for Free Company, Warhounds or Zealots. No named characters are permitted except for Volkmar the Grim; Luthor Huss and Markus Wulfhart. 
Any Arch Witch Hunter or Witch Hunter may ride a Demigryph (see Engineers of Nuln for details). The Witch Hunter Expedition may only include any of 
the units listed below which are found in Warhammer Armies Empire (units marked with a * are found in this campaign guide): 
 

  
 

 
 

D 
DISPEL DICE & MAGIC ITEMS: Witch Hunters of Sigmar are naturally suspicious of all forms of magic. This distain for sorcery 
has a very real effect on the battlefield. The army receives +2 dispel dice each magic phase. No model in the army may take any magic 
items with the exception of named characters, Warrior Priests and Arch Lectors (who are assumed to be sanctified enough for such 
questionable devices to be of use).  
 

BURN THE WITCH!: Each turn, any friendly units containing a Witch Hunter, Arch Witch Hunter or Witch Smeller in combat with an 
enemy unit containing a Wizard gain the Frenzy rule. If a unit containing a Wizard is within charge range, the Witch Hunter and their unit must 
declare a charge against them if possible unless they first pass a Leadership Test to restrain Each enemy Wizard killed earns the Witch Hunter player 
an additional Gold coin. Each enemy Wizard left alive at the end of the game reduces the Witch Hunter’s Gold received by 1 (to a minimum of 0).   

CHARACTERS: Volkmar the Grim; Arch Witch Hunter*; Arch Lector; Luthor Huss; Witch Hunter (May Carry the Battle Standard for 
+25 points. See Warhammer Armies: Empire for details); Markus Wulfhart; Warrior Priest  

CORE: Crossbowmen; Archers; Hand Gunners; Free Company (count as Regimental Units); Sigmarite Zealots*; Warhounds* 

SPECIAL: Flagellant Warband (count as Regimental Units); Huntsmen; Knights of the Inner Circle;  Pistoliers; Mortar; Great 
Cannon 

RARE:  Witch Smeller*;  Demigryph Knights; Helblaster Volley Gun; Helstorm Rocket Battery, Altar of Judgement* 
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WITCH HUNTERS – ARCH WITCH HUNTER                          LORD CHOICE                                                         100 POINTS  

 
 

 

 

 WITCH HUNTERS – WITCH SMELLER        RARE CHOICE                                                          85 POINTS  
 

 M WS BS S T W I A LD 
Arch Witch Hunter 4 5 5 4 4 3 4 3 9 

 

How DARE You?! An Arch Witch Hunter believes they receive their mandate from 
Sigmar himself and are filled with indignation and fury if their enemies attempt to fight 
back to prevent them from carrying out their judgement. Should the heretics actually try 
and strike them, the Arch Witch Hunter can incite such rage and petty revenge that they 
begin to kick, stamp and club at their enemies wildly. The Arch Witch Hunter and their 
unit gain the stomp attack special rule.   
 

Options: 
 May ride a Demigryph for +30pts (see Engineers of Nuln for details) or a Warhorse 

for +10 pts either mount may be barded for a further +4 points.  
 

 May wear Heavy Armour for +4 points or Full Plate for +10 points. May also carry a 
shield for +2 points.  

 

 May take a second Coldiron blade for +5 pts or a Truesilver Witchslayer at +5 pts. 
May exchange their pistol for a brace of pistols or a Truesilver Crossbow for +5pts.  

Driven by fanaticism, Witch 
Hunter Captains are obsessed with 
cleansing the Empire and bringing 
the justice of Sigmar to all. 
Carrying the edict of the Grand 
Theogonist himself, they have the 
divine right to judge and execute 
warlocks, witches, Chaos 
worshippers… in fact all who dare 
to oppose them. 

 

Unit Type:  Infantry  
(Character) 

  
Equipment 
 Coldiron Blade 
 Pistol 
 Light Armour 
 

 
Special Rules 
 Grim Resolve (see Witch Hunter) 
 Magic Resistance (2) 
 Accusation (see Witch Hunter) 
 How DARE You?! 
 Tools of Judgement (see Witch Hunter) 
 
  

 M WS BS S T W I A LD 
Witch Smeller 4 4 4 4 4 2 4 2 9 

 

I Smell You, Heretic! 
Witch Smellers tend to be at the vanguard of any crusade to cleanse the 
tainted from the land. The Witch Smeller alone or with an accompanying 
unit of Sigmarite Zealots or an Altar of Judgement gain the Scout special 
rules.  
 

Options: 
 May wear Heavy Armour for +2 points. May also carry a shield for +2 

points.   
 May take a second Coldiron blade for +5 pts or a Truesilver 

Witchslayer at +5 pts. May exchange their pistol for a brace of pistols 
or a Truesilver Crossbow for +5pts. 

 

 May be mounted on a Warhorse for +10 points or an Altar of 
Judgement for +100 points.  

Witch Smellers are charismatic rabble-rousers who 
can soon turn a crowd to their own ends. They are 
universally dreaded, for everyone has something or 
someone to hide, something that the Witch 
Smeller can sniff out instinctively. And on the rare 
occasion that they cannot detect the secret, there 
are countless individuals who would willingly and 
enthusiastically hunt down and burn their own kin 
were a Witch Smeller to command them to do so.  

 

Up to Two Witch Smellers may be 
purchased for each rare choice 
taken. They are to all intents and 
purposes separate units on the 
battlefield.  
 
Unit Type:  Infantry (Character) 
  
Equipment 
 Coldiron Blade  
 Pistol 
 Light Armour 

 

Special Rules 
   Grim Resolve (see Witch Hunter) 
   Magic Resistance (2) 
   Accusation (see Witch Hunter) 
   Tools of Judgement (see Witch Hunter) 
 I Smell You, Heretic! 
 

Difficult Company: A conversation with a Witch Smeller 
is a times bizarre and at other terrifying. As a result there 
are few, even within the Order who will share their 
company for long. Witch Smellers may only join units of 
Sigmarite Zealots or an Altar of Judgement.   

COLDIRON BLADES & TRUESILVER CROSSBOWS AND WITCHSLAYERS: Against Wizards or models with the Undead, Nehekharan Undead or Daemonic special rules 
and these sanctified weapons have the Killing Blow rule (even the ranged attack of the Truesilver Crossbow). Additionally a Coldiron Blade counts as a hand weapon and a Truesilver 
Witchslayer counts as a Great Weapon. Truesilver weapons count as magical attacks. Any model armed with a hand weapon may exchange it for a Coldiron Blade for +2pts and any model 
armed with a Great Weapon or Halberd may exchange it for a Truesilver Witchslayer for +2pts.   
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WITCH HUNTERS – WARHOUNDS OF SIGMAR    CORE CHOICE                                                            8 POINTS / MODEL 
 

 

 
WITCH HUNTERS – SIGMARITE ZEALOTS     CORE CHOICE                                                                   6 POINTS / MODEL 

 

 

WITCH HUNTERS – ALTAR OF JUDGEMENT   CHARACTER MOUNT                                                                      +100 POINTS 

 

 M WS BS S T W I A LD 
Warhound of Sigmar 6 4 0 4 3 1 4 1 5 

 

 

Special Rules 
 Detachment 
 
 

Witch Hunters often keep packs of ferocious hunting dogs. With their huge jaws 
and powerful bite, they are perfect for hunting down and tearing apart any heretics, 
mutants, deviants and witches. 

 

Unit Size: 10+ Warhounds 
 

Unit Type: Warbeasts 

 

Equipment 
 Slavering Jaws (hand weapon) 
 

 M WS BS S T W I A LD 
Sigmarite Zealot 4 2 2 3 3 1 3 1 6 

 

Special Rules 
 Hatred 
 Stubborn 
 Skirmishers 
 Detachment 
 
Options: The Zealot unit may replace a 
hand weapon with a Great weapon for +3 
points per model.  

When a man loses his family, home and all he cared for, religion is often the last 
refuge left to him. Such men become wandering pilgrims, bitter and dangerous 
fanatics who are prepared to avenge their loss at any cost. These men are called 
Sigmarite Zealots. Zealots have forsaken their former lives and exist only to destroy 
evil and the minions of Chaos. Whilst they might have been peasants and craftsmen 
before and thus may not be as dangerous in a fight as seasoned mercenaries, their 
determination and fanaticism should not be underestimated. 

 

Unit Size: 10 + 
 

Unit Type: Infantry 

 

Equipment 
Zealots are armed with a variety of simple weapons but for game 
purposes they count as being armed with two hand weapons. 

 M WS BS S T W I A LD 
Altar of Judgement - - - - 7 4 - - - 
Witch Smeller 4 4 3 4 3 2 4 3 9 
Sigmarite Zealot 4 2 2 3 3 1 3 1 6 

 

 

Pulpit of Judgement: The Witch Smeller, even if engaged in combat, may 
scream canticles of hatred and paranoia from the Pulpit at the top of the 
Altar. At the start of the Movement Phase pick a single friendly unit within 
24” containing at least one model with the Hatred special rule. They are 
whipped into a frenzied fervour of spite and vengeance. The unit gains the 
Frenzy special rule and their Hatred applies in every round of combat, not 
just the first. This effect lasts until the start of the unit's next turn. This is 
not a spell and cannot be dispelled or otherwise stopped.   
 
Twin-Tailed Retribution 
The Altar of Judgement is a stone thrower and uses the rules as laid out in 
the Warhammer rulebook. The fiery twin-tailed projectiles launched by the 
Altar are Flaming Attacks.  
 

The Altar of Judgement is both a 
place of fiery oratory and a place of 
fiery retribution. While its Zealot 
crew launch blazing comet-like 
explosives into the enemies’ ranks 
from the mighty catapult in the heart 
of the altar, the Witch Smeller 
delivers hate-inciting sermons to 
nearby allies. The result of both is 
devastating.  
 
 

 

Unit: 1 Witch Smeller &  
          2 Zealots.  
 

If a Witch Smeller chooses an 
Altar of Judgement they 
become part of the unit and 
cannot leave it.  
 

Unit Type: War Machine  
 
 

Special Rules :Hatred 

 

Equipment (Zealots) 
 Truesilver Witchslayer 
 

Judge, Jury and Executioners: The two Sigmarite Zealots are treated as a 
war machine crew.  Remove one Zealot when the first wound is inflicted 
on the  Altar of Judgement , the second  Zealot when the second wound 
is inflicted, but only remove the  Witch Smeller when the fourth wound 
is inflicted as, unlike the other crew, they have two wounds not just one. 
Use the best armour and ward saving throw available to any surviving 
crew against all wounds that are suffered by the Altar of Judgement. 
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FACTION: THE FORCES OF DESTRUCTION 
 

When choosing an army to fight for the Forces of Destruction, you must use one of the Forces of Destruction Sub-Faction lists on the following pages. In all cases the most recent edition of the 
army book will be used. These are the only armies permitted in this Faction during the weekend. If you have any further questions regarding army selection, please contact the event organisers 
before the weekend and check the forums at www.tempusfugitives.co.uk. 
 

The published Army Books used in this campaign for the Forces of Destruction are: Beastmen; Chaos Dwarfs; Daemons of Chaos; Dark Elves; Orcs & Goblins; 
Skaven; Vampire Counts; Warriors of Chaos.  You may use a standard army from any of these lists or you may take one of the themed sub-faction lists detailed 
overleaf. All supplementary rules to your Army Book can be found in this pack.  
 
There are several units which may be taken by the Forces of Destruction 
during the Gauntlet of Ind campaign. They are detailed on the following 
pages and are considered fully usable for this narrative campaign weekend. 
Where a unit is restricted to one sub-faction, it is clearly indicated in the 
unit entry.  
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 SUB-FACTION: BEASTMEN 
Beastmen are partly human and partly animal creatures. Their minds too are a hybrid of man and beast; although they have the 
intelligence of humans, they employ it with the savage cunning of a wild animal. Throughout the world, Beastmen thrive upon the 
edges of civilization, raiding isolated farmsteads, villages, and other settlements. In the Lands of Ind, tiger striped feline Beastmen 
lurk in the dark forests and ancient mangroves.  
 

The Cloven Ones, as they like to call themselves, belong to Chaos in both body and soul. Unlike humans who need to be tempted 
and brokered into serving the Dark Gods, or even the hardy men-folk residing in the North who are indoctrinated from the moment 
they are born, the Beastmen are creatures of Chaos with every fibre of their being. They have no more choice in this than a fish has a 
choice whether to live under the water. 

 

Above all, though it is the trappings of progress and civilisation that Beastmen abhor more than anything else. The 
sight of a proud flag or coat of arms, a pristine uniform or a magnificent statue elicits a powerful reaction – a rabid 
bloodlust – for the things of order are anathemas to the true Children of Chaos. The Beastmen make no historical 
records but all hold a collective memory of an age when man was nothing more than quarry and the Beastmen ruled 
the world. With the coming of empires, kingdoms and tribal unification, then advances in culture and technology, man 
thought it had beaten back the wild. They are wrong and while they sit behind walled cities, deep down they know that 
the Beastmen will burst forth from the woods in uncountable hordes, sunder civilisation and bring it back to a more 
primal, chaotic age when the Cloven Ones ruled supreme. 

 

BEASTMEN ARMY SELECTION: Chosen from the Warhammer Armies Beastmen book. The army may include 
any of the units listed as normal. All named Beastmen characters are permitted. 

 

 

GAVES AND TURNSKINS: Bestial children born to human parents or humans who at a later stage of life began to develop 
mutations are ostracised and despised by humanity. Many of them become renegades and some manage to join a Beastmen tribe 
who will accept them as slaves or even Ungors. Some parents abandon their mutant babies near a forest, or set afloat in a river on 
a raft of reeds, to die of hunger and exposure. These creatures rarely die however, as the ears of Beastmen are always alert to the 
cries of their own kind. Many of these foundlings are adopted and raised by Beastmen, who consider such a child a ‘gave’, a gift of 
the dark gods. 

 

GAVES: A single character may be upgraded to a Gave for +35 points. The resentful model and any unit they lead count as rolling a double 1 on their Primal Fury test if facing humans. Furthermore Gaves are 
considered favoured by their army and count as a Battle Standard Bearer (but may not be given a standard). A Gave may be the army general.   
 

TURNSKINS: A single unit of Ungors may be downgraded to Turnskins for no additional cost. The resentful unit count as rolling a double 1 on their Primal Fury test if facing humans. Turnskins may never 
benefit from any leadership bonuses. As mutants rather than true Beastmen they should be modelled appropriately.  
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BEASTMEN - KHORNEGORS              SPECIAL CHOICE                                         16 POINTS / MODEL 

 
 

 
BEASTMEN - PESTIGORS             SPECIAL CHOICE                         16 POINTS / MODEL 

 
 
 

 

  

 M WS BS S T W I A LD 
Khornegor 5 4 2 4 4 1 3 1 8 
Bloodhorn 5 4 2 4 4 1 3 2 8 

 

 
Options 
 Upgrade one Khornegor to a Bloodhorn +16pts  
 Upgrade one Khornegor to a Musician +8pts 
 Upgrade one Khornegor to a Standard Bearer +16pts 
 The Standard Bearer may carry a Magic Standard worth up to 

+50 points.  
 
 
Dedicated: Unit cannot be joined by any characters without the 
Blood Greed special rule.  
 

 
A strange breed apart from even the savagery of the 
Bestigors, the kin of the Khornegors are utterly 
dedicated to the lord of brass and skulls. Defined 
notions of the Gods of Chaos are beyond the world 
view of most Beastmen, but for these dedicated 
warriors, they answer the call to war but serve no 
master but the skull-god. 

 
Unit Size 
•  10+ Khornegors 
 
Unit Type 
•   Infantry on 25mm bases 
 

 
Equipment 
 Chaos Armour (4+ Save) 
 Hand weapon 
 Great Weapon 
 
Special Rules 
 Primal Fury 
 Blood Greed 
 Despoilers 

 M WS BS S T W I A LD 
Pestigor 5 4 2 4 4 1 3 1 8 
Plaguehorn 5 4 2 4 4 1 3 2 8 

 

 
Options 
 Upgrade one Pestigor to a Plaguehorn +16pts  
 Upgrade one Pestigor to a Musician +8pts 
 Upgrade one Pestigor to a Standard Bearer +16pts 
  The Standard Bearer may carry a Magic Standard worth up to 

+50 points.  
 
Dedicated: Unit cannot be joined by any characters that do not 
cause fear or terror.  
 

 
Though many of the Beastmen do not understand 
the Pestigor herds, they respect them for their 
remarkable fortitude and aura of corruption that 
pervades even the soil beneath their feet. Pestigors 
will always carry the best weapons from the pile, 
although these will inevitably start to rot and rust 
while being wielded by these warriors of the Plague 
God 

 
Unit Size 
•  10+ Pestigors 
 
Unit Type 
•   Infantry on 25mm bases 
 

 
Equipment 
 Heavy Armour  
 Hand weapon 
 Great Weapon 
 
Special Rules 
 Primal Fury 
 5+ Scaly Skin 
 Despoilers 
 Cause Fear 
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SUB-FACTION: CHAOS DWARFS 
Thousands of years ago, a group of Dwarfs moved northwards from their ancestral home somewhere in the Southlands. They moved along the high ridge of the mountains known as 
the World's Edge Mountains, following the trail of mineral ores and precious gems, eventually reaching the region at the far north of the World's Edge Mountains which they called 
Zorn Uzkul or the Great Skull Land. This was a vast, cold, and inhospitable plateau where the air was thin and the rocks bare. From this point, some of the Dwarfs turned east and 
then south along the barren Mountains of Mourn. 
 

Then came the Time of Chaos. The Dwarfs who dwelled in the west believed that those who had travelled east had been destroyed by the tides of Chaos that swelled in from the 
north, but this was not true. The forces of Chaos did not fatally mutate the hardy Dwarfs as it would have done for weaker species, but instead changed them in much subtler ways. 
Now the Chaos Dwarfs are irredeemably evil, bitter and self-centred creatures, caring nothing for the life of others and directing all their labours to the construction of their great 
city Mingol Zharr Naggrund, the City of Fire and Desolation, and the slow expansion of their power and influence in the world. 

 
CHAOS DWARFS ARMY SELECTION: Chosen from the Legion of Azgorh army list featured in Warhammer Forge’s 
Tamurkhan: the Throne of Chaos. Alternatively you may use the Ravening Hordes army list for Warhammer using the following 
corrections for 8th Edition Warhammer:  
 

• Chaos Dwarfs use the "Choosing Your Army" rules in the Warhammer rulebook. Hobgoblins do not count towards the 25% 
minimum Core required.  

 Chaos Dwarf characters may choose common magic items from the Rulebook in addition to the ones in the Ravening Hordes list. A Lord 
choice may take up to 100 pts of magic items, and a Hero choice may take up to 50 points.  

 Blunderbuss: The Blunderbuss is an “unusual shooting attack” (p. 99) that continues to follow its own unique shooting rules. For the purposes of 
the fire zone, ranks count if at least four models wide.  

 See Warhammer Armies: Orcs & Goblins for rules for Orcs, Goblins, and Black Orc units. Orc Arrer Boyz may also be taken as a Special choice. Big 'Uns 
and Black Orcs cannot have a Magic Standard. Hobgoblins, Orcs and Goblins follow the Animosity rules given in Warhammer Armies: Orcs and Goblins.  

• Replace the Great Taurus and Lammasu special rules with the following: “The Great Taurus has a 2+ ward save against Flaming Attacks, 4+ Scaly Skin, a Flaming 
Breath Weapon (Strength 3), is a Large Target, causes Terror, and can Fly. The Lammasu has Magic Resistance (2), is a Large Target, causes Terror, and can Fly.”  

• Ignore the special rules for Sneaky Gits lapping around.  

• All Chaos Dwarf war machines follow the war machine rules given in the main Rulebook and therefore have a number of wounds equal to their number of remaining crew 
members. Accordingly, adjust the profiles of the Death Rocket and the Hobgoblin Bolt Thrower to have 2 wounds instead of 3.  

• The Death Rocket and Earthshaker uses the black powder war machine misfire chart. Units in the Earthshaker's special area effect halve all of their movement (rounding 
fractions up) including random movement such as charging, pursuit, fleeing, etc.  

• Bull Centaurs count as cavalry in all respects, including the +1 armour save bonus. The only exception is that they can use two hand weapons as infantry. Ignore the reference to unit strength.  

• Black Hammer of Hashut: replace “flammable targets” with “units with the Flammable special rule”.  

• The Obsidian Blade is renamed the Obsidian Axe. It is a different item from the Obsidian Blade described in the Rulebook. A Chaos Dwarf army may include both items if you wish.  

• Armour of the Furnace: replace “Wearer (and his mount) is immune to fire based attacks and spells” with “Wearer (and his mount) have a 2+ ward save against Flaming Attacks”.  

• Banner of Slavery: replace “may re-roll any failed Psychology tests” with “may re-roll any failed Panic, Fear, Terror or Stupidity test”.  
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SUB-FACTION: DAEMONS OF CHAOS  
Beyond the boundaries of space and time, the Chaos Gods watch the mortal world with ancient and hungry eyes. 
Most feared of the servants of the Dark Gods are the Daemons of Chaos, warlike fragments of divine will, loosed 
upon the world. Daemons are destruction incarnate; they exist only to tear civilisations asunder. Where the Daemons 
of Chaos walk, anarchy is loosed, reason collapses and carnage untold is visited upon the world.  
 

Daemons are creatures of raw Chaos made manifest, their appearance reflecting the personality of the god they serve. 
Daemons of Khorne, the Blood God, are red-skinned, ferocious creatures. Daemons of Slaanesh, the god of pleasure, 
are lithe and sinuous. Nurgle's servants are pox-ridden and decayed. Tzeentch, the god of change, has Lesser 
Daemons that are as mutable as the whims of their master.  Since Daemons are made of pure magical energy, they 
are difficult for weapons of the physical world to destroy. However, certain rituals (such as those performed by 
warrior-priests) can much more easily defeat them. Also, as the winds of magic fade, so do the daemons; this can even 
happen during a battle. If the daemons are overcome by their foes in combat, the magic binding them to the world 
begins to scatter, and the daemons can be banished back to the Realm of Chaos. 
 

An army of Daemons on the battlefield is a sanity destroying sight, rank upon rank of impossible creatures cavorting 
and delighting in the torment of others. The Daemons invade the lands of men when the Winds of Magic wax strong. 
Such a time is now… 
 

DAEMONS OF CHAOS ARMY SELECTION: Chosen from the Warhammer Armies Daemons of 
Chaos book. The army may include any of the units listed as normal. All named Daemon characters are permitted. 

 

 

DAEMONS OF CHAOS - PLAGUERIDERS            SPECIAL CHOICE                                        50 POINTS / MODEL 

 
 

 M WS BS S T W I A LD 
Plaguerider 4 3 0 4 5 2 1 1 7 
Plaguerider Champion 4 3 0 4 5 2 1 2 7 
Lesser Beast of Nurgle 6 3 0 4 5 1 1 D3 7 

 

 
Options 
  Upgrade one Plaguerider to a Musician +10pts 
  Upgrade one Plaguerider to a Champion +20pts  
  Upgrade one Plaguerider to a Standard Bearer +20pts 
 
The Standard Bearer may carry a one of the following banners: 
   Standard of Seeping Decay + 25 pts 
   Icon of Eternal Virulence +25pts 

 
Plagueriders are Lesser Beasts of Nurgle that carry 
Plaguebearers on their slime seeping backs. 
Plagueriders are armed with long filth encrusted 
lances and are adept at goring even the most heavily 
armoured victim, releasing countless diseases deep 
into their bodies.  
 

 

Unit Size  3+  
 
Unit Type:  Monstrous Cavalry  
 
Equipment: Plaguelance (counts as a spear)  

 

Special Rules 
 Daemonic 
 Poisoned Attacks 
 Regenerate 
 Slime Trail (DoC: pg 94) 
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SUB-FACTION: DRUCHII CORSAIRS 
The scion of one of Naggaroth's greatest houses, Lokhir Fellheart has been marked for glory from his youth. Cunning and ruthless beyond the 
norm, even among a cruel and duplicitous race like the Dark Elves, Lokhir has wasted no time in cementing his position of power and influence - 
dominating his family's prized Black Ark Tower of Blessed Dread within mere days of his father's untimely death and swiftly executing all of the 
senior officers aboard it. This simple act solidified his hold on the vessel and appeased the sinister Dark Elf gods to whom he dedicated their 
slaughter. 
 

In the years since he grasped control of the Tower of Blessed Dread, Lokhir's infamy has spread far and wide. From the Temple of Gilgadresh in 
farthest Ind, where Lokhir butchered the priests of that distant god to the coastline of Ulthuan where the crew of the Blessed Dread have reived and 
plundered without restraint or remorse the name Fellheart is one that evokes dread and wary respect in equal measure.  

 

DRUCHII CORSAIR SPECIAL RULES 
 

Opening Salvo: After both sides have deployed, but before the first turn has begun, the Dark Elf player may fire any Bolt Throwers they have deployed. 
This preliminary salvo suffers an additional -1 penalty as the crew rush to get their warmachines deployed. Once casualties have been determined and any 
panic checks made and any Corsair units have made their free move, the dice is rolled to determine first turn.   
 
Daring Raid: Once the Opening Salvo has been fired, any Corsair or Reaver units in the army may make a free move to represent them darting forward 
under the cover of the Bolt Throwers. Once the units have made their free move, the dice is rolled to determine first turn. Units that have performed a 
Daring Raid may not charge on the first turn if the Dark Elves go first.   

 

ARMY SELECTION: Chosen from the Dark Elf army book. No named Dark Elf characters are permitted except for Lokhir 
Fellheart who, if taken, is always the army General. The Dark Elves may only include any of the units listed below (units marked with a * are 
found in this campaign guide): 

CHARACTERS:  Lokhir Fellheart (See WA: Dark Elves) *note that Lokhir Fellheart has a reduced cost of 200 points in this 
campaign list. Dread Lord (has a Sea Dragon Cloak for free  - See WA: Dark Elves); Sorceress (has a Sea Dragon Cloak for free); Master 
(has a Sea Dragon Cloak for free) 

CORE: Black Ark Corsairs (all models in the unit may exchange both hand weapons for a repeater crossbow for 1pt per model - See 
WA: Dark Elves); Slaves*; Harpies; Assassins (May also hide in Reaver units. See WA: Dark Elves) 

SPECIAL: Reavers*; Shades (equipped with Sea Dragon Cloaks for free - See WA: Dark Elves); Dark Riders (equipped with Sea 
Dragon Cloaks for free - See WA: Dark Elves); 0-1 Cold One Knights (equipped with Sea Dragon Cloaks for free - See WA: Dark Elves) 

RARE: Reaper Bolt Thrower (crew equipped with Sea Dragon Cloaks for free - See WA: Dark Elves); War Hydra; Dahgon*; 
Krakenspawn* 
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DRUCHII CORSAIRS -REAVERS                SPECIAL CHOICE                                           15 POINTS / MODEL 

 

 

DRUCHII CORSAIRS - KRAKENSPAWN            RARE CHOICE          175 POINTS 
 

 

 
  

 M WS BS S T W I A LD 
Reaver 5 4 4 3 3 1 5 2 8 
Reaver Captain 5 5 5 3 3 1 5 2 8 

 

Options 
 Upgrade one Reaver to a Musician +6pts 
 Upgrade one Reaver to a Standard Bearer +6pts 
       May take a Magic Standard worth up to 50 pts 
 Upgrade one Reaver to a Reaver Captain +12pts  
               May take a Magic item worth up to 25 pts 
 
Hand Bows: The unit may swap their hand weapon for a 
second hand bow at +2pts per model. Such is their skill 
that they gain the Multiple Shot (2) ability and their 
hand bows also count as hand weapons.  

Reavers are veteran Corsairs, hardened fighters who have spent 
their whole lives plundering the lands of others. Lauded 
amongst Dark Elf society for their daring and bravery, Reavers 
embody the drive for a Dark Elf to earn riches and glory. They 
are armed with a wide variety of vicious cutlasses, serrated 
blades and handbows. An inspiration to Corsair bands and 
highly sought after by Captains and Dread Lords alike, it is a 
powerful Druchii who can command the services of more than a 
dozen of these bloody pirates. 

 

Unit Size  10+ Reavers 
 

Unit Type:  Infantry 
 

Special Rules 
 Eternal Hatred 
 Slavers 

 
Equipment 
 Hand weapon 
 Hand Bow 
 Heavy Armour 
 Sea Dragon Cloak 

 M WS BS S T W I A LD 

Krakenspawn 6 3 0 5 5 5 2 2d6 5 

 

 
Special Rules 
 4+ Scaly Skin 
 Large Target 
 Causes Terror 
 Poisoned Attacks 
 Flammable 
 Water Strider 

The Tower of Blessed Dread is accompanied on her slave raids 
by a dozens of sea monsters corralled by the Beastmasters and 
used as weapons of war as well as for transporting raiding 
parties on their backs. Krakenspawn are the coastal roaming 
offspring of the massive squid-like creatures from legend.  
Krakenspawn have a tough rubbery body scaled like a great 
Wyrm and held up by clawed flippers that drag it with 
surprising speed across the ground. Its giant clawed tentacles 
are wickedly sharp and drip in the same venom which coats its 
vicious beaked maw. Its greatest weapon is a noxious inky 
spray which causes paralysis in its victims and makers them 
easy prey.  

 
Unit Size:  1 
 
Unit Type: Monster  
 
Equipment 
 Claws and teeth 
 

 
Petrifying Ink Spray: When threatened a Krakenspawn has a breath weapon attack which involves a 
noxious inky spray. The spray has no strength and cannot wound its target. However, if one or more 
models are hit then the unit must take a Leadership test with a -2 penalty. A failed test causes the unit to 
be paralysed. The models in the unit cannot move or be moved in the Movement phase and cannot shoot, 
attack in close combat or cast or maintain spells. They are hit automatically in close combat. The target 
unit is Unbreakable. At the start of each subsequent turn, the unit may attempt to shake off the effects by 
passing a leadership test with a -2 penalty. The effects last until the affected unit passes a leadership test.    

Tower of Blessed Dread: This Black Ark is a mighty floating sea-fortress. Created and maintained by dark sorcery, the vessel acts as a mobile stronghold for Lokhir and his warriors when 
they go to war. The sheer scale of the Black Ark is hard to conceive. Externally it resembles a fortified town, bristling with scores of dark menacing parapets. The Tower of Blessed Dread is 
capable of barracking an entire army of Dark Elf corsairs, along with all the auxiliary war machines, mounts, enchanted creatures and slaves that accompany them. The tallest sections act as 
homes for harpies, manticores and other flying beasts, while below the waterline gigantic sea monsters such as kraken and leviathans are harnessed. Like others of her kind, the Tower of 
Blessed Dread is usually accompanied by a fleet of small, swift, ships which prowl the surrounding seas for opportunities to raid for plunder and fresh slaves.  
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DRUCHII CORSAIRS - SLAVES                 CORE CHOICE         3 POINTS / MODEL (10 POINTS FOR THE SLAVE MASTER) 
 

 

DRUCHII CORSAIRS - DAHGON: FATHER OF HYDRAE         RARE CHOICE                                                     350 POINTS 
 

 
  

 M WS BS S T W I A LD 
Slave Master 5 4 4 3 3 1 5 1 8 
Slave 5 2 2 3 3 1 3 1 2 

 

Special Rules 
 Eternal Hatred (Slave Master only) 
 Immune to Psychology 
 Mixed unit (Slave Masters are always placed at the back of the 

unit where possible. Missile hits are always resolved against 
Slaves)  

 
Meat Shield: Should a friendly unit be targeted by a missile weapon 
attack (including magic missiles) the Dark Elf player may instead 
nominate a Slave unit within 6” of the targeted unit to take the hit in 
their place.  
 
Revenge! Should the Slave unit fail a rally attempt, the slaves use the 
confusion to turn on the Slave Master and tear him  apart. The unit 
scatters and counts as destroyed.  

Masses of slaves that are too weak to be of any other 
practical use are often pushed at the head of a Corsair 
raiding force as a missile screen or to test the strength of 
the enemy.  
 
Expendable: Slaves do not count towards your minimum 
number of Core choices in the army and do not cause panic 
checks in other friendly units. 
 
Enslaved: Should the Slave Master be killed for whatever 
reason, the unit counts as destroyed. Slave Masters always 
refuse a challenge if possible.   

 
Unit Size 
•  1 Slavemaster and 19+ Slaves.  
 
Unit Type 
•   Infantry  

 
Equipment (Slave Master) 
 Beastmaster’s Scourge 
 Light Armour 
 
Equipment (Slaves) 
 None 

 M WS BS S T W I A LD 
Dahgon 6 5 0 7 6 6 2 8 9 

 

 

Unit Size (Unique):  1 Dahgon  
 
Unit Type: Monster 
 
Dahgon may also be taken as a Mount for either 
Lokhir Fellheart, or a Dreadlord. He remains a Rare 
Choice but is otherwise considered a Monstrous 
Mount.   
 
Equipment 
 Dahgon has teeth, claws and a bad attitude 
 

Special Rules 
 Large Target 
 Eternal Hatred 
 Scaly Skin (3+ Armour Save) 
 Terror 
 D6+1 Impact Hits 
 Thunderstomp 
 Regenerate 
 Fiery Breath (see War Hydra) 
 

Though Hydra are an ancient line of creatures, Dahgon is by far the most ancient roaming the world today. His progeny 
are the most aggressive and powerful of the native Hydra and are highly sought after by Beastmasters. Never tamed, 
Dahgon has been known to permit a kindred spirit to ride on his mighty back behind his many heads.  Dahgon’s presence 
amongst the army of Lokhir Fellheart shows that the deep gods are with the Corsair king. 
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SUB-FACTION: KHAINITE KABAL 
Khainite Kabals such as the notorious Brides of Burning Blood are part of a growing number of Khaine kabals that have no 
permanent shrine in any of the Dark Elf cities. They prefer to worship Khaine solely on the battlefield where the gore soaked ground 
is their altar and the vitae of their foes an offering to the bloody-handed god of murder. They have little interest in taking live captives 
back to Naggaroth and instead corral them into sacrificial fighting teams who give further tribute to Khaine as they fight for their 
lives. This is in vain for Khaine is also the god of suffering and his followers make use of poisons that slowly boils the blood of their 
victims - these poor unfortunates are literally dead men walking (or in this case fighting).     
 
After a battle the gore-soaked kabal are brought before their Hag Queen one at a time. Should more than a few patches of skin be 
discovered free of blood spattering it is decreed that their offerings are unworthy of Khaine and an affront to the Lord of Murder. The 
kabalists are whipped once more into frenzy and seek out fresh victims from their enemies and their allies… 
 
Deep in the forests of Ind lie the Monolith of Khaine. The monolith itself is ringed by hundreds of bronzed statues each standing a 
dozen feet tall. Each is subtly different from the other, representing one of the thousand incarnations of Khaine. The surface of this 
onyx temple is said to be impervious to all liquid except blood, which it absorbs greedily. The kabals believe that if enough blood is 
split on the stones of the monolith the Avatars of Khaine which surround its walls will come to life and bring the kabals enough 
power to overthrow the noble houses and the Dark Convent.    
 
DISTAIN OF KHAINE: The Lord of Murder despises the fae and glamours of magic. His kabals are highly resistant to magic. 
When the Khainite player attempts to dispel, this resistance manifests as a +2 bonus to all dispel attempts. Additionally all units in 
the army may re-roll their failed hits in every round of combat against Wizards, Tree Spirits and Daemons.    
 

ARMY SELECTION: Chosen from the Dark Elf army book. No named Dark Elf characters are permitted except for 
Shadowblade, Tullaris and Crone Hellebron. The Dark Elves may only include any of the units listed below: 

 

 
 
 
 
 
 

CHARACTERS: Crone Hellebron; Draich-Master of Har Ganeth (counts as a Master with the Khainite rule); 
Shadowblade; Larien Hekarti*; Hag Queen*; Blood Sorcerer*; Death Hag 

CORE: Slaves*; Witch Elves; Harpies; Dark Riders; Dark Elf Assassin 

SPECIAL: Draich Knights*; Har Ganeth Executioners; Hag Coven*; Kabal Temple Guard (count as Dark Elf 
Warriors); Kabal Temple Crossbowmen (count as Dark Elf Repeater Crossbowmen) 

RARE: Khainite Spellthrone*;  Har Ganeth Huntresses*; Avatar of Khaine*; Truefaced Manticore* 
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 KHAINITE KABAL – HAG QUEEN                         LORD CHOICE                                                            140 POINTS  

 
 

KHAINITE KABAL – LARIEN HEKARTI                         LORD CHOICE                                       320 POINTS  

 
 

KHAINITE KABAL – BLOOD SORCERER                        HERO CHOICE                                        100 POINTS  

 
 

 

 M WS BS S T W I A LD 
Hag Queen 5 7 6 4 3 3 8 4 10 

   

Options: 
 May take one of the following close combat weapons: 

- Great weapon +6pts  
- Lance +6pts 
- Additional hand weapon +6pts 
 

 May ride a Truefaced Manticore for +220 points   
 

 May take Gifts of Khaine up to a total of 100 points.   

 

 

Unit Type:  Infantry (Character) 
  
Equipment 
 Hand Weapon  

 
Special Rules 
 Eternal Hatred 
 Khainite 
 Frenzy 
 Poison Attacks 
 Killing Blow 
 

 M WS BS S T W I A LD 
Larien Hekarti 5 7 6 4 3 3 8 3 10 
Khaela Mensha 6 6 0 5 5 4 5 4 5 

   

Options: May take Gifts of Khaine up to a total of 50 pts.   
 

Mount: Larien Hekarti rides the Truefaced Manticore Khaela Mensha.  
 

Mount Special Rules 
 Large Target (Khaela Mensha) 
 Terror (Khaela Mensha) 
 Fly (Khaela Mensha) 
 Killing Blow (Khaela Mensha) 
 Truefaced (Khaela Mensha) 
 Frenzy (Khaela Mensha) 

 

 

 

Unit Type:  Infantry (Special Character) 
                   Monster (Special Character) 
  
Equipment 
 Whip of Agony (WA:DE pg 101)  

 

Special Rules 
 Eternal Hatred 
 Khainite 
 Frenzy  

 M WS BS S T W I A LD 
Blood Sorcerer 5 5 4 4 3 1 5 1 8 

   

Magic: The Blood Sorcerer is a Level 1 Wizard who uses spells from one of the Battle 
Magic lores in the Warhammer rulebook (except the Lore of Light). 
 
Options: 
 May be upgraded to a Level 2 Wizard for +35pts. 
 

 May ride a Truefaced Manticore for +220 points or a Barded Dark Steed for +14pts.  
 

 May take Gifts of Khaine up to a total of 50 points.   
 

  

 

 

Unit Type:  Infantry (Character) 
  
Equipment 
 Hand Weapon  
 
 

 
Special Rules 
 Eternal Hatred 
 Khainite 
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 KHAINITE KABAL – SLAVES                   CORE CHOICE           3 POINTS / MODEL (10 POINTS FOR THE SLAVE MASTER) 
 

KHAINITE KABAL – DRAICH KNIGHTS               SPECIAL CHOICE             24 POINTS / MODEL 
 

KHAINITE KABAL – HAG COVEN                SPECIAL CHOICE                             16 POINTS / MODEL 

 

 M WS BS S T W I A LD 
Slave Master 5 4 4 3 3 1 5 1 8 
Slave 5 2 2 3 3 1 3 1 2 

 

Special Rules 
 Eternal Hatred (Slave Master only) 
 Immune to Psychology 
 Mixed unit (Slave Masters are always placed at the back of the unit 

where possible. Missile hits are always resolved against Slaves)  
 

Meat Shield: Should a friendly unit be targeted by a missile weapon attack 
(including magic missiles but not including artillery) the Dark Elf player may 
instead nominate a Slave unit within 6” of the targeted unit to take the hit in 
their place.  
 

Revenge! Should the Slave unit fail a rally attempt, the slaves use the 
confusion to turn on the Slave Master and tear him apart. The unit scatters 
and counts as destroyed.  

Masses of slaves that are too weak to be of any other 
practical use are often pushed at the head of a Khainite 
Kabal as a missile screen or to test the strength of the 
enemy.  
 
Expendable: Slaves do not count towards your 
minimum number of Core choices in the army and do 
not cause panic checks in other friendly units. 
 
Enslaved: Should the Slave Master be killed for 
whatever reason, the unit counts as destroyed. Slave 
Masters always refuse a challenge if possible.   

 
Unit Size 
•  1 Slavemaster and 19+ Slaves.  
 
Unit Type 
•   Infantry  

 
Equipment (Slave Master) 
 Beastmaster’s Scourge 
 Light Armour 
 
Equipment (Slaves) 
 None 

 M WS BS S T W I A LD 
Draich Knight 5 5 4 4 3 1 5 1 8 
Draich Champion 5 5 4 4 3 1 5 2 8 
Dark Steed 9 3 0 3 3 1 4 1 5 

 

Special Rules 
 Eternal Hatred  
 Khainite 
 Killing Blow 
 
Options 
 Upgrade one Draich Knight to a Musician +12pts 
 Upgrade one Draich Knight to a Draich Champion +24pts  
 The Draich Champion may have a Gifts of Khaine worth up to +25 pts 
 Upgrade one Draich Knight to a Standard Bearer +24pt 
 The Standard Bearer may have a Magic Banner worth up to +50 pts. 
 

  

 
Unit Size 
•  5+ Draich Knights  
 
Unit Type 
•   Cavalry  

 
Equipment 
 Great weapon 
 Hand weapon 
 Heavy armour 
 Barded Dark Steed 
 

 M WS BS S T W I A LD 
Hag 5 4 4 3 3 1 6 2 8 

 

Options 
 Upgrade one Hag to a Musician +10pts 
 Upgrade one Hag to a Standard Bearer +10pts 
       May take a Magic Standard worth up to 50 pts 
  Any Hag may have a Gifts of Khaine worth up to +25 pts 
 
Champions of Khaine: Gleeful participant in a thousand terrible blood soaked 
sacrifices, every model in a Hag Coven can issue and accept challenges as if 
they were the unit Champion. 

 

 

Unit Size  5+ Hags 
 

Unit Type:  Infantry 
 

Equipment 
 Two Hand weapons 

 

Special Rules 
 Eternal Hatred 
 Khainite 
 Frenzy 
 Poison Attacks 
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KHAINITE KABAL – AVATAR OF KHAINE                             RARE CHOICE                              300 POINTS  

 
 

 

 May take Gifts of Khaine up to a total of 100 points.   
 
Blood-Fuelled: The Avatar of Khaine is given life at the whim of Khaine and 
remains vital only so long as it continues to offer sacrifice in his name. From 
the second turn onwards, at the end of each combat phase, roll a die and add to 
the number of successful wounds the Avatar caused in that turn. Provided the 
score equals or exceeds 8, the Avatar continues as normal. Should the total be 
less than 8, the Avatar suffers the difference in unsavable wounds.    
 
Khaine is openly worshipped by the Dark Elves not as a god of war, but as a 
god of murder. This suits the harsh society of the Dark Elves, who view any 
sign of weakness as a fatal flaw. Holidays dedicated to Khaine invariably involve 
killing, such as the Harvest of Souls and Death Night. Fuelled by the social 
darwinism of Dark Elf culture, the Khainites elevate killing to an art form and 
will gladly kill anyone - friend or foe - who displays vulnerability.  
 
Avatars of Khaine are obsidian statues carved and consecrated to guard the 
entrances to temples and other places of power. Blood sacrifice and the properly 
observed ritual can bring these giants to life and bind them to service for a short 
time.   

  

 M WS BS S T W I A LD 
Avatar of Khaine 8 8 4 6 6 6 10 5 10 

 

  

 
 

 

Unit Type:   
Monster 
  
Equipment 
 Great Weapon 
 Heavy Armour  

Special Rules 
 Always Strike First 
 Eternal Hatred 
 Heroic Killing Blow 
 Magic Resistance (2) 

Options: 
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KHAINITE KABAL – HAR GANETH HUNTRESSES                 RARE CHOICE        44 POINTS / MODEL 
 

 

KHAINITE KABAL – KHAINITE    SPELLTHRONE           RARE CHOICE                                                         130 POINTS  
 

 

 

KHAINITE KABAL – TRUEFACED MANTICORE                          RARE CHOICE                                        220 POINTS  

 
 

 M WS BS S T W I A LD 
Witch Elf Huntress 5 4 4 3 3 2 6 1 8 
Huntress Hag 5 4 4 3 3 2 6 2 8 
Manticore Whelp 7 4 0 5 5 1 5 2 5 

 

Special Rules 
 Eternal Hatred  
 Khainite 
 Poisoned Attacks 
 Frenzy 

  Options 
 Upgrade one Huntresses to a Musician +12pts 
 Upgrade one Huntresses to a Huntresses Hag +24pts  
 The Huntresses Hag may have a Gifts of Khaine worth up to +25 pts 
 Upgrade one Huntresses to a Standard Bearer +24pt 
 The Standard Bearer may have a Magic Banner worth up to +50 pts. 
 

 
Unit Size:  3+ Har Ganeth Huntresses 
 

Unit Type:  Monstrous Cavalry  

 
Equipment 
 Two Hand Weapons 

 M WS BS S T W I A LD 
Spellthrone - - - - 10 4 - - - 
Bound Mage  - 3 3 3 3 2 3 1 5 
Hag 5 4 4 3 3 1 6 2 8 

 

Khaine despises the trickery and fickle nature of magic, but he is a practical god and not above using magic as a tool to perform greater acts of 
slaughter. To this end he sent to his kabals his Spellthrones, dark iron seats of enslavement set atop a pile of obsidian skulls. To these 
Spellthrones, the Witch Hags chain captive wizards and watch with cruel satisfaction as the mage’s very soul is drained into the throne and used 
to send dark blessings to the Khainite faithful.   
 

Drain their Essence: The Hags, even if engaged in combat, may invoke the power of the Spellthrone in their Magic phase. These 
are innate bound spells at Power Level 5. They are not limited to the number of power dice they can use. Pick a single friendly unit 
within 18” containing at least one model with the Khainite special rule to be affected by the chosen augment spell. The augment 
spell is applied to the entire unit and lasts until the start of the unit's next turn. A unit may only be affected by a single power per 
turn, even if you have more than one Spellthrone. A Spellthrone can attempt to cast each of its powers once per turn (provided the 
army has sufficient power dice).  
 

Shield of Dark Iron: All spells that target the unit suffer a miscast on any double. 
 

Executioner’s Mark: All models in the unit gain killing blow. If they already have killing blow they gain heroic killing blow 
 

Blood Debt: All models in the unit gain regenerate.  

 

Unit: 1 Bound Mage &  
          2 Hags.  
 
Unit Type War Machine  
 
Special Rules (Hags): 
 Eternal Hatred 
 Khainite 
 Poisoned Attacks 

 

Equipment (Hags) : Two Hand weapons  
 

Attendants: The two Hags are treated as a war machine crew.  
Remove one Hag when the first wound is inflicted on the 
Spellthrone, the second Hag when the second wound is inflicted, 
but only remove the Bound Mage when the fourth wound is 
inflicted as, unlike the other crew, the hapless prisoner has two 
wounds not just one.  
 

Enslaved Power: Each Spellthrone of Khaine generates D3 
additional power dice each magic phase.  

 M WS BS S T W I A LD 
Truefaced Manticore 6 6 0 5 5 4 5 4 5 

   

Truefaced: Khaine has a thousand forms and the Manticore is prized as representing one of his most ferocious. Truefaced Manticore 
are so called because their breed is believed to be the progenitors of all other Manticore and by extension the closest to the bloody 
handed god. All friendly units within 12” of a Truefaced Manticore (including the Manticore itself) become Stubborn and gain Magic 
Resistance (1).   

 

Unit Type:  Monster 
  
Equipment: None  

 

Special Rules 
 Large Target 
 Terror 
 Fly 

 Killing Blow 
 Frenzy 
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SUB-FACTION: ORC AND GOBLIN FREEBOOTAZ 
The Orcs and Goblins are a warlike and barbaric race, more akin to beasts than men. Despite their wild and savage nature, the 
greenskins should not be underestimated as their weapons and tactics, though crude and simplistic, are brutally effective nonetheless. 
Their urges are simple: to fight and inflict pain and suffering on others - even others of their own kind. It is this insatiable desire to 
wage war, burn and pillage that makes the Orc and Goblin tribes such a menace to the other races. They cannot be reasoned with, 
dissuaded or parlayed with, only defeated in battle or fled from. At times these hordes will take to the high seas as part of a green 
skinned raiding force. Whether they were inspired to do so by watch the activities of human coastal pirates or whether this is a 
natural part of Orc kultur is hard to tell.  These ramshackle ships usually bring the orc freebooters to distant shores where they 
usually ally themselves with any local savage orc tribes and wage war together.  
 
Orc and Goblin society is founded on survival of the biggest (or the sneakiest in the case of many Goblin tribes). The violent 
infighting at the heart of every greenskin throng maintains a precarious order of things, with the meanest and hardest of all in charge. 
As such, it is often an enormous and ill-tempered Orc that commands an Orc & Goblin Freebootaz army, ensuring the loyalty of his 
underlings with regular beatings and by showing off in battle. This is not always the case though, and there have been times in history 
where a particularly large or vicious Goblin Warboss has displayed cunning and guile enough to maintain command over the Orc 
tribes that he has conquered. Orc and Goblin Shamans, though powerful wielders of the raw energy known as Waaagh! magic that 
all greenskins unconsciously generate, rarely take active control of a Freebootaz army. Instead, they often take on the role of advisors 
to a more physically intimidating Warboss, interpreting the will of Gork and Mork, and blasting the enemy with reckless abandon in 
battle. 
 

 

FREEBOOTAZ SPECIAL RULES AND ARMY SELECTION: Chosen from the latest Orcs & Goblins army book. The army may include any of the units listed below. Savage fighters and 
relentless in their pursuit of 'shiny stuff', when you think of Orcs in triangular hats (or worse) on their heads and parrots (or worse) on their shoulder you are thinking of Freebootaz. The force lacks cavalry and chariots 
(neither makes fer good shipmates) but compensates with much shoutin’ lootin’ and shootin’!  

CHARACTERS: Orc Warboss; Black Orc Warboss; Goblin Warboss; Orc Great Shaman; Goblin Great Shaman; Orc Big Boss; Black Orc Big Boss; Goblin Big Boss; Orc 
Shaman; Goblin Shaman 

CORE: Orc Freebootaz*; Orc Arrer Boyz; Goblin Freebootaz*;  

SPECIAL: Black Orcs; Goblin Spear Chukka; Snotlings; Trolls; Looted Landship* 

RARE: Goblin Rock Lobber; Doom Diver Catapult; Stone Trolls; River Trolls; Giant. 
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ORC AND GOBLIN FREEBOOTAZ - ORC FREEBOOTAZ       CORE CHOICE                                                9 POINTS / MODEL 
 

ORC AND GOBLIN FREEBOOTAZ - GOBLIN FREEBOOTAZ       CORE CHOICE                                                5 POINTS / MODEL 
 

LOOTIN’: Freebooterz are greedy creatures, driven to a life of piracy to slake their lust for gore, gold and gunpowder. Orcs and Goblins find value for a variety of belongings and 
even their enemies' teeth are pulled to be traded or used as crude currency. If a unit fled from the Freebootaz unit, the Freebootazs may test to refrain from pursuit as normal – if 
successful, they will loot the corpses left behind. While the Freebooterz still capture the enemy standard as normal; so enthralled are they by all their other newfound possessions, 
they become Stubborn until they are made to flee. If the enemy unit has been wiped out in combat and no pursuit is possible, the Freebootaz do not overrun but instead will loot. 
After a Freebootaz unit has looted in this way, an appropriate counter should be placed next to the unit to show that it is Stubborn. 
 

SHOOTIN’: Orcs and Goblins certainly are not the most subtle race of the Warhammer World and have a penchant for destruction. Freebootaz are no exception, and they have 
brought their destructive potential to new heights through the capture of enemy firearms. It is difficult for greenskins to use such weapons as they find themselves too eager to shoot 
to load properly or desiring a more powerful punch than their firearms are capable of. As such, any Freebootaz unit armed with a pistol or handgun suffers an additional -1 penalty to 
hit. 
 

SHOUTIN’:  All that gunpowder and head blows have resulted in Freebootaz having a little trouble hearing commands on the battlefield. As a result halve the distance at which they 
can use the general's leadership. 

 M WS BS S T W I A LD Type 
Orc Freeboota 4 4 3 4 4 1 2 1 7 Infantry 
Orc Freeboota Boss 4 4 3 4 4 1 2 1 7 Infantry 

 

 
Special Rules 
 Lootin 
 Shootin 
 Shoutin 

 

 
 

 Animosity 
 Choppas 
 Size Matters 

 
Options 
 Upgrade one Orc Freeboota to a Freeboota Boss +15pts  
 Upgrade one Orc Freeboota to a Musician +10pts 
 Upgrade one Orc Freeboota to a Standard Bearer +10pts 
 Entire unit may take shields +1pt per model. 
 Entire unit may exchange a hand weapon for a spear or 

handgun for free.  

Unit Size:  10+ Orc Freebootas 
 

 

Equipment 
 Light Armour  
 Two hand weapons 

 M WS BS S T W I A LD Type 
Goblin Freeboota 4 2 3 3 3 1 2 1 7 Infantry 
Goblin Freeboota Boss 4 4 3 4 4 1 2 1 7 Infantry 

 

 
Special Rules 
 Lootin 
 Shootin 
 Shoutin 

 

 
 

 Animosity 
 Fear Elves 

 
Options 
 Upgrade one Goblin Freeboota to a Freeboota Boss +10pts  
 Upgrade one Goblin Freeboota to a Musician +10pts 
 Upgrade one Goblin Freeboota to a Standard Bearer +10pts 
 Entire unit may take shields +1pt per model. 
 Entire unit may exchange a hand weapon for a spear, short bow or 

pistol for free 

Unit Size:  20+ Goblin Freebootas 
 

 

Equipment 
 Light Armour  
 Two hand weapons 
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ORCS & GOBLINS – LOOTED LANDSHIP       RARE CHOICE                                                              280 POINTS 

 

 
THE LOOTED LANDSHIP CALAMITY CHART  

 
1      Abandon Da Ship!  With an appalling cracking sound, the main axles snap, spars shatter and the wheels are crushed, dumping the ship unceremoniously to the ground in an almighty crash. The Looted Landship is 

destroyed but left on the table as an area of dangerous terrain. Any unit in base contact when this happens suffers D6 Strength 8 hits.  
 
2 - 3 Waaagh!  The boiler overloads, sending the Looted Landship hurtling forward. The ship moves the rolled distance and an additional D6", as well as suffering D3 wounds with no Armour save allowed.  
 
4 - 5 Wot’s dis do?  The Landship slews perilously out of control. Roll a Scatter dice and move the ship the rolled distance in the direction shown on the dice. If a ‘hit’ is rolled, count is as a Waaagh! as above. 
 
6        Boom!  Between the over-pressurised boiler exploding and the powder magazine detonating, the Landship makes a spectacular fireball. All the Orcs and Goblins within 12” cheer loudly and immediately rally. 

Everything within 2D6" of the Landship’s hull suffers a Strength 6 hit and the Landship is destroyed and removed from play.  

  

 M WS BS S T W I A LD 
Looted Landship special - - 6 6 12 - - - 
Orc Crew - 3 3 4 - - 3 D6 7 

 

 

Something of a poor imitation of a true Empire Steam Tank in terms of sophistication, the Landship does at least have size and 
ambition in its favour, from its bulky armoured hull to its oversized, life-threatening boiler and a steerage mechanism that can only be 
described as the fruits of an unhinged mind. In battle the Land Landship is an insane sight, almost a mobile fortress in effect towering 
over the battlefield, discharging its thunderous gun and crushing the enemy underfoot while its crew remain (almost) safe high on the 
deck above. That is when it works and the wheels don’t fall off, or the boiler explodes or the magazine catches fire…  
 
Damaging the Looted Landship: A massive, ship covered in scavenged shields, animal skins, armour plating and other things not entirely 
helpful to its continued function, its high wounds score represents a mixture of the overall damage needed to wreck the structure or kill 
off the orc crew. When the Landship loses its last wound roll a D6. On a roll of a 1, it suffers the effects of the Abandon Da Ship! result 
on the Looted Landship Calamity table and on a 6 the Boom! result. On any other roll, the Looted Landship is removed as normal. 
 

Kannon: a type of light cannon, it was originally installed in the prow of the Looted Land Ship after the inclusion of larger ordnance 
proved disastrous. The Kannon is treated exactly as a standard cannon (see page 112 of the Warhammer rulebook) that fires directly 
ahead, except that it is Strength 7 when firing and its grapeshot attack is only Strength 3. Otherwise all the normal rules for cannon 
apply.  
 

The Looted Landship may still move and fire the Kannon, and may even fire it if engaged in combat contrary to the usual rules (but can 
only nominate a target point in the unit in base contact with the ship’s front). If the weapon is destroyed by a Misfire result, the Looted 
Landship also immediately suffers D3 Wounds with no Armour save possible.  
 

Shootas: The orc crew, leaving the more complex operation of the ship to the dozens of goblins festooning the hull, do their best in 
battle to let fly with a wide number of deck pistols and handguns that they scavenged from the original crew. In addition to firing the 
Kannon, each Shooting phase the ship’s Kaptain can order the crew to fire these ‘Shootas’ at a single target in any direction (note this 
does not need to be the same target at which the Looted Landship’s Kannon is firing). Note that unlike the Kannon, the Shootas cannot 
be used if the Looted Landship is engaged in combat — the orc crew are too busy hacking at any boarders! The combined Shootas 
generates 2D6 shots that use the following profile: Range 18" Strength 4 Armour Piercing  

 

Unit Type: Chariot (unique) 
 
Special Rules: 
 Unbreakable 
 Large Target 
 Fear 
 3+ Armour Save 
 D6 Impact Hits 
 Thunderstomp  
 
Equipment: Kannon & Shootas 
Orc Crew have Choppas 
 
Crew: The orc crew generates D6 
attacks of their own in total each round 
using the profile shown (generally 
jabbing down with choppas and 
throwing rocks and parts of the hull 
from the high deck). 
 

 
Moving the Looted Landship: The Looted Landship uses the same 
general rules in combat as a Chariot, except where noted. Measure all 
move distances for the Looted Landship from the front edge of its 
wheels. 
 
The player may pivot the Looted Landship in any direction in its front 
arc and roll 2D6 for the distance it travels. The first unit it contacts it 
counts as having charged (friendly units suffer impact hits but no 
combat is actually fought). However, if a double 1 or double 6 is 
rolled, something has gone disastrously wrong. Roll a D6 immediately 
on the Looted Landship Calamity Chart and apply the result. 
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SUB-FACTION: DA SAVAGEZ 
The Orcs and Goblins have been an ever present threat to the civilised nations of the world. While most 
orcs have a modest grasp of metalworking and take advantage of developments in weapons and armour (or 
at least other races developments in those areas), the tribes of the Kingdom of Ind are predominantly 
comprised of savage orcs and have a more primitive, neolithic type society. Shunning the unfamiliar, the 
tribes of ‘da Savagez’ fight with little regard to their own personal safety. They originate in the forested 
interior of Ind, where the heat and dim light has a deleterious effect on Orcish brains. Savage orcs use 
weapons made of stone or bone and do not wear armour, though their bodies are marked with ritual 
tattoos.  
 

The Forest Goblin tribes have swarmed from the dank jungle grottos atop their colossal Arachnarok 
Spiders. Towering over temples and settlements alike, these gargantuan creatures are goaded into battle by 
the Goblins who worship it as living gods.  
 

Under the Savage Great Shaman Wurrzag Ud Ura Zahubu, the tribes of the Kingdom of Ind have flocked 
to his totem and now present a very real contender for the Gauntlet of Ind. It is difficult to parlay with a 
culture that is said to have a vocabulary consisting entirely of the word "Waaagh!" with variants in volume, 
pitch, and accents making up for individual words. This is untrue but it is a reputation that Wurrzag is keen 
to promote as he continues his quest to find the ‘Once and Future Git’. The Gauntlet is the key.   
 

DA SAVAGEZ SPECIAL RULES AND ARMY SELECTION: Chosen from the latest Orcs 
& Goblins army book. The army may include any of the units listed below. Units marked with a * are 
found in this campaign guide:  

 
 

CHARACTERS: Wurrzag Da Great Green Prophet (may take a Wyvern for +160 pts; ; Savage Orc Warboss; Savage Orc Great Shaman; Snagla Grobspit; Savage Orc Big 
Boss; Savage Orc Shaman; Goblin Big Boss (must be mounted on either a Giant Spider or a Gigantic Spider unless carrying a Battle Standard). 

CORE: Savage Orcs; Red Goblins*; Forest Goblin Spider Riders  

SPECIAL: Savage Orc Boar Boyz; Goblin Spear Chukka;  Jungle Squigs*; Snotlings; Spider Trolls* 

RARE: Goblin Rock Lobber; Arachnarok Spider; Giant. 
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DA SAVAGEZ - RED GOBLINS              CORE CHOICE                         5 POINTS / MODEL 

 
 

 
DA SAVAGEZ – SPIDER TROLLS              SPECIAL CHOICE                                     40 POINTS / MODEL 
 

 
DA SAVAGEZ – KOBRA SQUIGS              SPECIAL CHOICE                                     10 POINTS / MODEL 
 

 M WS BS S T W I A LD Type 
Red Goblin 4 2 3 3 3 1 2 1 6 Infantry 
Red Goblin Boss 4 2 3 3 3 1 2 2 6 Infantry 

 

 
Options  
 Upgrade one Red Goblin to a Musician +10pts 
 Upgrade one Red Goblin to a Standard Bearer +10pts 
 Upgrade one Red Goblin to a Boss +10pts  
 Unit may replace their hand weapon with spears for +1pt per model 
 Unit may be given shields for +1pt per model 
  

 
The savage goblins from the Kingdom of Ind are 
known as Red Goblins owing to the bright 
warpaint the daub their little naked bodies with.  

Unit Size 
•  20+ Red Goblins 
 
Equipment 
 Hand weapon 
 

Special Rules 
 Frenzy 
 Warpaint (see Savage Orcs) 
 Fear Elves 

 M WS BS S T W I A LD Type 
Spider Troll 7 3 1 5 4 3 1 3 4 Monstrous Infantry 

 

 
Nightmarish fusions of Troll and Giant Spider, the Forest Goblins regard these creatures as sacred guardians of 
the forests. Most Spider Trolls can be found roaming singly or in small groups preying on the natives of Ind that 
stray too far from their temples and villages.  

Unit Size:   1+ Spider Troll 
 

Equipment: Envenomed Fangs 
 

Special Rules 
 Fear 
 Regeneration 
 Stupidity  
 Troll Vomit 

 Poisoned Attacks 
 Obstacle Strider 
 Wall Crawler 
 

 M WS BS S T W I A LD Type 
Kobra Squigs 5 4 0 5 3 1 3 2 3 Infantry 

 

 
With a vicious intelligence, the Kobra Squigs are attracted by the Red Goblins before battle and then allowed to 
roam as a mad frenzied herd. Kobra Squigs are both insanely dangerous and insanely unpredictable. Both attributes 
make them a firm favourite amongst da Savagez.  
 
Squigs in da Forests: So ferocious are the Kobra Squigs that if they fail their Animosity test they always count as 
rolling a ‘Get ‘Em’ result. Furthermore, a Kobra Squig unit of any size can suffer from Animosity, not just one of 5 
models or more.   

Unit Size:   5+ Kobra Squigs 
 

Equipment: Envenomed Fangs 
 

Special Rules 
 Animosity 
 Immune to Psychology 
 Poisoned Attacks 
 Obnoxious (see WA:Orcs and Goblins pg 54) 
 Frenzy 
 



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

SUB-FACTION: WULFRIK’S RAIDERS 
Like most Norse Wulfrik was a warrior born, ever known for his hulking frame and tremendous skill at arms. He took the heads of 
every Chaos Champion who crossed his path, proudly displaying them for all to see. Many sagas were sung to his honour in his 
tribe, and his reputation spread far and wide Pride proved to he Wulfrik's downfall, however. At the victory banquet held in his name 
after he slew King Torgald at the Battle of a Thousand Skulls, Wulfrik drank four full barrels of mead, drunkenly boasting that he 
was the equal of any other warrior anywhere in this world or the next. The gods have a way of punishing such rash claims. 
 
That night Wulfrik was visited by a strange emissary of the Dark Gods in his dreams, Wulfrik journeyed to paradises, necropolises 
and fantastic netherworlds and everywhere he passed was drowned in a great tide of blood When Wulfrik awoke, he was blessed with 
the gift of tongues - the ability to issue an irrefutable challenge to any warrior or beast in their own language Simultaneously he was 
cursed to wander the length and breadth of the world on a never-ending quest to prove himself against the most gifted warriors alive, 
living or dead, mortal or daemonic 
 
Since that night, Wulfrik has led a life of exile. His warriors, loyal to the end, sail with him across the seas in the sturdy longship 
Seafang. The stones have it that Wulfrik’s travels have taken him into the Realm of Chaos, where Seafang sailed upon the Winds of 
Magic themselves, and that the great vessel still retains the memory of flight It is also said, perhaps because of this remarkable ship, 
that it is impossible to escape Wulfrik once he has decided upon his next quarry. Now his journey has brought him to the Gauntlet 
of Ind where he believes that a great albino lizard warrior awaits to challenge him…  
 
SEAFANG: Using his legendary ship Seafang, Wulfrik is adept at attacking from an unexpected quarter. Wulfrik and any units of 
Chaos Marauders (including characters that have joined them before the battle) may choose not to deploy as normal but to enter 
play from any table edge exactly as if the units had pursued an enemy off that edge in the previous turn. If this option is chosen roll 
separately for each unit at the start of your turn and add the current turn number to see if each unit enters play. A unit containing 
Wulfrik may always re-roll the result. Any score of a 6+ means that the unit arrives that turn in the remaining moves phase as 
reinforcements.   
 
ARMY SELECTION: Chosen from the Warriors of Chaos army book. No named Warriors of Chaos characters are permitted 
except for Wulfrik the Wanderer. The army may only include any of the units listed below: 

 

CHARACTERS: 1 Wulfrik the Wanderer; Chaos Sorcerer Lord; Chaos Sorcerer; Exalted Hero  

CORE: Chaos Marauders; Chaos Warhounds; Marauder Horsemen; Forsaken 

SPECIAL: Ogres; Chaos Spawn ; Harpies (see Beastmen); Chaos Warriors 

RARE: Chaos Warshrine; Hell Cannon; Chosen 

 Unit Size: 5 – 20 Cursed Ones 
 
Equipment 

 

Special Rules 
 Undead  
 Thick Skinned 
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SUB-FACTION: THE SISTERHOOD 
All Lahmian vampires are descended from Neferata, who is said to despise men, and consequently very few Lahmians are male. The 
presence of the Lahmians is seldom noticed, but their hand is certainly felt. They can achieve their aims with politics and planning, and 
are hedonistic, self-indulgent creatures who love splendour, wealthy and luxury, and will stop at nothing to get what they desire - but they 
cannot taste food or enjoy the warmth of the sun. Their cold hearts can feel no deep emotion, for their lovers rarely last a night, and 
though their youth and beauty is eternal, they are abhorred by people once discovered. Their joys are hollow, and material, and for most, 
that is all for which they wish. 
 
The haven of Queen Neferata is situated on the highest peaks of the Worlds Edge Mountains, and is called the Silver Pinnacle. At the 
heart of the maze of the Silver Pinnacle are situated the quarters of Neferata. Her opulent chambers are an echo of the splendour of her 
royal palace in Lahmia. Forgotten treasure of old golden masks and rare gemstones glitter in the dark, illuminated only by the dim light 
of the silver coated skulls that serve as her lamps. Here Neferata lies on a divan, drinking the blood of handsome youths from golden 
cups and listening as her undead courtiers play harps, pipes and lutes to amuse her. Vampires of the Lahmian Sisterhood are her eyes 
and ears in the outside world and using the information from their reports she plots and weaves a web of intrigue.  
 
Neferata believes that the Gauntlet of Ind might be played to her advantage. She immediately dispatched members of her Sisterhood to 
the ruins of Lahmia where even after all these centuries; a small part of her once vast fleet was hidden in dry berths. Under cover of 
darkness these ships put to sea once more and loaded with the bulk of the Queen’s forces. What impact her arrival at in the Kingdom of 
Ind will have remains to be seen. For the Queen dreams of enslaving all the Vampires in the known world and returning to ancient 
Lahmia at the head of an undead army, reclaiming her throne and rebuilding the great Temple of Blood. 

 
THE SISTERHOOD ARMY SELECTION AND SPECIAL RULES: Chosen from the Vampire Counts 
army book. No named Vampire Count characters are permitted. The army of The Sisterhood may include any of the units listed below. 
Units marked with a * are found in this campaign guide: 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

OF ANCIENT LAHMIA: Any unit of Skeleton Warriors may replace their shield and hand weapon for a bow for no additional 
cost. A Sisterhood army must contain at least one unit of Skeleton Warriors armed with bows. Skeleton Warriors armed with bows 
always hit on an unmodifiable 5+ with their shooting attacks.  

 

CHARACTERS: Neferata – Queen of Mysteries*; Vampire Lord; Vampire; Wight King; Cairn Wraith; Tomb Banshee.  

CORE: Skeleton Warriors; Jackal Pack* 

SPECIAL: Grave Guard; Black Knights; Spirit Host, Hexwraiths, Lahmian Chariot* 

RARE: Cairn Wraiths; Mortis Engine; Blood Bath* 
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THE SISTERHOOD - NEFERATA QUEEN OF MYSTERIES     LORD CHOICE                                                      405 POINTS  

 

 

 
THE SISTERHOOD - JACKAL PACK       CORE CHOICE                                                          10 POINTS / MODEL 

 
 

 

 
 
 

 M WS BS S T W I A LD Troop Type 
Neferata 6 7 5 5 5 3 9 4 10 Infantry (Character, Vampire Lord) 

 

 

Physically, Neferata is divinely beautiful.  Her plaited black tresses flow around her lovely face and 
she is as enchanting now as she was in her youth, though her skin is as white as alabaster, and the 
long years of evil have washed all trace of pity and compassion from her face. She has the 
appearance of a young maiden and only in her yellow eyes can one read her ageless and corrupt 
wisdom and cruelty, for her memories reach back to ancient times when Quatar and Numas were 
still sprawling metropolises and the people of Khemri still built pyramids. Neferata finds few 
equals in combat for she is the Queen of Mysteries of old and is terrifying in her wrath. She holds 
much of the magical knowledge that was lost during the destruction of Lahmia, ancient rituals and 
mysteries that only she will ever know. 
 
BASTET 
This black furred feline is anything but fortunate for a wizard whose path she crosses. 
  
Neferata may opt to modify any rolls on the Miscast table made by any Wizard on the battlefield 
by up to D3. For instance, an enemy Wizard miscasts, and Neferata rolls a 1 on her D3, allowing 
the Sisterhood player to add or subtract up to 1 from the miscast result the enemy Wizard rolled.   

 

Equipment 
 Hand Weapon 
 
Magic: Neferata is a Level 4 
Wizard and may use spells from 
the Lore of the Vampires.  
 
Special Rules 
 The Hunger 
 Undead 
 Vampire 
 Hatred (Tomb Kings) 
 
Vampiric Powers 
 Quickblood 
 Beguile 
 Forbidden Lore 

Mount: Neferata may be mounted on any one of the options available to a Vampire 
Lord. She may also instead take a Lahmian Chariot.  
 
MAGIC ITEMS: 
Dagger of Jet: This dagger took countless lives on the altars of Lahmia when 
Neferata was the high priestess of death. It was used to cut the throats of those who 
were condemned to feed the Vampire aristocracy of that cursed city. 
 

Magic Weapon. Attacks are +1  Strength and Poisoned.  
 
Ruby of Lahmia: The mark of her dominion over the City of Vampires, Neferata’s 
diadem is a golden snake which rests over her cruel and beautiful face, and carries a 
huge ruby in its jaw. This unique jewel pulses with the power of eternal life and feeds 
Neferata with almost unlimited energy. 
 

Talisman. At the end of each turn of the game the Ruby of Lahmia automatically 
restores a Wound that Neferata has suffered in that turn (own or enemy). The Jewel 
stops working if Neferata is killed. Additionally the Jewel provides Neferata with a 
4+ ward save.  

 M WS BS S T W I A LD Troop Type 

Jackal 10 3 0 3 3 1 4 1 3 War Beasts 

 

 
Note: Jackal packs do not count towards your minimum core unit requirements.    
 
Jackals are renowned as vile carrion feeders, but under the influence of the Sisterhood the creatures are 
fed on the corrupted flesh of ghouls and other unliving wretches. The resultant transformation provides 
fast moving guards for the dusty borders of Lahmia.   
 

Unit Size: 5 – 20 Jackals Special Rules 
 Undead  
 Vanguard 

SISTERHOOD MAGIC WEAPON: ASP BOW                      40pts 
Magic Weapon. Range 24". The bearer gains the Sniper special rule. Hits are resolved at Strength 4 and have the killing blow and poisoned special rules. 
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THE SISTERHOOD - LAHMIAN CHARIOT       SPECIAL CHOICE                                                         130 POINTS 

 
 

 
 

 

THE SISTERHOOD - BLOOD BATH         RARE CHOICE                                                                       165 POINTS 

 
 

 M WS BS S T W I A LD Troop Type 

Lahmian Chariot - - - 5 5 4 - - - Chariot (Armour Save 5+) 
Lahmian Charioteer - 5 3 5 - - 4 2 7  
Nightmare 8 3 - 4 - - 2 1 -  

 

 

Character Mount: A Chariot may be used as a mount for a Vampire Lord or Vampire in the army. The 
character replaces one of the crew.  
 
Of the original vampiric bloodlines of the Warhammer World, the one which to this day remains closest 
to its ancient roots is Neferata's own. Having fled with her sisters of the Cult of Blood she was already far 
to the north and safe from the purging wrath of the Nehekharan armies when their attack struck the city of 
Lahmia. As a result of this her armies include chariots, a form of warfare lost by the rest of the Vampire 
bloodlines. Manned by lesser members of the Sisterhood, these chariots combine the fearsome power of 
the Vampires with speed and range. 
 

 

Unit Size: 1 
Crew: 2 Lahmian Charioteers 
Drawn By: 2 Nightmares 
 
Equipment (Crew) 
 Spear 
 Hand weapon  
 Bow 
 

 

Special Rules: 
 Undead 
 Vampire 
 Scythed Chariot 
 
Options (one choice only, see WA: Vampire Counts pg 40): 
 Balefire +15 points 
 Unholy Lodestone +30 points. 

 M WS BS S T W I A LD Troop Type 

Blood Bath - - - - 7 4 - - - Warmachine 
Lahmian Vampire 6 6 4 5 4 2 6 4 7  
Pallid Handmaiden - 5 3 5 4 1 5 2 7  

 

 

Power in Vitae: The handmaidens, even if engaged in combat, may invoke the power of the Blood Bath 
in their Start of Turn phase. Pick a single friendly unit containing at least one model with the Vampire 
special rule within 24”. The chosen effect is applied to the entire unit and lasts until the start of the 
unit's next turn. This is not a spell and cannot be dispelled or otherwise stopped. A unit may only be 
affected by a single power per turn, even if you have more than one Blood Bath. 
 
Celerity: All models in the unit gain Always Strike First 
 

Potency: All models in the unit gain Killing Blow. 
 

Fortitude: All models in the unit gain Regenerate. 
 
The Blood Baths of Lahmia were infamous in the lands of Nehekhara. The sanguine fluids they 
contained in their large marble or golden basins were of such power that Neferata and the Sisterhood 
would immerse themselves in them to cool their passions. The richness of the blood allows a skilled 
member of the Sisterhood to invigorate their members to greater acts on the battlefield.  
 

 
Unit: 1 Lahmian Vampire &  
          2 Handmaidens.  
 
Special Rules: 
 Always Strike First 
 The Hunger 
 Undead 
 Vampire  
 Regeneration 
 

 
Equipment (Handmaidens) 
 Hand weapon  
 

Handmaidens: The two Handmaidens are treated as a war machine crew.  Remove 
one Handmaiden when the first wound is inflicted on the Blood Bath, the second 
Handmaiden when the second wound is inflicted, but only remove the Lahmian 
Vampire when the fourth wound is inflicted as, unlike the other crew, she has two 
wounds not just one. Use the best armour and ward saving throw available to any 
surviving attendant against all wounds that are suffered by the Blood Bath. 



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

SUB-FACTION: SKAVEN 
Skaven are hideous, hunched creatures with sharp teeth and cruel claws and long, worm-like tails – a dark, twisted and 
rat-shaped parody of humanity, a race of unscrupulous and cruel creatures whose sole ambition is to usurp the civilised 
realms of the Warhammer world and take up residence in their tattered remains. 
 

These armies, more so than even their vile appearance and sinister scheming are the greatest of the Skaven's menaces 
for, in spite of their natural cowardice and relative physical weakness, they plan and scheme to conquer the surface 
realms. In chittering hordes so multitudinous that they carpet the ground in a seething mass of dark, mangy fur and 
evil red eyes that spreads as far as the eye can see. Individually weak and cowardly the Skaven find strength in 
numbers, and will fight with an animalistic frenzy when suitably confident of their chances.  
 

The Skaven fight with rusty spear and notched sword, slings and thrown daggers. They unleash sorcerous energies and 
they seek to enslave all in their path. Their cruel Under-Empire has now spread its claws to the lands of Ind. These 
then are the Skaven – the stuff of nightmares, unleashed upon the world. 
 

SKAVEN SPECIAL RULES 
 

Army Selection: Chosen from the Skaven army book. The army may include any of the units listed in Warhammer Armies 
Skaven as normal. All named Skaven characters are permitted. 

 

SKAVEN - MEEK GNAWDOOM        LORD CHOICE                                      250 POINTS 

 
 

 M WS BS S T W I A LD 
Meek Gnawdoom 5 3 3 3 4 3 5 1 7 

 

Reality Bomb Mk III Prototype (one use only): This latest incarnation of the Reality 
Bomb will surely be the trump card of the Lords of Decay… assuming anyone survives the 
prototype phase. 
 
At the start of a Skaven Shooting Phase Meek may place the bomb on his location (use 
a bomb marker to indicate where). Once the marker is placed the bomb is primed. The 
Skaven player rolls a die at the start of each player turn. On a 1-4 the bomb teleports 
itself 3D6” in a random direction (re-roll if it teleports off the table). Move the bomb to 
the new location. On a 5-6 the bomb detonates. All units (friend or foe) that are within 
12” of the bomb are hit. Roll a die for each unit hit. On a 1-2 every model in the unit 
takes a Toughness test or are slain (ward saves only) on a 3-4 every model in the unit 
takes a Initiative test or are slain (ward saves only) and bizarrely on a 5 the unit instead 
regains D6 slain models or wounds. On a roll of a 6 the Skaven player can decide 
whether the unit takes a Toughness test, an Initiative test or regains wounds.  

Taking an unhealthy interest in Clan 
Skryre’s Warlock Engineer District in 
their capital of Skavenblight, Meek 
Gnawdoom has convinced the Lords 
of Decay that he can successfully field 
test this supposed ultimate weapon. 
Whether this permission implies real 
faith in his abilities, or whether Meek 
has proven himself the most 
expendable remains to be seen.   
 
With My Last Breath I Spit at Thee:  
If Meek is slain and has yet to prime 
the bomb he immediately detonates 
the bomb on himself. 

 

Unit Type (Unique) 
 
Magic 
Meek Gnawdoom is Grey Seer and as such is a 
Level 4 Wizard. He only uses the Skaven spells 
of Ruin and always may exchange a spell for 
Skitterleap or the Dreaded Thirteenth Spell.   
 
Mount 
Screaming Bell +200 points 

 

Equipment 
 Hand Weapon 
 Warlock Augmented Weapon (staff) 
 D3 Warpstone Tokens 
 Reality Bomb Mk III Prototype 
 

Special Rules 
 Scurry Away!  
 Strength in Numbers 
 Verminous Valour 
 With My Last Breath I Spit at Thee! 
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SUB-FACTION: CLAN ESHIN 
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FACTION: THE UNALIGNED POWERS 
When choosing an army to fight for the Unaligned Powers, you must use one of the Unaligned Powers Sub-Faction lists on the following pages. In all cases the 
most recent edition of the army book will be used. These are the only armies permitted in this Faction during the weekend. If you have any further questions 
regarding army selection, please contact the event organisers before the weekend and check the forums at www.tempusfugitives.co.uk. 
  
The published Army Books used in this campaign for the Unaligned Powers are: Lizardmen; Vampire Counts; Ogre Kingdoms; Empire; Tomb Kings and Wood 
Elves. All supplementary rules to your Army Book can be found in this pack.  
 
There are several units which may be taken by the Unaligned Powers during the Gauntlet of Ind campaign. They are detailed on the following pages and are 
considered fully usable for this narrative campaign weekend. However, they are not to be considered official in any way outside of the Gauntlet of Ind narrative 
campaign weekend.  Where a unit is restricted to one sub-faction, it is clearly indicated in the unit entry.  
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SUB-FACTION: SOUTHLANDS  
When the great Old Ones came, they created the first race, the Lizardmen. They commanded the Lizardmen 
to shape the Warhammer world to their desires and to exterminate all undesirable races. The Warhammer 
world would have been a paradise if it was not for the collapse of the Polar Warp Gates and the coming of 
Chaos. The Old Ones disappeared and left the Lizardmen to carry out their great plan for them. For 
millennia the Lizardmen have battled enemies like Skaven, Chaos, and Humans; losing many lives and cities 
in the process. To this day they fight to destroy Chaos and carry out the great plan of the Old Ones.  
 
  
 
 
 
 
 
 
 
LIZARDMEN SPECIAL RULES 
 

Army Selection: Chosen from the Lizardmen army book. The army may include any of the units listed in 
Warhammer Armies Lizardmen as normal. All named Lizardmen characters are permitted. 

 

LIZARDMEN – NAKAI THE WANDERER      HERO CHOICE                                      250 POINTS 

 
 
 

 M WS BS S T W I A LD 
Nakai the Wanderer 6 6 0 5 5 4 2 5 8 

 

Great White Hope 
Nakai must always issue a challenge and can never refuse one. When 
fighting in a challenge, Nakai must re-roll any failed to hit rolls. 
Nakai gains a 4+ Ward save in a challenge 
 

When leading a unit the unit becomes Unbreakable. Should Nakai 
perish then the unit immediately loses this ability and instead gains 
Frenzy. 
 

The Wanderer 
Nakai and a unit he leads may be deployed using the Scout rules.  

Nakai is an albino Kroxigor with unusually thick 
skin, even for a Kroxigor. In the siege of one of the 
temple cities, Nakai held off five legions of daemons 
by himself until the arrival of reinforcements. He 
disappeared after the battle and was believed dead, but 
has reappeared numerous times since then, often 
arriving at a temple-city shortly before it is attacked. 
Many Skink priest implies that he may actually be an 
avatar of Quetzl and will one day return to fight for 
Lustria once again.  

 
Unit Type (Unique) 
•  Monster 
 
Equipment 
 Light Armour 
 Great Weapon 
  

 
Special Rules 
 Cold Blooded 
 Aquatic 
 3+ Scaly Skin Save 
 Fear 
 Great Reach 
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SUB-FACTION: ZOMBIE 
CANNIBALS OF NAGASH 
Worship of the Great Necromancer Nagash has spread to each of the dark corners of the globe. Such arcane lore came 
to the Kingdom of Ind many centuries ago and copies of his dark works began to circulate amongst the mortals of the 
region. Now the Zombie-Cannibals of Nagash grow in power. The mighty machinations of the Great Necromancer 
require vast quantities of flesh and forbidden artefacts – quantities that are not easily obtained directly. Through this 
primitive cult, Nagash extends his hand across the lands of Ind permitting raids and skirmishes by his followers so that 
the needed materials can be secured. To achieve these ends Nagash has been known to lend a fraction of his power to 
the cause, brining to life terrifying monstrosities and scourging his foes with arcane bolts of eldritch sorcery.  
 

Nagash desires the Gauntlet. He will not accept failure. He must not succeed.  
 

 
 

NECROMANCER LORDS AND NECROMANCERS: When a Necromancer or Master Necromancer casts a 
spell, the potency of Nagash may be called upon and a ‘free’ power dice may be added to the casting attempt. Use a 
different coloured dice for this bonus. The extra dice can help cause Irresistible Force as normal and can cause the 
caster to use more dice than normally allowed. During casting, if the additional die rolls a natural 1, Nagash has deemed 
the Necromancer unworthy of his majesty and the model must pass a Leadership test or suffer their wound 
characteristic to reduce by 1 (a wound characteristic of 0 kills the model).  

 

 

UNDEAD MARCHING: A Zombie-Cannibals of Nagash army follows all the rules for Undead as laid out in the Vampire Counts army book. However, Undead in the Zombie-Cannibals of Nagash army 
may not march unless within 6” of a Hero choice, 12” of a Lord choice or within 24” of the Visitation of Nagash.  
 

THE MASTER OF THE DEAD: This upgrade applies to Ravening Zombie and Crypt Ghoul units and only when all Necromancers, Necromancer Shaman, Master Necromancers and the Visitation of 
Nagash in the army are no longer in play does the army count as having lost its General.  

 

ZOMBIES: References to Zombies in Spells or abilities such as Vigour Mortis also apply to Ravening Zombies. 
 

ARMY SELECTION: Chosen from the Vampire Counts book. No named characters are permitted. The Zombie-Cannibals of Nagash may include any of the following units: 
 
 
 

CHARACTERS: Master Necromancer - may take a Zombie Dragon or Mortis Engine (replacing the Corpsemaster and gaining 4+ Regenerate) as a mount; Strigoi Ghoul King; Necromancer; Wight King 

CORE: Crypt Ghouls;  Cursed Ones*; Ravening Zombies*;  Zombies;  Flesh Golems*;  

SPECIAL: Ghoulgoyles*;  Corpse Cart; Crypt Horrors; Ghoul Guard*; Vargheists 

RARE: Screaming Skull Catapult – has three Ghoul Guard as crew (see WA: Tomb Kings); Varghulf; Terrorgheist; Ghoulashed Jhujoo*; Flesh Titan*  
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VISITATION OF NAGASH: Casts on a 20+ Lore of Death Spell. A particularly devout or desperate practitioner of the Lore of Death can invoke the Visitation of Nagash. To complete this ritual, the Necromancer 
must have a fetch or other token from the Great Necromancer himself. Once invoked, the Visitation of Nagash cannot be stropped until it has run its course. The Necromancer’s soul is used as fuel for this ghastly apparition 
and for a brief moment Nagash is once again whole and present on the field of battle. Once the soul’s fire has been spent, the Visitation disappears leaving the summoner’s withered husk as the only residue of its passing.   
 

If this spell is successfully cast it transforms the target into the Spirit of Nagash as described below until the Spirit of Nagash is destroyed. The spell may not be cast again while it is in play. The targeted Necromancer or 
Master Necromancer is immediately moved out of any unit it is within or if it is mounted its mount is destroyed. The Necromancer or Master Necromancer is removed from play, all magic items are lost and the model counts 
as slain. It is replaced by a model representing the Spirit of Nagash and has the profile as detailed below. The Spirit of Nagash receives +d3 wounds if it replaces a Necromancer or an additional d3+2 wounds if it replaces a 
Master Necromancer. The Spirit of Nagash is not a Remains in Play effect. The Spirit of Nagash may never gain more than eight wounds. This spell may be cast by any Necromancer or Master Necromancer that has chosen at 
least one other spell from the Lore of Death. 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 
 
 
 

 
 

 
   

 

 

ZOMBIE CANNIBALS OF NAGASH - FLESH GOLEMS          CORE CHOICE                                     55 POINTS / MODEL 
 

ZOMBIE CANNIBALS OF NAGASH - RAVENING ZOMBIES          CORE CHOICE                                         5 POINTS / MODEL 
 

 

 M WS BS S T W I A LD Type 
Spirit of Nagash 6 6 4 6 5 3 4 4 10 Monster (Character) 

 

 

Magic: Nagash is a Level 5 Wizard. He knows all the Spells from the Lore of the Vampires, the Lore of Death and Dark 
Magic (see Warhammer Armies: Dark Elves). All successful spells cast on a roll which includes any double may be counted 
as irresistible force (but also cause a miscast). A natural roll of a double 6 causes Irresistible Force and a Miscast as normal.    
 Equipment: Hand Weapon 

 
Special Rules 
 Undead, Ethereal 
 Terror, 5+ Ward Save 

 

 M WS BS S T W I A LD Type 
Flesh Golem 5 2 0 5 5 3 1 3 5 Monstrous Infantry 

 

 

Patchwork: Much of the damage to a Flesh Golem can be countered by resurrecting the corpses of their victims and grafting it 
to the damaged areas. The Vampire Lore spell Raise Dead may instead be cast on the Flesh Golems. Each Zombie raised in 
this manner is then immediately applied to the unit to repair a Golem and restore a lost wound. The unit cannot regain more 
wounds than it started with, but Flesh Golems that have been previously destroyed may be returned to the unit.  
 

Created from the corpses of recently slain larger creatures and stitched together to form a patchwork of skins and limbs, the 
Flesh Golems are the shock troops of the Cannibal army. Capable of absorbing a great deal of damage and in turn able to 
smash down their foes with a meaty slap, the Flesh Golems are formidable foes indeed.  

Unit Size:   3+ Flesh Golems 
 

Equipment: Great Weapon 
 

Special Rules 
 Undead 
 Frenzy 

 M WS BS S T W I A LD Type 
Zombie 4 1 0 3 3 1 3 1 2 Infantry 

 

 
Zombie Rampage: Unlike other forms of Undead, the Zombies found in the 
army of Cult of Nagash are both fast and focussed on tearing open the skulls 
and gorging on the brains of their victims. Ravening Zombies may not be 
March blocked and so may always make a March Move unless in combat or 
otherwise unable to move.   
 
Insatiable Hunger: So keen are the Zombies to feast on brains that they will 
chew on each other if there are no fresher sources to hand. At the end of each 
turn that the unit is not in close combat with the enemy, the unit suffers d6 
wounds.  

 
The Zombies created by the highest levels of 
Necromancy are far more active than the 
shambling masses created by second or third 
hand copies of the forbidden texts. The secrets 
of the true corpse reanimation are closely 
guarded within the Books of Nagash, but as the 
ravenous packs of zombies that race across the 
beaches and jungles of the coast attest, the 
results are for all to receive… 

Unit Size:   10-20 Zombies 
 
Equipment 
 Hand Weapon 
 

Special Rules 
 Undead 
 The Newly Dead 
 Skirmishers 
 Scouts – Any Necromancer deployed in 

the unit gains the Scout rule as well.  
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ZOMBIE CANNIBALS OF NAGASH - GHOUL GUARD         SPECIAL CHOICE                                                12 POINTS / MODEL 
 

  
  

ZOMBIE CANNIBALS OF NAGASH - GHOULGOYLES      SPECIAL CHOICE                                      12 POINTS / MODEL 
 

 

 
ZOMBIE CANNIBALS OF NAGASH - CURSED ONES    CORE CHOICE                                                         15 POINTS / MODEL 

 
 

 

 M WS BS S T W I A LD Type 
Ghoul Guard 4 4 0 4 4 1 3 2 6 Infantry 
Ghast Chieftain 4 4 0 4 4 1 3 3 6 Infantry 

 

 
Options 
 Upgrade one Ghoul Guard to a Ghast Chieftain +12pts  
 Upgrade one Ghoul Guard to a Musician +6pts 
 Upgrade one Ghoul Guard to a Standard Bearer +12pts 
 Unit may take shields +1pt per model. 
  

 
The encampments and sacred places of the Zombie-
Cannibals are patrolled by heavily armoured ghouls. 
Trained in battle and bred for strength and aggression, 
these dank creatures receive their wages in flesh. 

Unit Size:  10+ Ghoul Guard 
 

Equipment 
 Heavy Armour 
 Hand weapon 

Special Rules 
 Undead 
 Poisoned Attacks 

 M WS BS S T W I A LD Type 
Ghoulgoyle 4 3 0 3 4 1 3 2 5 Infantry 
Ghoulgoyle Ghast 4 3 0 3 4 1 3 3 5 Infantry 

 

 
Options 
 Upgrade one Ghoulgoyle to a Ghoulgoyle Ghast +12pts  
  
Flight from the Light: Uncomfortable in daylight, the Ghoulgoyles have 
a particular aversion to light from magic – particularly Light and Fire. 
Any spell from the Lore of Light or Fire cast within 12” of the unit causes 
it to take an immediate panic test even though not normally affected by 
such tests. The unit must test to rally as normal.   

 
The experimentation on the ghouls of 
Nagashizzar bore early fruit in the form of the 
Ghoulgoyle. Combining the already fearsome 
traits of the Crypt dwelling ghouls with the 
winged range of the large bats that dwell in the 
caverns of the Cursed Pit, Nagash has created a 
fearsome aerial attacker for his armies and sent 
such creatures far and wide to aid his cults.  

 

Unit Size:  5+ Ghoulgoyles 
 
Equipment 
 Filth Encrusted Claws (hand weapon) 
 

 

Special Rules 
 Undead 
 Poisoned Attacks 
 Fly 

 M WS BS S T W I A LD Type 
Cursed One 7 3 0 4 4 1 2 1 3 Warbeast 

 

Note: Cursed Ones do not count towards your minimum core unit requirements  
 
Cursed Ones are reptilian creatures found in various varieties throughout the New World. They are naturally aggressive and slow-
witted. The vicious creatures are large enough to be ridden, and are used as mounts by the Lizardmen and Amazon tribes. Once 
blessed with undeath by the zombie cannibal necromancers, these creatures, known as Cursed Ones, serve their masters well in 
lethal packs.   

Unit Size: 5 – 20 Cursed Ones 
 
Equipment 
 Slavering Jaws (hand weapon) 

 

Special Rules 
 Undead  
 Thick Skinned 
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ZOMBIE CANNIBALS OF NAGASH – GHOULASHED JHUJOO     RARE CHOICE                                                                     150 POINTS 

 
 

 
  

 M WS BS S T W I A LD Type 
Jhujoo - - - - 8 4 - - - Warmachine 
Necromancer-Shaman 4 3 3 3 4 2 3 1 8 Infantry  
Ghast Guardians  4 4 0 4 4 1 3 3 6 Infantry 

 

 

Power in Jhujoo: The attendants, even if engaged in combat, may invoke the 
power of the Jhujoo cooking pot in their Start of Turn phase. Pick a single 
friendly unit within 30” containing at least one model with the undead special 
rule to be affected by the chosen power. The chosen effect is applied to the 
entire unit and lasts until the start of the unit's next turn. This is not a spell and 
cannot be dispelled or otherwise stopped. A unit may only be affected by a 
single power per turn, even if you have more than one Jhujoo. 
 
Ravening: All models in the unit gain + 1 Attack. 
 
Brain Hunger: All models in the unit gain killing blow. 
 
Flesh-Knit: All models in the unit gain a 5+ ward save. 
 

The central focus of a Cannibal Zombie horde 
is the Jhujoo cooking pot. This noxious vat 
bubbles away menacingly with all manner of 
arcane and screaming ingredients writing 
within. Rituals are performed by a 
Necromancer Shaman who imbues the army 
with unholy vigour.  
 
The Jhujoo itself is defended by the massive 
Ghoul champions who are chained to the 
platform and serve both in that capacity and 
also provide needed muscle to drag the 
cauldron should it be necessary.     
 

 

 
Unit: 1 Necromancer Shaman &  
          2 Ghast Guards.  
 
Unit Type 
War Machine  
 
Special Rules (Attendants): 
 Undead 
 Poisoned Attacks  

 
Equipment (Ghast Guardians) 
 Hand weapon 
 Heavy Armour  
 

Attendants: The two Ghast Guardians are treated as a war machine crew.  
Remove one Ghast when the first wound is inflicted on the Jhujoo, the 
second Ghast when the second wound is inflicted, but only remove the 
Necromancer Shaman when the fourth wound is inflicted as, unlike the 
other crew, he has two wounds not just one. 
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ZOMBIE CANNIBALS OF NAGASH - FLESH TITAN          RARE CHOICE                                      300 POINTS  

 

 

Titanic Attacks: The Flesh Titan does not attack in the same way as other creatures, though he may select his targets as normal and strikes in initiative order.  When making its attacks, roll a D6 and consult 
the following table at the start of each Combat Phase.  
 
1 Dark Wail. The hundreds of faces studding the limbs and torso of the Flesh Titan begin to wail and moan simultaneously, dreadful energies from the words of the Books of Nagash coursing through the 
air. Neither the Flesh Titan nor models in contact with it fight if they have not already done so this round. Additionally, the Flesh Titan’s side automatically wins the combat by 1. 
 
2 - 4 Trample. The Flesh Titan mashes an enemy unit in base contact beneath its mighty limbs. The enemy unit sustains 2D6 Strength 6 hits allocated as shooting hits.  
 
5 – 6 Pick Up and… The Flesh Titan’s limbs swing down towards a man-sized model (including cavalry but excluding models on monstrous mounts or chariots) that is within base contact or touching a 
model in base contact. The target may make a single attack to try to fend off the Flesh Titan. If this attack hits and wounds, then the Titan’s attack fails. Otherwise, it grabs the model. Roll a D6 to see what 
he does next. If the enemy model is larger than man-sized then treat the roll as a Trample attack instead.   

 
1 - 2 Throw Back into Combat. The victim is hurled back into his own unit like a living missile. This causes d3 Wounds on the victim with no saves of any kind allowed and D6 Strength 3 hits (saves as 
normal) on the unit. 
 
3 – 5 Absorption. The Flesh Titan grabs the model and melds its flesh and bone with its own. The model is removed from the game. The Flesh Titan regains d3 wounds. 
 
6 Pick Another. The Flesh Titan Absorbs its victim as described above and attempts to pick up another. The second victim makes a single attack (as above) to avoid being picked up. If the victim fails to 
avoid the Titan’s grasp roll again on the Pick Up And… chart.  

 M WS BS S T W I A LD 
Flesh Titan 6 2 0 6 5 8 1 * 5 

 

 

Special Rules 
 Undead 
 Causes Terror 
 Giant Stride (ignore obstacles such 

as walls and hedges) 
 Regenerate 
 Titanic Attacks 
 D6+1 Impact Hits on the charge 

 

If there was ever a doubt that Nagash was deserving of the title of the Great 
Necromancer, the Flesh Titan smashes it aside in an instant. A creature so 
massive that it fills the graveyard or charnel pit where it is constructed. The 
Flesh Titan is a fusion of the corpses of hundreds of the cult’s victims. Raised up 
on at least four mighty limbs each created from dozens of bodies grafted 
together and imbued with the Black Art, the Flesh Titan is both an awesome 
assault engine as well as a symbol that the Cannibal Cult truly carries the Great 
Necromancer’s favour.  

 

Unit Size 
•  1 Flesh Titan 
 

Unit Type 
•   Monster 

 

Equipment 
 Balefire (see Vampire Counts pg 40) 
 Unholy Lodestone (see Vampire Counts pg 40) 
 Vigour Mortis (see Vampire Counts pg 40) 
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SUB-FACTION: OGRE KINGDOMS 
  

Far to the east of the Old World past the Dark Lands and within the craggy valleys and cave networks of the Mountains of 
Mourn lie the Ogre Kingdoms. It is a savage region consisting of frozen and desolate mountains, predominantly inhabited 
by large clans of Ogres. These Ogre Kingdoms are loosely organized into a number of small empires and kingdoms, each 
separate from the others.  
 
These brutish monsters foray into the outside world in their hundreds to find food and war. Ogres believe that might makes 
right, excelling at two things: eating and fighting. Individually, an Ogre is more than a match for a unit of Men, for these 
creatures stand over ten feet tall and are almost as wide. They are aggressive brutes ruled by their stomach and lust for 
violence, their Ogre Bulls gathering together into huge stampedes. 
 
The anarchy of the world today is the best environment for a successful Tyrant with wealth and goods beyond measure for 
the Ogre with the stomach to do what it takes to earn it. So the Ogre Kingdoms have sent forth armies as massive, blunt 
instruments that smash into enemy lines with the force of a charging mammoth. These hard-hitting forces launch 
devastating charges into the foe, overwhelming them with brute force and big clubs and delivering the victory that the 
paymasters so desperately need.  
 

OGRE KINGDOMS SPECIAL RULES 
 

Army Selection: Chosen from the Warhammer Armies Ogre Kingdoms book. The army may include any of the units 
listed as normal. 
 

 

 

OGRE KINGDOMS – BLACK BULL RHINOX RIDERS       RARE CHOICE                  90 POINTS PER MODEL 

 
 

 M WS BS S T W I A LD 
Ogre 6 3 2 4 4 5 2 4 7 
Thunderlord 6 3 2 4 4 5 2 5 7 
Black Rhinox 6 3 0 6 4 - 2 4 5 

 

Options 
 Any model may be given an ironfist for +5 points per model.  
 Upgrade one Rhinox Rider to a Musician +10pts 
 Upgrade one Rhinox Rider to a Thunderlord +10pts  
 Upgrade one Rhinox Rider to a Standard Bearer +10pt  
 The Standard Bearer may carry a Magic Standard worth up to +50 points. 
 
Bad Tempered: Even those Rhinox that have been broken by their Ogre riders have a 
temper shorter than a Gnoblar’s thumb. If there is an enemy model that is an eligible 
target for the Rhinox Riders to charge during the Declare Charges part of the movement 
phase, it must immediately pass a Leadership test or declare a charge – if there is a 
choice of models to charge, then the controlling player may choose freely between them.  

Single-Minded: Once a Rhinox has 
started to move it is quite difficult to 
get it to stop. A unit of Rhinox Riders 
may not change formation at all unless 
they spend their entire movement phase 
reforming. They may not wheel more 
than once in any given turn with the 
exception of their free wheel to align a 
combat. 

 
Unit Size:  2+  
 
Unit Type  Monstrous Cavalry  
 
Equipment 
 Heavy Armour 
 Hand Weapon 

 
Special Rules 
 Thick Skinned (+2 to armour save for 

being mounted) 
 Fear 
 D3 Impact Hits 
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SUB-FACTION: MARIENBURG TRADING CO.  
In the history of the Old World, Marienburg was once part of the Empire, but gained independence though a massive transfer of gold into the imperial coffers 
during the reign of the corrupt Emperor Dieter IV. Any subsequent attempts to subdue Marienburg and bring it back within rule of the Empire have failed, and 
today Marienburg remains a fiercely independent city-state where the Count of Nordland, nominally the ruler of Marienburg, is forbidden to return under pain of 
death. Marienburg has long been the largest and most prosperous trading city in the Old World. Many call it the City of Gold which alone conveys a good idea of 
the wealth of this sprawling cosmopolitan city. Nowhere else can be found the vast array of shops selling goods from as far away as the Elven kingdoms of Ulthuan 
in the west and distant Cathay in the east. The city’s craftsmen represent every skill known to man, and a few others beside, so that it is said in Marienburg there is 
no activity that cannot be quickly turned to profit. 

 

Many mercantile guilds have their headquarters in Marienburg, most important of all the secretive High Order of Honourable Freetraders which represents 
the elite amongst mercantile society. This large, rich and ambitious body of men feel themselves shackled by the old order and are eager to seize power for 
themselves. The Marienburg Trading Company is one such venture secretly backed by the Order of Honourable Freetraders. It travels far across the Sea of 
Claws and beyond seeking new ventures and trade opportunities. 

   

Marienburg relies mainly on the sea and river for trade, and so unlike the Empire, treats Sigmar as an equal alongside the worship the god of the 
sea, Manann. The Old World's largest temple to Manann is on the shores of the city, where the god is represented by a huge aquarium. The 
temple, or Great Cathedral, is highly influential in the city's politics and trade, offers priest-navigators to ships, and oversees much of the city's 
nautically-related guilds and unions. The Arch-Priest of the temple is a ranking, permanent member of the Executive Council of the Stadsraad. 
Some darker natured Marienburgers even give tribute to Stromfels, a violent aspect of Manann. Marienburg is also home to a great temple to 
Handrich, the god of merchants, prosperity, and trade. Marienburg is completely reliant on trade, and this god is quite popular with the upper and 
middle classes. The god's temple is ornate and gilded, and also operates as a bank and financial centre. The lower classes tend to look to Ranald, 
the god of traders and sharp dealers, for aid in their transactions. 

 

MARIENBURG TRADING CO. SPECIAL RULES 
As a ship based army, the Marienburg Trading Co lacks much of the armoured might of cavalry and Steam Tanks. Instead it is supported by 
paid mercenaries such as Ogre Maneaters as well as savage orc tribes whose chieftain is gifted shiny trinkets so that they might fight in the 
vanguard of the army. The Marienburg Trading Company may not use the Detachment rule with any unit except Privateers (Free Company).  
 

CANNY MERCHANTS: After winning a battle, Marienburg players may receive +2 more Gold than their result would normally 
reward them and start the campaign weekend with D3 Gold.  
 

MERCENARY MOTIVATIONS: All units taken from Warhammer Forge: Throne of Chaos; Warhammer Armies: Dwarfs, Ogre 
Kingdoms or Orcs and Goblins are -1 Movement and -2 Leadership compared to their published characteristics. This penalty for all units may 
be removed at a cost of 1 Gold paid at the start of the game. The gold must be eaten (or otherwise removed from circulation) in front of your 
opponent.  
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ARMY SELECTION: The may include any of the units found in the latest Warhammer Armies Empire listed below (units marked with a * are found in this campaign guide).Where a unit counts as 
another, interpret how their abilities reflect the ‘counts as’ models abilities. For example: Prayers of Sigmar are likely to be Prayers to Manann or Stromfels). Burgomeisters and Captains may be mounted on a 
Demigryph (see Engineers of Nuln for details). Certain units listed below with a + are instead selected from Warhammer Forge: Throne of Chaos; Warhammer Armies: Dwarfs, Ogre Kingdoms or Orcs and 
Goblins. These are subject to the Mercenary Motivations special rule: 

 

 
 
 

THE BEST FORM OF FLATTERY: Units highlighted in bold red are taken from Warhammer Armies: The Empire. However, these are facsimiles or imitations of their Empire equivalents and 
although constructed to a high standard are still not as reliable as the originals. Units highlighted in bold red in the above army list provide any enemy unit they directly wound (but not to any assistance 
to wound such as giving a bonus to hit) a 6+ ward save as there is that small chance that an imperfection in their design might impair their performance. Units that already receive a ward save instead 
gain +1 to that ward save (to a maximum of 3+). 

 
MARIENBURG TRADING CO – THE DUCHESS OF HANDRICH STREET  LORD CHOICE                                                                     155 POINTS 

 
 
 

CHARACTERS: 
Burgomeister (counts as General of the Empire); Lietpold the Black (see Warhammer Forge: Tamurkhan); Arch Lector; Battle Wizard Lord; Edvard Van Der Kraal (see 
Warhammer Forge: Tamurkhan); Captain (of Marienburg); Battle Wizard; Warrior Priest; Master Engineer; Ogre Bruiser + (see WA: Ogre Kingdoms; ); Golgfag Maneater+ 
(see WA: Ogre Kingdoms); Savage Orc Boss+  (see WA: Orcs & Goblins) 

CORE: Marienburg Marines (counts as +1 WS Halberdiers or Spearmen State Troops for no additional cost) Privateers (count as Free Company); Greatswords; Crossbowmen and 
Handgunners 

SPECIAL: 0-1 Nuln Ironsides+ (see Warhammer Forge: Tamurkhan); Great Cannon; Mortar; The Paymaster Assassins; 0-1 Champions of Manann (Reiksguard Knights); Marienburg 
class Land Ship; Savage Orcs (see Orcs & Goblins); Dwarf Organ Gun (WA: Dwarfs) 

RARE: Ogre Leadbelchers+ (see WA: Ogre Kingdoms); Ogre Maneaters+ (see Ogre Kingdoms); Helblaster Volley Gun; Helstorm Rocket Battery; Savage Orc Boar Boys (see Orcs 
& Goblins); Celestial Hurricanum; Luminark of Hysh  

 M WS BS S T W I A LD Type 
The Duchess 4 5 5 4 4 3 5 3 9 Infantry (Special Character) 

 

 

The Duchess is the matriarch of a powerful trading company operating from Marienburg. She is ruthless in her business 
dealings and always gets what she wants even if it requires methods outside the law. She is a seductress and if necessary 
a killer. Over the years she has learnt all there is to know about the various toxins and deadly poisons that exist in the world 
and many a difficult negotiation has been concluded over a glass of wine... 
 

Tea with the Duchess: The Duchess makes sure that many of her entourage’s weapons are coated in a special lethal blend of 
plant extract that the Marienburg Trading Co. discovered in the jungles of Lustria. All attacks made by hand weapons in the 
army gain the poisoned special rule.  
 
The Po-Fan: The Duchess returned from her sojourn to Cathay carrying what appeared to be a pair of serrated fans. These 
magical weapons allow the Duchess to make killing blow poisoned attacks in combat. If when rolling to hit the Duchess 
misses with all of her attacks, the spirits inside the fan deem her unworthy and the Po-Fan may not be used for the rest of 
the game.  

 

Equipment 
 Hand weapon 
 The Po-Fan 
 Light Armour 
 Pistol 
 Up to 50 points of Talismans of Enchanted 

Items chosen from the Empire or Common 
magic items lists.  

 

 

Special Rules 
 Poisoned Attacks (close combat only) 

 
Mount (may choose one only) 
 Barded Warhorse: +20 points 
 Barded Demigryph +34pts 
 Merchant Warwagon + 160 points 
 Griffon + 170 points 
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MARIENBURG TRADING CO – MERCHANT WARWAGON      RARE CHOICE                                                                    160 POINTS 

 
 

 
 

 
 

 M WS BS S T W I A LD Type 
Warwagon - - - 5 6 5 - - - Chariot (2+ Save) 
Marine Crew - 4 3 3 - - 3 1 7 -  
Warhorse 8 3 0 3 - - 3 1 - - 

 

 

War Wagons are employed by the Burgomeisters to transport important personages and commodities across hostile 
territory Though some Warwagons are designed to mimic the stagecoach or simple trade wagons you might see in the 
streets of Altdorf, most are designed to be more intimidating to drive off would be attackers before any violence 
occurs.  
 
The body of the Warwagon is a rectangle of stout planking to the height of a man. Fixed to the top of these sides 
with hinges are additional boards. These can be raised and fixed in place forming a tall shed like structure. The sides 
of these boards are split slightly to allow Marienburg handgunners to fire on the enemy with maximum protection. 
Some Warwagons are usually further modified with doors or a ramp on each side to allow the crews to bring their 
swords to the defence of their cargo. Slung below the body of the Warwagon is another hinged large plank, pierced 
with firing slits. This plank can be lowered to close off the space under the Warwagon allowing defending 
Marienburgers to fire from comparative safety. 
 
The statelier looking Warwagon have many of these refinements concealed behind polished oak panelling or heavy 
drapes so as to disguise the wagon’s true purpose and power.  

 
Unit: 1 War wagon  
          6 Marine crew  
          4 Warhorses 
 
Special Rules: 
 Causes Fear 
 Unbreakable 
 Stable (handguns always count as 

stationary for shooting). 

 
Equipment (Crew) 
 Hand weapon 
 Handgun  
 
Mount: Any Lord or Hero in a Marienburg Trading Co. army 
may take a Warwagon as a mount. The character replaces one of 
the crew.  
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MARIENBURG TRADING CO – THE PAYMASTER ASSASSINS SPECIAL CHOICE                                     100 POINTS  
 

 

MARIENBURG TRADING CO – MARIENBURG CLASS LAND SHIP   SPECIAL CHOICE                                     300 POINTS 

 

 

 M WS BS S T W I A LD 
Paymaster’s Assassin 4 5 4 4 4 2 5 3 7 

 

 

Hidden. Any Paymaster’s Assassin must start the game hidden in one of the following units or detachments: Manann’s Blades, 
Marienburg Marines; Crossbowmen; Handgunners or Privateers.  
 

Paymaster’s Assassins are not placed on the table but are assumed to move with the unit they accompany. At the start of the game, 
secretly note down which unit they are hidden in. If the unit is wiped out or flees oh the table before the Paymaster’s Assassin is 
revealed then the Paymaster’s Assassin is lost. Before he is revealed there is no other way a Paymaster’s Assassin can be harmed. 
 

Hidden Paymaster’s Assassins can be revealed at the start of any friendly turn or at the start of any Close Combat phase. The 
owning player declares that his unit contains a Paymaster’s Assassin and places the model where it can fight, displacing a normal 
rank-and-file model (not a character, champion, musician or standard bearer unless there are no other options). Displaced models go 
to the back of the unit. Paymaster’s Assassins may never leave the unit they have been deployed in and once revealed count as 
characters for the purposes of challenges and moving within the unit.  

 
Unit Type: Character 
 
Equipment: Two Hand weapons  
 

 
Special Rules 
 Always Strike First 
 Poisoned Attacks 
 Killing Blow 
 Dodge (5+ Ward Save) 
 
 
 

 M WS BS S T W I A LD 
Land Ship special - - 6 6 12 - - - 
Crew - 3 3 4 - - 3 D6 7 

 

 

This towering behemoth is named after, commissioned by, and paid for by the vast coffers of the wealthy burghers of the independent city-state of 

Marienburg, notorious for having bought its secession from the Empire. The mighty Land Ship is an insane sight upon the field of battle. It is a mobile 

fortress of oak and iron that crushes enemy troops beneath its wheels and discharges volleys of deadly shot from its deck guns and light cannon. Mighty, 

that is, if the somewhat experimental boiler doesn’t catch fire, explode, or cause the wheels to fall off!  
 
Damaging the Land Ship: The Land Ship is a massive, bulky thing covered in decorative work, armour plating and other things not 
entirely germane to its continued function. Its high wounds score represents a mixture of the overall damage needed to wreck the structure 
or kill off the crew. When the Land Ship loses its last wound roll a D6. On a roll of a 1, it suffers the effects of the Abandon Ship! result 
on the Land Battleship Calamity table and on a 6 the Boom! result. On any other roll, the Land Ship is removed as normal. 
 

Culverin: a type of light cannon, it was installed in the prow of the Land Ship after the inclusion of larger ordnance proved disastrous. 
The Culverin is treated exactly as a standard cannon (see page 112 of the Warhammer rulebook) that fires ahead in a 45 degree arc, 
except that it is Strength 7 when firing and its grapeshot attack is only Strength 3. Otherwise all the normal rules for cannon apply.  
 

The Land Ship may still move and fire the cannon, and may even fire it if engaged in combat contrary to the usual rules (but can only 
nominate a target point in the unit in base contact with the ship’s front). If the weapon is destroyed by a Misfire result, the Land Ship 
also immediately suffers D3 Wounds with no Armour save or Ward save possible.  
 

Fusillade: The deck crew, along with the complex operation of piloting the ship and avoiding imminent catastrophes such as the ship 
toppling over or the boiler exploding, do their best in battle to let fly with a wide number of sweepers, deck pistols and handguns laid on 
and loaded for the purpose. In addition to firing the Culverin, each Shooting phase the Land Ship can fire a fusillade at a single target in 
any direction (note this does not need to be the same target at which the Land Ship’s Culverin is firing). Note that unlike the Culverin, 
the Fusillade cannot be used if the Land Ship is engaged in combat — the deck crew are too busy repelling boarders! This generates D6 
shots that use the following profile: Range 18" Strength 4 Armour Piercing  

 

Unit Type: Chariot (unique) 
 
Special Rules: 
 Unbreakable 
 Large Target 
 Fear 
 3+ Armour Save 
 6+ Ward Save 
 D6 Impact Hits 
 Thunderstomp  
 
Equipment: Culverin & Fusillade 
 
Crew: The crew generates D6 attacks 
of their own in total each round using 
the profile shown (generally jabbing 
down with spears and throwing things 
from the high deck). 
 

 
Moving the Land Ship: The Land Ship uses the same general rules in 
combat as a Chariot, except where noted. The Land Ship, lacking 
anything like the control of a Steam Tank has two modes of 
movement: slow and full power. The player must declare which they are 
using before the Land Ship is moved each turn. Measure all move 
distances for the Land Ship from the front edge of its wheels. 
 
Slow The Land Ship may move up to 6" directly forward without 
penalty or risk, but may not charge. 
 
Full Power The player may pivot the Land Ship in any direction in its 
front arc and roll 2D6 for the distance it travels. The first unit it 
contacts it counts as having charged (friendly units suffer impact hits 
but no combat is actually fought). However, if a double 1 or double 6 
is rolled, something has gone disastrously wrong. Roll a D6 
immediately on the Land Battleship Calamity Chart (see Engineers of 
Nuln) and apply the result. 



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

  



www.tempusfugitives.co.uk                        THE GAUNTLET OF IND 
   

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

“Bring me men to match my mountains: Bring me men to match my plains: 
Men with empires in their purpose and new eras in their brains.”  

 


