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lcqme. bold explor "
laud uf thc Anuencsi

pt'nlnu& ]unglcs. Such bau](,s are not tm the famt—
lieacted, but glory, honour,
~importantly, gold await thuw with the cm.uq.,t ©
~ venmure into a land stéeped in’ aeos- old iuré and
indescrib.;bje danger.

Scttlng yﬂur gdmcs o 'Warh.ammer W thin- th _-dc 1([!3,

and- perhaps moste

T Im section of the book pmv:(ks a complete canipaig)
system, desigaed to allow players 1o fighe ongoing wi
between the armieés-of their choice. This SYSten. takes =

“the form of a ‘node” campaign, and providesa template
“that playcrs can use as the basis for their awh -
camp.u[.,nh. There are also rules for advancing vour

<haracters from- lowly Tieutenants to mighty warlords,

al.luWing legends 1o unfold with every game you play: -

The Rise of Sotek

This section presents the h:qmry of the way known as
the Age of Strife, from the earliest emergence of Clan 3
Bestitens to-the manifestation of the Lizardmen Serpent
God thatspelethe rat-things' doom. Yow'll find a simple

—system: for fe- ﬁghtmg t!m (1[1:1}.:11.,11 uamg, t.he c.lmpmgn 3

b{.‘-[it-)n as \\'l.:]l as variant mly llsrs and :-,pum]
haldcitf\ for the Skaven and the Lizardmen. E

Pamtmg and \‘ludr.llmg
~No-game set in the deadly jungles of Lustria would bc =
Lompletc W u!mul‘.. a ]un;,ie* Hcrt: we pmwdc dd'-‘t(.‘e

slave fnr wn,tks Cres um{.. hundrcda ot BeEs in urd:,r I:o
:)l.uy, asit's merc about setting the seené than ree reAting
an entire jungle: . ==







&ia{a" third 10 a li:’s.‘l_f of.‘tﬁ'c

by scenery classified as
re on this lacer), Smalfer

y or the preferences of the
¢ limited to one or two of
tween are classed as open

I modelling Z:Seét:_iqq for mor
n setting up a table for use wit

“On the fifth day of our expedition we lost yet
another member of our party, but this time through
the predations of the native fauna ratber than
through disease or malnultrition. Making our way
northwest along a shallow, fasi-flowing stream, the
lead man stopped dead in bis tracks, indicating
with a petrified expression the water breaking
around bis feet. All stopped and looked down to the
water, where we spied a glossy black tentacle
working its way slowly up bis leg. Not a man knew
what to do, but soon it was too late to do a thing for
the poor wretch was yanked most violently beneath
the surface where a great commotion went up. In a
short moment, the thrashing ceased and silence
descended. Then, a great jet of gore ascended,
showering all with blood and gristle. Upon wiping
the filth from my eyes I discovered myself alone, my
companions baving demonstrated the good sense (o
[flee for their lives. Seeing the wisdom of their actions,
I joined them forthwith..."

The journal of Jobann Becksbein, day 5
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___"_qs_. _ﬁggl_ge “from _th r_mghty n_:_mplu -cities nf the
dmen, thé‘ '}uggh, is {Imtéd with thc remains uf thelr

VSIery awiit thc t.xplnru as he batt[u; Lhrough
: = —— —the-undergrowth, though many such sites are home o
1 c.Skfrmk 2; spe.- LU
_ hers : == bands of guardians, Lizardmen sentinels set by the
= -\*lagt:-l‘ncqts to watch over the artefacts housed within.

Ruins are counted as difficult ground, provide hard
cover-and sections of them may: count as obstacles:
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formation, and ar
' cirmishers, 1

Froops Loose 'Ofdér-ft')rmaii'on_.mgy notn
move within 8” of enemy models.

Enemy troops sl;;:}k;_'ting t Loose Order troops do
uffer the -1 penalty fo '

Determine scenario
Place terrain
Put the kettle on
Agree on terrain types
Follow scenario Deployment steps
Roll for Events
Determine number of Encounter Points
Determine who gets first turn

CRUSH ALL WHO OPPOSE YOU!




location. ifboth players roll this even
pelessly Lose® and “Native Guide® may not be
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“Taking a reading of the southern constellations,
I determiined that we were a mere ten miles from
our destination, less than three days travel all
going well. I was wrong. Our journey in fact took
a further three weeks, a distarnice I estintate in
excess of 150 miles, and cost the lives of a further
dozen men as our supplies ran dangerously low.
I curse these unfamiliar stars, for I swear they
mock me...”

of ﬁghtmg on. SEOU “unfamiliar to l:hi:rnf
_thc other army 15 on hlame, ground completei










r, but we

or part of him
1, bis eyes
and I could

i

days earlie

‘d lost Carson three
und him soon enough
all shrunke

any further down that path,
bardly disagree... *
Exit Point
Defender’s Deployment Zone
12
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Aanyways. .. just bis bedd,

Jo




it seems
¥s,

is a woman of
and she

0ith us this
bope I can

a ndtive
than be
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a guide,

revised their opinions of

She
Presence and beauty,
n, for their sake more

knows the jungle intricately. I only

control the

1, for surely they were u

very jungle.
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V. We are joined by
tremendous

The gods must bave
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the lungles of the Warhammc,r _'
:have suitablc n;rlam to’ h.md

Makmg your own ]u'ngietcrra-mf’is act‘u':xlly surprisingl

7":_stra.ightf0m'ard, and wherever possible, welll b
. proyiding details on how to go about making you

tecrain. There are instructions for using the variety of
different jungle trees and plants that you can buy in
your local Games Workshop, as well as how to make
some of your own from readily available materials.
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UNDERGROWTH

'such, undergrowth should form a relatively small pr_bporﬁpn fof-your iungle terrain.

Wil ran ekt LR rr v ) L

Geradats

STough grass, made from prairie Bushes made from cimpped up Citadef Small bushes and shrubs made from
L grass, available from most bobby - Hedges. pieces of clump foliage, available from
- Stoves. . - most bobby stores.



t what they all have in common is that they aré all mounted on u

from wood or thick card. There's no reason why you can’t make

B8 iny size you want, but we've found that bases roughly 6 - 8"

fesmall enough 1o be flexible, but large ¢nough to have a significant
s on the table.

grass made from patches Reeds made from clumps of bristles cut
¥ - from a sweeping brush.




'ases of light jungle represent patches of lungle that cm‘be traversed '-‘albent
lowly, by most models in the game. These should form-the majonty of the jungle
errain on your table.

A NOTE ON SPACING
The feature that will distinguish between light, dense
and impenetrable jungle is the amount of space left on
sithe base for models to pass through. In this case, make
sure to leave pathe\ so- that several rnc)clela can pass
irough. I{ct:plng a selection of bases to hand while
bulldmg your base will come in handy for gauging this.

CREATING SECTIONS
OF LIGHT JUNGLE

"1:; phce, tttkmg car __0 leave paths for models to
: paﬁs thmugh :




need to knnw.

1. Using a pair of clippers, carefully remove _ll
the parts from the sprues.

2. Select a tree base and begm ta test build your
tree using branch and leaf sections.

3. When you are happy with the size and shape of
your tree, reassemble it and glue it together WLrh,L.
polystyrene cement.




Dense jungle should make up roughly one thu‘d of your ]ungle tcrram Bases o
5
= ﬂeme jungle represent areas of trees and undergrawthf

1. Cut out a base and then
~add  extra levels of
e

“foamboard or polystyrenc.

i Use a sharp knife to shape

“them to  form  small

‘mounds.

_dy_'?' mixed filler,

brush is ideal

3, Start by undércoating a

~wooden skewer Chaos
“Black. The skewer will be
painted first then cut to
size later.

so thick that onl

4, Paint rhe skewer

Dark Angels Green. Then

drybrush bands of Camo
Green, leaving a band of

- Dark Angels Green to :
] _c:Le'LLe Ehc bnmbuu cffect




8. Paint and finish lh_ s
polystvrt*nc bas¢ - before
gluing the trees in place,

9. Add clumps of plastic
jungle foliage and then
flock the base to match
your gaming table.

WHY USE BAMBOO TREES?

Bamboo trees are ideal for dense jungle, because while.
~you want cach base to look chocked with' plants, you
“still want to be able to move skirmishing modelss
through it. Trees made from bamboo skewers are ideals
for this — théir tall trunks mean that you can leave
reasonable gaps between each tree while still havmg
satisfyingly dense canopy above.
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"IMPENETRABLE JUNGLE

. Bases of impenetrable jungle represent areas of jungle that no models can enter,
5 and as such, you’ll only need to include one or two pieces in your collection.

B

CREATING SECTIONS OF
IMPENETRABLE JUNGLE

The foliage on a base of impenctrable jungle needs to
be so dense that no models can be placed on it.
L. Create your base in the normal way, and then
glue a number of large trees across it.
2. Fill the gaps between the trees with a
mixture of plastic jungle (oliage and
~ clump foliage.




SWAN\P TREE

Another way of con'-.trur.tmg trees for jungle bases is a wire tree. In this mbe,
we'll be showing how to make the kind of tree that: yowd find in a Mangrove -
swamp. This kind of tece, with its wide, tangled base of roots is ideal for bases of
impenetrable jungle, OF tO ACt as a centrépiece on another base. <

1. Start by cutting the
lengths of wire you'll
need to make your
tree. Ideally, the wires

should be twice the

height of the tree you
intend to make. Fold

- the lengths of wire in .
halfand make a loop-at

the folded end.

i '_-_-:-'.'.' -

ot
o s

2. Use the loop to twist
the wires together to
form the trunk. Once
you’ve finished, cut the
loop and form the
branches and  roots.

Make sure to allow for
darge roots and

drooping branches.

3. Cover the tree with a
layer of ready mixed
filler, and then paint

and add foliage to it & =
This tree doesn't havea
canopy - of leaves.
Instead, glue your . -
foliage to the ends of
each branch, following

the narural curve.




Ruins come in a variety of Shapes and sizés, from the reﬁzaii:;s of dwellings and

ifallen temples to ancient statues. On these pages we’ll b

be showing you how to

make a set of ruins to add to your collection of jungle te.rra n.

. CREATING RUINED BUILDINGS

For gaming purposes, keeping your ruins around the

same size as your bases of jungle trees will give you
emaximum flexibility in setting up your games. Smaller

“buildings also have the advantage of being relatively easy

10 build. Lots of smaller ruins can always be

laid out together to represent a larger

temple complex if needs be.

The ruined buildingﬁ',_sb(mvvn here are made from

arrangement of foamboard walls glued to a base, made
in much the same way as the bases yow'll already havel
made for your jungle picces. Tiles can then be cut from

card and added to the interior. Once the walls have been’
“glued in place (PVA woodworking glue is ideal for this);
you can bring the ruin to life by decorating it wi

clumps of foliage and flock.
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PLAYING"SPECIFIC SCE‘NARIOS

This board is set up. fm‘ fbe sc
The Batile of the Obsidian Colt I

L

This board is set up for the sc
The Fall of Kjell Red




tured paint gave the block the appearance of
a few coloured beads and plzmu: ‘akulls

el .the model

pa L




ossm' p 1 :
ll be showmg you ho_w to_ma_ke a swamp, and ow to use he same methods _

QALLS WORKSHOP
HOW TO MAKE

WARGAMES
TERRAIN

For more information
on building rivers,
and many other kinds
of terrain, see
How To Make
Wargames Terrain.




'qwamp The biggest dfffcrt:ncn

-of course, is the length. For th

sake of gaming flexibility and
storage, most gamers prefer to
make their rivers in foor-long
sections, which can then be
combined a variety of ways 1o
Suit your needs.
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While the presence of jungle encounters could easily bé indicated with an
simprovised counter, creating unique and characterful counters is quite
traightforward, and will go a long way to making your games come to life. We've
- brought together a selection of these encounters to provide you with some
_inspiration. : :

Carnivorons Plants ~
These plants were
taken from the-
tachan Heavy
s sprice, and
fated i

Leash worms — Tails
Ren from plastic
Skawven models make

perfect lash worms.

Poisonous Fungi -
Large pieces of
daquariun gravel can
be used to represent
poisonous fungi when
painted appropriately.

Native Traps —
This native trap
couditer is mddde

“ from two plastic

Saurus weapons,
with an fcon fron a
standard acting as
the trigger plate.




Stodrms — This swarm was
created using @ Kbemri Tomb
Stoarm, with the distinctive
Kbemprian bead vemoved and
replaced with the bead from a
plastic Zombie,

Native Curse - A
selection of heads taken
from the plastic Zombie
sprue indicates the
presence of a native
Curse.
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_ WHAT IS A CAMPAIGN?

It’s great when your victories give you an advantage the
next time you fight, knowing that your skill as a
commander is rewarded with renown and fear. When

The bottom line is that campaigns should carry on &
long as they're e¢njoyable and everyone is fighting
battles. The most important thing about your campaigns
is that everyone has fun. It's very tempting to include

everything and the kitchen sink from the outset, b
vears of experience have taught us that simple |
definitely the easiest way to run a campaign.

~ your battles are part of a bigger pictiife, where winning
~the battle means destroying the kingdom or halting the
tide of enemies — this and much more is what campaigns
“are all about. In a campaign you command armics as
- they march not only on the baulefield, but also across
the pages of history. Each battle counts, and the results
of cach paves the way to ultimate victory. As the
campaign progresses, each unit and character can gain
glorious histories and the loss of your favoured veterans
and heroes is met with groans of dismay.

This campaign is fairly simple, but has enough wrinkles
to keep things interesting and should hopefully give you
plenty of scope for playing games, both large and small
The campaign svstem_here is mainly concerned with
games of Warhammer, but there’s no reason why a greil
deal of it can’t be played with smaller scale games, eithet
by using fewer points or by using the Warhammet
Skirmish rules. This varidation in scale also allows you 0
devise new scenarios or battles as you go along
However you play your campaign, remember that thesé
rules are yours to do with as you sec fit. If one part o
the campaign rules doesn't appeal to you, don’t use il
Just remember that you have to be even-handed with
everyone playing it!

OVERVIEW OF
NODE CAMPAIGNS '

Node campaigns are a mixture of map and tree systems
(see the Warhammer Rulebook for more details on thes
types of campaign). In essence, it's a tree campaig
superimposed over a map campaign, with strategically
important points on the map forming the nodes, of

“There are many different types of campaign to play, and
all work in very different ways. If you've never played a
campaign, then reading the Campaigns section of the
Warhammer Rulebook will give you a good idea of what
they're all about and is a good starting point. The
campaign rules presented here allow you to play a node
campaign — a generic campaign that you can set
anywhere in the Warhammer world, burt later in this

_=hook we'll apply it to the Lustria setting to play out the
Rise of Sotek campaign. This campaign is what is known
as an open campaign, in that it doesn’t have a set ending
that you'll come to after a number of turns. It ends when
one player wins as described in the rules or after a set
périod of time if you only have a limited-time in which

to play. = =




itories, over which battles are fought. A normal way

deciding the winner is once a pre-agreed number of
ories have fallen to one player then that player has
‘the campaign.

¢h territory has a varicty of different scenarios to be
ed at cach one, so that players do not become tired
repeated battles at certain bottleneck territorics.
ain terrain is also associated with individual
tories. Some territories may represent large towns,

“mountains., You can use the terrain generators in the
ammer Rulebook or devise one tailored to your
terrain collection when setting up your campaign

eficlds.

each territory is joined to one or more others, you

determine how ecasy or difficult crossing the

ening terrain might be. If, for example, a well-laid

L joins two territories, armies will probably have no

ouble moving from one to the next. But should that

wity cross a mountain pass that the enemy controls

it will be a lot more difficult. This method

purages sneaky players to attempt to use short cuts

¢n otherwise distant territories, although there is,

0 .coumc the risk that their army may become mired
“and not move at all.,

ien it comes to determining what happens during the

ipaign turn’ of a node campaign (where players plan

eir strategies and armies move around the map), each

er makes a move, and the resulting battles are

L. One last point regarding node campaigns — they

ire very easy for two players 1o design between them

ithout the need for a referee, as all the rules are agreed

the nodes planned out before the campaign begins.

“Of course, having a referee design the campaign means

that e can build in some nasty surprises for the players,
15 ;o_l:eep them on their toes...

If you have a Games Master (GM) to referee your
campaign, it’s a good idea to get them to draw up the
map. That way it can be tailored to any maps you
already bave or are able to get your hands on from
either the internet or your local library. This way the
GM can include a couple of nasty surprises to keep the
players on their toes. The Warbammer world is a
dangerous place after all, and no one should feel
completely at ease moving from place to place.

CREATING THE CAMPAIGN MAP

Number of Territories

The region your armies are fighting over may comprise
a sizeable geographical area, but of this only certain
areas will actually be worth contesting. Of these, the
majority will be mines, farms, towns, hills or strategic

crossings. A map for a node campaign doesn’t need o £

be huge: in fact it's probably best kept to a manageable™s
size if your campaign is going to have any chance ol
coming to a satisfactory conclusion. To determine how

many territories your campaign has, roll 2D6 and add 4 7%

to the score. This gives you a number between 6 and 16,
enough for anything from a bijou campaignette to a
fully-fledged campaign that will last several weeks. Once
you have the number of territories in your campaign,
draw a quick map with the territories spread premy:
evenly across it. If you already have a map prepared,
place the territories at various points across the map in -
as even a spread as you can manage. Now that you've -
got the number of territories sorted out, it's time o
work out how they are linked together.

More than two players

If you have more than two players in your campaign,
then you will need a larger map to fight over. For ¢ach
additional player above two, roll an extra D6 for the
number of territories in the campaign, so in a s1x-piayer

campaign, you'd roll 6D6+4 territories
i

|FE\
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\ﬁ'"theory it's possible to march anywhere; but in
; pra(.tice. the dangers of straying too far from the

bedten track and the vagaries of terrain.make it easier
to-travel between locations by following established
routes of march. For this reason, the territories on a
_map are connected to other territories by a number
of routes of march.

* Starting with the territory nearest the centre of the
.map, roll a dice on the Routes of March table below.

If you generate a route of march, draw a line

~ connecting it 1o another territory.You can't draw a

route of march so that it crosses another route of
march, and two territories. ccan only ever be
onnected by a single route of march. Use the
priorities below to determiné which terri tory to draw
the soute of march to: -

me to a territory that has not yet been rolled for on
‘the Route of March table. If there are two or more
territories that have not been selected yet, draw to the
territoty with the least number of routes of march

already connected to it (just pick one if there is still

more than one possibility).

If all the available
territories have
already been
selected, then
draw a line to
the territory
with the least
number of routes of
march connected to jt
(just pick one if necessary).
Once you have generated all of the
routes of march from a territory
(because of a roll on the table, or
because you cannot draw a route
of march without crossing another),
tht.n select another territory and continue. If possible,

- the next territory selected must already be connected by

Example of c_reaiihg a Node Campaign _Maif

1. Rolling 2D6 for how many territories are in the map,
we roll a'8, which when we apply the +4, means thal
there are 12 territories on this map. W¢ then draw these
onto a.map, spreading them. fairly evenly around.

3. We now have to select a new territory to roll for. A
stated above, we continue with a territory that is al
connected by a route of march. Rolling on the Rout
March table we geta 1, which indicates no new routed
march.

Q&mte of March table

Result
No more routes of marth (re-roll on
first territory).

Add one route of march and the
finish.

~ Add one route of march (to a maximum
of six) and roll again. Once a territory
has six routes of march move onto
another. :




Iocation on your map. that's no guarantee that
walk in the park to get along it. All manner of hazard!
await the unwary general when he tries to take his arny
along a narrow pass or via a road that runs throug
haunted wood. Sometimes even the weather can put
crimp in the most ambitious plans. Commanders might”
choose to move their armies along safe routes of march
to ensure that their armies can be _reasonably sure of
arriving where they want to get to, while pamculariy
daring ‘commanders may decide to risk the more.
danguous crossings 1o circumnavigate their foes or get
“behind them. To represent the vagaries of teavel in the
Warhammer world, and the fact that-some routes of 5
march might be more difficult to traverse than others,
- ; we assign them a Difficulty Level. Roll a D6 for each
¢ we have finished rolling, two of the territories .. route of march on the map on the chart below to see
not connected to the others, so we draw one ‘whether there is any difficulty in passing along i
¢, connecting one of them to the rest. " Moving your army along a route of march is coveréd
o, later, so don’t worry about what this means just yet —.
basically, the higher the number you roll on the chart
the harder a route is to march along. ;

—
have our map, it’s time to deteemine how March
s the routes of march between the various D6 Difficulty Difficulty of Route

are, Once that's been done, we'll consult the

Type table and start rolling to find out what
territories are,

1-4 2! There are clear roads and
relatively easy terrain for an army
to march upon. There are few
barriers to an army that chooses
to travel along this route of

SKEGG| march. Armies must roll 2+ on @

' DO to pass along this route -'.:f
march.

tlement of Skeggi was founded in the year
by the Imperial Calander, by the Norse
urer Losteriksson. The colony soon became a
operations for Norse raids far into the
of Lustria, during which many precious
artefacts were plundered to be shipped
Old World, making the fortune of many

. Skeggi is to this day a bustling and

us port, a lawless place where the very
every sociely find a baven. No bebaviour is
eme to be tolerated there, and woe betide
;ul man who attempts to preach !o its

This route is not always open,
either because of treacherous
(.'()tl([iti()l'l!i or inaccurate route
information. Armies must roll 4+
on a DO to pass along this route
of march.

This route is hazardous in the
extreme and armies that set out
along it frequently do not arrive
at their destination at all. Arm
must roll 5+ on a D6 to

along this route of march.




“Once you have the map and routes of march prepared,
1t\"s time to see what each t€rritory represents, be it a
town, ruin or wizard's tower, etc. The table below tells

you how 1o establish what each territory represents and

later on, we’ll find out what it’s worth to your army. If

you already have a map you want to use, then simply
assign a territory type to each of the territories on the
map  based on where you have placed them,
Alternatively, refer to the table below for each territory
on the map, looking up how many routes of march are
connected to it. Then roll a D6 to Clt.lt:l‘mln(, which type

of territory it is. F-ﬂ

No. of routes Territory type

(D6 roll)

1: Wizard's tower
2-3: Monster's lair
4-6: Mining village

1-2: Castle

3-4: Farming village
5: River Ford

6: Mountain pass

1-2: Market town

3: Mercenary bazaar
4-5: Large town

6: Vital crossroads

1-3: Major city
4-0: Fortress

What eachi of these terrain picces means to your army

dealt with later, but for now it's enough to know th

holding more important locations will benefit your
campaign more than the less important ones. Mosl
locations have a Defence Value (DV) ranging from 010
4, representing how difficult it is to either capture the
location or how much resource you have to expend (o
bribe. coerce or otherwise persuade the occupants o
the territory to come over to your cause. Don’t worry
too much about the rules for this just yet, as they'll hc
described in more detail later. '

The rules presented in this section of the book fuf’l
capturing territories allow you to play the campaign
turn quickly and easily, getting to the big battles 1
quickly as possible, but many of the skirmishes or battles
that might need to be fought to capture these territories
can be fought using the Warhammer Skirmish rules, If
you have the time and inclination for this, then play as
many games as you can! .

The section at the end of each territory description tells
you what scenarios to play if an enemy army is in the
territory you are trying to claim, together with an
special rules that apply for that game.

-
FOREST GOBLINS

In the depths of the forests of the Old World, and
some say those further afield, are to be found |
turking the tribes of the Forest Goblins. Though not |
physically different from other Goblins, Forest |
Goblins decorale themselves with colourful feathers, I-*
often sticking the quills directly into their skin as |
they feel little pain. Metals are quite rarve in the |
Jorests, so the Forest Goblins trade with other I
Goblin tribes, swapping captives and fungus for
ores from the mountains. Because they don't have |
much metal at their disposal, Forest Goblins also |
like to use bones and teeth to make weapons and |
armour as well as for decoration. Forest Goblin | |
tribes have totem poles depicting Gork, Mork amf
the Great Spider, and this is where they meet before |
marching to raid a buman farmstead or burn some | |
unfotunate woodcutter's house.




smelteries that produu iron ore and are TENOWN!
ies need a lot of both to stay functional, so in the {uality of their atmoyrand'wegpons=allowing
ses only one army of each force may occupy a to better equip your warriors with superior wargear. Fo
B = iioiics (Beming village. large towaior each mining village you claim as your territory, you ma
i city) have special rules that allow two armies of upgrade one Core unit and its Champion to have an
same force to occupy them, but no matter what, non-magical weapons and armour upgrades normall
armies can never occupy the same territory. available to them for free for the next battle. You car

e change which units you upgrade between battles.
TERRITORY TYPES

’s Tower (DV 3) The mysterious occupant of this
};F location is a cackling wizard who may offer his
es to your army for the right price. So long as you D6 Result

captured this territory, you may include an extra 1-4

evel wizard — Level 1 (who takes up no Hero é : -
¢es) in addition to the characters you are normally 5-6  Meeting Engagement from the Warhammer

d to take for the points value of your army. This Rulebook.
zard may have up to 50 pts of magic items as normal,
one of these can be a Dispel Scroll. Wizards are a
unch, and no matter how many wizard’s towers
1 capture, only one wizard will ever come and fight
your armies.

only so much food and water in each territory,

Enemy Army Present: Roll a D6 to determine which of
the following scenarios is played: :

Pitched Battle from the Warhammer Rulehook.

Castle: (DV 2) Castles are sturdy constructions designed
to keep the enemy out, but they cannot resist a
protracted sicge. Armies moving into a territory
containing a castle that they have not already captured.
must halt their move there and cannot move further
my Armty Present: Roll a D6 to determine which of until they have captured it, even if it is not claimed by-
owing scenarios is played: the enemy. Armies that are Defeated or Broken and
Result need to be brought bgck o Full hgl}nns strength w1Ll qpt-
need to expend any Campaign Points if they have falle
back to a castle and roll a 5+ on a D6 in the Rebuil
~ Capture from the Warhammer Rulebook, with Armies phase, as described later.
 the Wizard’s Tower as the objective.

) Pitched Battle from the Warhammer Rulebook.

ster's Lair: (DV 2) The lairs of terrifying monsters
cereted amongst the crags and hills of this territory,
brave commander can break their occupants to his
I'to unleash upon his enemies. So long as you claim
territory, you can include any Monstrous Mounts e
available to your army at half the normal cost, troops are disbanded and take no further part in 1
ugh whoever rides them must pass a Ld test each campaign (until the next siege!). In addition to 1
or roll on the Monster Reaction table. Test again at agreed points value of the bautle, the defender 1
tart of the next turn, spend up to 200 pts on Besieged Player’s Lqulpm

Wy Army Present: Roll a D6 to determine which of Defeated armies must retreat from the territory
following scenarios is played: normal. _
3 Result River Ford: (DV 0) A shallow portion of a deep, fas
' flowing river that allows armies to cross this otherwise
impassable barrier. Armies may move from unclaime
Ambush from the Warhammer Rulebook. river fords (or ones it has captured) without expending
; a Campaign Point on a 3+ - though they must still eqﬁzii
or better the Difficulty Level of the route of march as
y normal. If the River Ford belongs to the enemy, then
THE FOREST OF SHADOWS armies must expend a Campaign Point as normal o
uated in the north-eastern region of the Empire, cross it until they capture it. Note that this is, in effeet, afs
Forest of Shadows encompasses most of the ‘free move’ so a player could move his army from the
e of Ostland. It is an eerie place; its trees are ford and then move again by using a Campaign Point as
like those of other forests, and are twisted into normal before any other player gets to act.
olesque shapes and covered with banging Enemy Army Present: Roll a D6 to determine which of
ains Of moss and lichen. Strange, bloated ﬁﬂ’tgf the foll()wn'lg n.(;(,nan(_)s; is playcd
oliferate there in the form of buge, bilious
ffballs and brightly coloured toadstools. Only
foolbardy would brave a night within the
rdepths, for bands of Beastmen, Goblins and
er evil creatures lurk within its dark beart.

'~ Flank Attack from the Warhammer Rulebook.

D6 Result
1-2

w1th the tmcl as th(. ()b]u.twt.

The Fall of Kjell Red Fist from this book.




FOREST SPIDERS

\J'm'eafs and jungles are infested with all kinds of
borrible creatures, of which spiders are probably the

- most numerous: Most are no larger than the palm of
a man's band, but even spiders this small can bave
a deadly”poisonous bite: Otbers are as big as
dragons, great bloated monsters that can bardly
move from their lairs and which are reveved by the
Forest Goblins as gods of the woods.

=

Mountain Pass: (DV 0) A winding Pathw ay through the
mountains that allows an army to cross the high peaks in
relative safety. Armies may move from unclaimed mountain
~ passes (or ones it has apturul) without expending a
~Campaign Point on a 4+ — {Imu;,h they must still equal or
better the Difficulty Level of the route of march as normal.
[f'the mountain pass belongs to the enemy, then armies
must expend a Campaign Point as normal to cross it until
- “they capture it. Note that this is, in effect, a ‘free move’ so
a player could move his army from the pass and then move
again by using a Campaign Point as normal before any
other player gets to act,

' f:nemy Army Present; Play Ambush from the Warhammer
Rulebook, with the invading army playing as the defender.

Market Town: (DV 0) A thriving region of bustling market
towns, this territory is a hive of activity, trade and
commerce. Unlike most territories, two allied armies. may
occupy this territory at-the same time. At the beginning of
:ach campaign mrn, roll a D6 for each market town you

= have captured: for every 6 rolled add +1 to your Cam p.lu..n

Point total.

Fnemy Army Present: Roll a D6 to determine which of the
following scenarios is played:

D6 Result

1:3  Pitched Battle from the Warhammer Rulebook.

4-0  Breakthrough from the Warhammer Rulebook.
Mercenary Bazaar: (DV 1) A wretched hive of scum and
villainy, mercenary bazaars are a great place to recruit hard-
bitten dogs of war to fight alongside your army. So long as
-you have captured at least one mercenary bazaar, you may

include anv permitted Dogs of War unit in one of your
5. armics as a Core choice.

- Enemy Army Present: Roll a D6 to determine which of the
lbﬂﬂ“ ing scenarios is played:

g ‘D6 Result : =
v 12 Pitched B.irdefrom the Warhammer Rulubook

THE CULCHAN PLAINS

To the south of the temple-city of Oyxl, the fungles |
give way to a vast and fertile plain stretching many |
bundreds of miles to the southern-most extent of the
continent of Lustria. Called the Culchan Plains, this |
vast expanse of land bas only been visited by a
bandful of explorers, and none can say what
mysteries it has yet to reveal. The plains are named
after their primary inbabitants, the buge flightless
birds called Culchan which, some explorers have
claimed, provide vicious mounts for the warriors of
the Amazon people. If any other peoples dwell upon |
the endless plains, they bave yet to be encountered |
by explorers.

Large town: (DV 0). A large and prosperous town with)
wealth, population and culture. Unlike most territories,
two allied armies may occupy this territory at the same
time. At the beginning of each campaign turn, roll a Df
for each large town you claim; for every 5 or 6 rolled add]
+1 to your Campaign Point total.

Enemy Army Présent: Roll a DG to determine which oft
following scenarios is played:

D6 Result
1-3  Pitched Battle from the Warhammer Rulebook.

4-6  Breakthrough from the Warhammer Rulebook.

Vital Crossroads: (DV 0) A strategic node in the landscape
that stands at a meeting point of many routes of m:
Armics can restrict movement all around by control of thi
vital location. Armies may move from unclaimed vl
crossroads (or ones it has-captured) without expending &
Campaign Point on a 2+ - though they must still equal o

better the Difficulty Level of the route of march as normal
If the vital crossroads belongs to the enemy, then armie!
must expend a Campaign Point as normal to pass from it
until they capture it. Note that this is, in effect, a ‘free move’
so a player could move his army through the crossroads
and then move again by using a Campaign Point as normil
before any other player gets to act.

Enemy Army Present: Roll a D6 to determine which of the
following scenarios is played:

DG  Result

1-3  Capture from the Warhammer Rulebook, with the
crossroads as the objective,

Breakthrough from the Warhammer Rulebook.




| werdant rainforests of central Ind. The lands of Ind

}

THE MYSTERIES
OF FAR-OFF IND

Many are the tales of wonder told by spice
merchants returned from the lands to the east of the
Old World, but few such yarns can be as bizarre as
\the accounts of the creatures said to reside in the

are rich and fertile, and ruled by aristocratic
b owm'lords Jrom their gorgeous palaces. Yet the
I:peqole are poor and superstitious, and revere a
| staggering array of gods and spirits, leaving
'qﬂ'eriﬂgs and saying prayers to them ceaselessly as
| they go about their day. One such spirit dwells
 within the rainforests, and is said to be a strange
| crossbreed of man and giant cat, combining the
wors.' fmrh uf each. !bv.-.c creatures are rarely seen,

Major City: (DV 1) A thriving metropolis of the
World, packed with people, wealth and a centre of
I learning and government. Unlike most territories,
allicd armies may occupy this territory at the same
. Al the beginning of cach campaign turn, roll a D6

r each major city you claim; for every 4, 5 or 6 rolled
#1 to your Campaign Point total.

a‘\

) Army Present: Roll a DO to determine which of

¢ following scenarios is played:
Result

154 Pitched Battle from the Warhammer Rulebook.

Breakthrough from the Warhammer Rulebook.

ng Village: (DV 0) A collection of communities
ad arable land that feeds the local area and nearby
ies. Unlike most territories, two allied armies may
cupy this territory at the same time.

Enemy Army Present: Roll 2 D6 to deter
the following scenarios is played:
D6

I-4  Meeting Engagement from the Warhammer
Rulebook.

Result

5-6  Pitched Battle from the Warhammer Rulebook.

Fortress: (DV 4) Fortresses are huge, powerfully built
strongholds able to resist the ravages of all but the
most determined attacker. High walls and stout towers
protect the defenders and only by smashing down the
walls will a besieger carry a fortress, Armics moving
into a territory containing a fortress that they have not
already captured must halc their move there and
cannot move further until they have captured it, even
if it is not claimed by the enemy. Armies that are
Defeated or Broken and need to be brought back to
full fighting strength will not need o expend any,
Campaign Points if they have fallen back to a fortress &
and roll a 3+ on a D6 in the Rebuild Armies phase.
Fortresses may not be fortified, except to bring them
back to their original Defence Value; such an
endeavour would take many years and more gold than
is available in times of war.

Enemy Army Present: Play the Siege scenario, from the
Warhammer Rulebook, with the army moving into the
territory as the assault force. For the purposes of this
scenario, and this scenario only, the attacker may/pick:
extra Il‘nnp‘- and tqmpmu\r 50 llml his lnru' is [wi-'.:&r

agreed points value of the battle, the defender may
spend up to 200 pts on Besieged Player's Equipment
Defeated armies must retreat from the lcrrllory
normal.

NAMES

All that's

left now is to name each territory, and {hcrc
are plenty of examples throughout this book and other
Warhammer games and books.
have a map that you want to use already, simply wnu.f
them on each terr itory. Now that you have your map;
vou're ready to begin playing.

Alternatively, if you:




"f‘o__ play this campaign, you need at least two players,
thongh this system works well with up to four or five
“players. If more players want to take part, then you'll
need to increase the number of territories, as described
carlier, so that everyone isn’t immediately thrown into
conflict on the first turn.

DEPLOYING FOR BATTLE

Once you've generated your map, each player chooses
two armies as normal from the Warhammer Armies book
of their race. Both these armies sh{)‘i'léd be to the same
points value, but, aside from that, cach can be
completely different if you want. It doesn’t matter how
~many points you choose, so long as both armies are the
“same value, Don't worry about being stuck with the
same armies all through the campaign; you may freely
change the composition of your army between games,
allowing you to reap the benefits of newly-conquered
territories.

Once the players have chosen their two armies, they

- need to be deployed on the map. Players roll a D6 and
: whoever scores highest gets to place one of his
armies first, placing it anywhere he likes
on the campaign map. The player who
scored next highest then places his
first army, though he must
place it so that there is at
least one clear territory

LAYING THE GAME _

If you don’t want to rely on the vagaries of random
chance to decide the order of play for your
campaign, then the GM can decide it for you. This|
may be due to a number of reasons, but should most
often be because he bas some dark, ulterior motive
for baving certain players act at certain points. ..

berween him and his opponent. Once all the playes
have placed their first army, the player who deployed
first then places his second army, also leaving &
minimum of one territory between him and h
opponents’ armies. You may place your own armies &
close to each other as you want, even in the s
territory il it can support two armies. Next, the playd
who placed his army second puts down his final armg
with the same restrictions as before and so on. Once
the armies are deployed, you're ready to begin playing
The territoriésyour armies start in are automatic
captured. = = o

=

THE CITADEL OF DUSK

At the very tip of soutbern Lustria stands the High
Elf port and garrison of the Citadel of Dusk
Though few other than Elves bave visited the port,
the citadel itself is said to be an impossibly tall,
needle-thin structure, the foundations of which
may in fact pre-date the Elven civilisation in ils
origin. The port is home to a large Elven fleet, and
it is used as a base from which the Elves patrol the
southern reaches of the Great Ocean and the seas
beyvond the Turtle Isles. From there it is said they,
control trade routes stretching as far as the distant
islands of Nippon.




HE CAMPAIGN TURN

‘campaign is broken down into campaign turns, in
ch each player gets to move his armies around the

capture territoriés and fight their enemies. During
each player starts by generating a number of
npaign Points — the more points he has, the more
“he can achieve in a wrn, be it moving an army

territory toterritory or fortifving one of his own -

imritories. The campaign turn is further broken down
) four phases: Generate Campaign Points, Rebuild
iies, Spend Campaign Points, Resolve Battles.

INERATE CAMPAIGN POINTS

."e beginning of the campaign turn, cach player
nerates D31 Campaign Points, though they may be

0 generate more as their realm increases and they

eve certain objectives. You can use all, some or

of your Campaign Points as you see fit, though any

inused Campaign Points are lost at the end of cach
npaign turn. How 'you use Campaign I'Ppintsl is
ed later on, but the more you have the easier it will
move your armies and strengthen your power

ILD ARMIES

ies that were Defeated or Broken in’ previous
‘must be rebuilt, with men being recruited from
ocal populace, weapons being issued and supplics
distributed to the, soldiers. How you rebuild
is detailed latér on, but it is at this point in the
gn turn that you bring them back to full fighting

D CAMPAIGN POINTS

phase you may use your Campaign Points as you

moving your armies across the map, fortifying

5. building roads, etc. These :lCtI(')I'lb are all detailed
¢ following section.

OLVE BATTLES

ry player has spent as many Campaign Points as
cany unused Campaign Points are lost and it's
b get fighting! Any opposing armies that end the
turn in the same territory must fight a game of
Warhammer. Details of which scenario to play, along
‘special rules, can be found in the section that

h the various terrain types.

fE_B OF PLAY

who rolled highest on ‘the D6 roll. for

ent gets to act first in each phase in the first

impaigns where there are more than two

of their turn as described above and may use
iwmber of ways. How you use your Campaign

COATL THE GUARDIANS'_
OF THE SACRED PLACES

One of the most rare and enigmatic cremm'ec to be
Jound in Lustria is the Coatl, Sporting a long,
Sinuous, snake-like body, a dragon's bead and
massive feathered wings, the Coatl is more than just
an unlikely accident of evolution. The Coatl are
powerful manipulators of the winds of magic, and
are said 10 have the power to alter the jungle
around them to draw invaders away from the | -
‘sacred places .in which they dwell, and into the |
leech-infested - swamps surrounding them. It is
thought that the Coatl are in some way related to
the Lizardmen deity Tepok, for they are venerated
by the Lizardmen as a manifestation, messenger or
even an avatar of the god of the air, of magic and of -
sacred places, and are beseeched by Skink priests-
whenever a particularly important bolv place in
under threat from invaders. !

t..lmpalgn turn, all unused Campaign Pmnn are Ioes;
Keeping the order established by the D6.roll at the start -
of each campaign turn, players take it in turns to-spend
()NI-‘ Cam])algn l’uint resolving any movemeént or

Points, so these may [ﬂk(:‘ scvcr'il of your turns to .a;
the campaign turn to complete. These may be
over several consecutive campaign turns to comph

- the action.

Campaign Points can be used to carry out the following -
tasks: :

Rebuilding Armies

I's a hard fact of war that sometimes your armies wlli -
lose battles and need to withdraw .to regroup their
strength. If one of your armies is defeated in battle you
must spend Campaign Points to rebuild them before
you can send them back into battle. Armics that are
Defeared must spend 1 Campaign Point in the Rebuild 752

Armies phase to return to full fighting readiness. Armies

that are Broken must spend 2 Campaign Points in the
Rebuild Armies phase to. return’ to full fighting
readiness.

Moving Armies

‘Moving armies is hard work, it takes a lot of effo
marshal men, beasts and supplies to move them f
place to place and it’s not always possible to p
how quickly they can move about. It costs 1 Ca




< =5 can only move betwwn Aerritories along routes
_.bf march and can only do so if the controlling player
wlls cqual to or above the Difficulty Level of the route
of ‘march. So, for example, moving along a route of
march with a Difficulty Level of 4 would mean that an
army could only pass along the route of march if the
controlling player rolls a 4, 5 or a 6. If you fail to roll
high cnuugh. your army stays where it is, but you still
have to spend the Campaign Point. Only armies at full
fighting readiness may move; armies that are Defeated
or Broken must be rebuilt first. If a territory is
unclaimed or belongs to you, your armies may move
onwards freely, but if it belongs to -"._-encmy, you must
.capture it before you can move further. If two enemy
Aarmies find themselves in the same territory, neither can
“move on until they fight and dne is forced to retreat.

Fortifying castles
Castles are great defensive bulwarks and make it more
difficult for your enemies to advance through your
territories without expending their resources to capture
them. You can choose to fortify any castle you control by
spending a total of 2 Campaign Points, which increases

- its Defence Value by +1. You can further fortify a castle,
but only to a maximum Defence Value of 3.

_ Fortifying Settlements
It’s all very well capturing territories, but if the enemy
razes them to the ground, then there's not much point
in controlling them! You can make it more difficult for
your enemics to capture your towns and villages by
- ¥ having the villagers erect palisade walls, dig ditches or
otherwise hinder your foes. You can choose to fortify
any mining village, farming village, market town, large
- town or mgjor city you control by spending 1 Campaign
- Point, and adding +1 to its Defence Value. You can
further fortify these locations, but only to a maximum of
'[)efem : Value of 2.

CHUPAYOTL
Off the jagged cliffs of the south-east coast of
"-i:;_astria lies the submerged, golden city of
Chupayotl. The most southern of the Lustrian
| Ademple-cities, Chupayotl slipped beneath the waves
A ~during the ancient Age of Recovery, some four
o _;".'-G.b(msaud years before the rise of Sigmar. The
‘golden city lies far below the surface of this
turbulent sea, in a vast, sheer-sided channel that
- drops for thousands of feet into icy darkness. Here
dwell all manner of terrifying and vicious
predators, with glowing eves, pallid flesh and
'T‘ﬂf"sswe gaping maws filled with millions of
: _t‘m.’d teeth. It is said that an undersea empire
now occupies the ancient city, an ancient, hateful
race that occasionally makes forays to the ocean’s
surface in the dead of moonless nights to drag

[gmfommare sailors to their doom.

Building Roads

Armies can make much better time along roads an
much less likely to be delayed while en route.
build roads along a route of march that leads
of your territories by spending a total of 2
Points to build roads, fell trees, find the best
otherwise make it easier to move along the
march, For every 2 Campaign Points spent
roads, reduce the Difficulty Level by 1, but no
how many times you build roads, the Difficulty |
never drop below 2.

Espionage

Wars and campaigns are not just won on the ba
Behind every general is a ruler whose machina
behind the scenes may hold the key to victory. You:
despatch an assassin or spy into one enemy’s la
sow discord or otherwise disrupt their pla
expending a total of 3 Campaign Points. Once you hi
spent your 3 (‘am:pmgn Points, roll a D6 and co
following charts®

D6 Result
1 The spy is mptun:d During his subseq
torture he gives the enemy com
useful information regarding your own g
and adds +1 1o their total of Campaign
in the next campaign turn,

Misinformation planted in the eng
command hinders their movements. Dedug
from their Campaign Point total in the ng
campaign turn,

The enemy is tricked into believing the spi
lies. You may immediately employ 1 o
Campaign Points to move one of his
following all the normal rules for movet
in the next campaign turn., '

An assassin manages to work his way into
enemy commander’s chambers and slays
You may choose any character in one of
enemy’s armies that will play no part in:
battles he is required to play in the ng
campaign turn.

CAPTURING TERRITORIES

Unclaimed/Undefended Territories

Territories with a Defence Value of 0 are .J.utumal:l
captured if an army finishes the campaign turn on thes
but not if it merely moves through to get to ang
territory. Any benefits accrued from captured territor
will apply in the following campaign trn. When
capture territories, it's a good idea to use a coloured
(or something similar) to mark that the territory no
belongs to you. ]

Enemy/Defended Territories without an army
Enemy territories without an army in them or unclaimed
territories with a Defence Value greater than (0 are
captured by the expenditure of a number of Cam;
Points equal to the territory’'s Defence V
representing the warriors and supplies required 1o
siege o the territory and capture it. You can combine i




came round again, you could

aign Point to capture it, then later

1o move on to another territory.

m only spend one Campaign Point
‘the next player, so it's possible that
_high Defence Value, its owner might
re you can break down its defences o

ries with an army

“armiy in the territory, then you must
‘Warhmmmr to claim it in the Resolve
tles are fought in the order in which
ated. Which scenario you play and any
¢ or other army are detailed in ecach
otion. The winner of the baule captures
¢ (or holds on to it) and the loser’s army is
el (or Broken — see opposite) and must
¢ battle results in a draw, then the army that
territory last will retreat in good order by
route to the nearest friendly or unclaimed
L can support it, Armies that retreat in this
e not defeated or broken and do not need to

in the Rebuild Armies phase.

n in the Resolve Baitles phase will attempt 1o
order along a route of march — rolling to
gat the Difficulty Level as normal — that leads to
that can support it, which is either owned by
d army or is an unclaimed onc (in other
¢annot retreat to a friecndly or unclaimed
yi -inapablc of supporting two armics if there is an
dy there). A retreating army that cannot retreat
4y such territory or fails to equal the Difficulty Level
route of march will retreat by the shortest route to

THE PIRANHA SWAMPS

The Piranbha Swamps consist of mile upon mile nf
stinking mire, drowned in the shadows cast by the
jungle canopy hbigh above. The dark waters are.
bome to not just one variety of piranha fish, but a
staggering diversity of predatory water fife. Al the
approach of likely prey, the brackish waters boil
with the savage thrashing of the beasts within, and
to attempt to navigate them by foot or by boat is to
invite a certain, though mercifully quick, death.

a friendly or unclaimed territory, but is now considered

to be Broken. If there is a friendly territory that contains

an enemy army (for example a territory being attacked by

an enemy army) then the retreating army s automatically
Broken and will retreat by the shortest route to the next &
nearest friendly or unclaimed territory that can support its

Defeated and Broken armies

Defeated or Broken armies cannot move or claim new
territories until they have been returned to full fighting
strength by expending Campaign Points in the Rebuild 5
Armies phase of their next campaign turn. If for any -
reason, you cannot rcbuild an army then it remains =
Defeated or Broken for the rest of the campaign turn
Defeated or Broken armies must play the Last Stand
scenario from the Warhammer rulebook as the Defenders.
Any result other than a win for them in the Last Stand
scenario means they are destroyed and ke no further:
part in the campaign - so try not to let this happen! Shoul
they win, they are immediately returned to full fightin
strength without the expenditure of Campaign Points =
buoyed up on a wave of euphoria and plunder, -~ 4




; Whm an army mvadu ate mmn' 1ml captures its fields
and villages, it's not going to be a bloodless affair.
thnqw a location with a Defence Value is captured,

‘either by the expenditure of Campaign Points or by -

,winning a game of Warhammer, reduce its Defence Value
.-by- 1 to a minimum of 0. The only t.'(upunns to this are
wizard's towers, mercenary bazaars and monster’s lairs,
which never have their Defence Value lowered,

—_ WINNING THE CAMPAIGN

All this fighting will eventually lt.ld to one general

defeating the other. It may take amnu time and many
hard-fought battles, but cw:mu'llly ‘the campaign will -

~ have a winner. In a campaign with two players, the
-~ winner of this campaign is thesplayer who; at the end of
any campaign turn, has captured 75% or more of the
tertitories on the map (rounding up). So, for example,
in a-campaign with 14 territories, a player would win if

he captured 11 of them. In campaigns with more than.

two players, the winner of the campaign is the player
who, at the end of any campaign turn has captured 50%
of the territories on the map. You can vary this
“depending on how often you get to.play or simply say
that the winner is the player with the most territories
after a set length of time; a few weeks or perhaps even
months. Whichever method you choose, 1o

have won, you'll have fought harder and

. more courageously (or ‘despicably)

™. " than any other genceral. Well done!

* THE BEAST OF
CLAN PESTILENS

At the dawn of the Age of Strife, the Skaven Clay
Pestilens were a_clan not unlike the vast bulk

_Skaven-kind, for they had yet to fully embrace

pestilence for which they later became SYnonymous.
Al the outset, the clan maintained a stock of mighty
Rat Ogres, though the .numbers of these beash
dwindled as the wars dragged on. One such Rat Ogne
was a buge, bemuscled brute; even for a Rat Ogre s
strength and vimfs'ty only increasing as the clan
became more enamoured of disease and filth. Thi
monstrosity was never beaten, until the ancient
venerated Kroxigor Nakai appeared upon the eve
battle. The two buge creatures sought each other oul
Jfrom the very start of the battle, which soon beca

a mere backdrop.to the titanic clash. Foul diseases
leaked froni the wannds Nakai inflicted upon it
coming close-to i‘oiférﬂ:!klming the mighty Kroxigor
Al the last, Nakai cut the beast down, but in so doing
was spattered with stinking gore. The Kroxigor was
immediately gripped by a fierce fever and collap
into a deep coma. Fearing be might perish, th
Skinks attended to bim with the most potent balns
and ointments they could concoct. After many long.
months, the Kroxigor's fever broke, and be regained
consciousness, staggering to bis feet and making off
once more in search of those enemies who would

_ defile the realms of the Lizardmen.




ETERAN HONOURS

r the course a long campaign season, warriors and
leaders accrue experience, tricks of the trade and 0lh(.r

andy survival skills. As they fight more battles, they

ome hardy veterans and may learn skills that help

lem survive the next battle. Such units wear their scars

%___' pride and their renown tr:wels_ahcacl of them,

ng fear into the hearts of their enemies. The rules

n below allow you to represent this, but don t feel
have 1o use them, it’s up to you.

neither the Vampire Counts or the Tomb Kings
mies are noted for their capacity to learn from °

erience, and tlun.f(m. may not use the following
Sorry!

RNING VETERAN POINTS

gach army fights it will earn (or lose) Veteran Points.
he end of each battle, note down a total of Veteran
nis carned for each unit and character based upon
actions it took during the barttle. Note that all
Points bonuses or penalties are cumulative,

ning and losing Veteran Points’

10 Veteran Points accrued by a unit allows it to
: one roll on the Unit Veteran Renown table.
acters gain and lose Veteran Points in the same way
its and if they were part of a unit that achieved one
the above actions then they too gain or lose the
td Veteran Points. Every 10 Veteran Points accrued
aracter allows it to make one roll on the Character

Honours table. Keep a record of each unit’s and
er's total of Veteran Points-as the campaign

L.
i
b

5. These Honours ¢ost no points and apply until _

"ﬁme as the unit loses it by losing Veteran Points and
ng below a 10-point threshold (see later).

s during the battle Veteran Points

Earned
n a battle. - +2

in a battle that was won. e +1
in a battle that was lost. e i -1

Lin an army that massacred
my army. +2
in an army that was massacred.. : -2
d an enemy unit to flee defeating it in close
{a number of units can gain this from .
g the same enemy unit).

'L close combat, whether caught
LLES Or not,

any reason other than close combat.
or flecing from any source.

defending army that won a

sism! Agree with your opponent one
‘army that you both feel has performed
‘and courage worthy of great renown.

LOTL — DELIVERER OF
THE RUBY SANCTUM

Though the Age of Strife was undoubtedly the era in
which the Skinks played the greater role in the plans

“of the Old Ones, the remainder of the Lizardmen did

not sit idly by while war raged across their realm.

 Though great niunbers of Saurus were cut doun by

the plagues of Clan Pestilens, many did resist its
virulence and fight thé Skaven. One such warrior

.was the. mighty Lotl, a Saurus leader from the

temple-city of Xlanbuapee. Though many of Lotl’s
spawnings were struck down by vile plague, the

- warrior  bimself  displayed a  prodigious

constitution. This was fortunate, for it was Lotl
alone who held the gates of the Ruby Sanctum when
the most vile of pestilent winds dectmated his
cobort. When Tebenbauin led a relief force to join
up with Lotl, the propbet found the Saurus 7
surrounded by many bundreds of slaughtered’

. Skaven, and declared that the Serpent God was well

pleased with Lotl's offering. From that day forth,
Lotl marched alongside the Propbet, and was
present at every major battle of the era.




-Losing Véteran Honours ;
_#Fa Character ot Unit's Veteran Points total ever drop
‘below a 10-point threshold- (10 points, 20 points,
30> points and so on) it will lose one randomly
“determined Veteran Honour. For-example, a unit with
27 Veteran Points and two Veteran Honours fights in a
battle that goes particularly badly for them. Consulting

“the rable below, they lose 9 Veteran Points, taking them

down to 18 and thus below a 10-peint threshold. One of

_the unit’s Veteran Honours — chosen randomly — is now

" _lost. Of course, the unit can earn (or lose) more Veteran

== Points in future battles, whereupon they will be ¢ligible

~ to make anothér roll on the table (or lose yet another

Veteran Honour!) if they .cross a 16: point threshold
once more. ¢ '

Unit Veteran Honour Table — Units may have
only one of each honour. Roll again if a
duplicate result is rolled.

DG Veteran Honour

1 Lucky
Once per game in the Shooting phase, the
-unit may force one enemy unit to re-roll all
successful To Hit rolls or any roll of the
Artillery or Scatter dice that tar"gi:t the unit.

2 Fated
Once per game, the umt may re-roll all
failed Armour Saves in any single phase of
its or the enemy’s turn.

_ 3 Steady
~ Trained to maintain ranks no matter whar,
the unit may re-roll failed Panic tests.
Re- rull this result if the umt is_already
immune to Panic.

Bloodthirsty =
‘The unit may re-roll failed To Wound rolls
in the first round of close combat.

'Chal‘l_acu_ir Veteran Honours Taﬁlc — Characters |
" may have only one of each honour. Roll again

" if a duplicate ru.ult is rolled.

D6 Veteran Honou.r

1  Rousing Ora(m'. _
Any unit with a model within 6" of the
character may add 1 to its Leadership (to a

" maximum of 10) whcn attempting to rally.

Lightning Reflexes

~ Once per phase, the character may re-m]l
any failed Armour Saves.

"Hard to Kill _
The character adds 1 to his Wounds
characteristic.

Deadly Warrior

The character adds +2 to his Weapon Skill,
to a maximum of 8. Re-roll if the character’
Weapon bklll is already 8 or greater.

Great Reputatimr

The character ad_gls__ +1 to his Leadership, to
a maximum of 10: Re-roll if the character’s
Leadership is already 10.

* Great Strategist
The character allows the army to re-roll th
dice when determining who gets the
turn in scenarios where this is decided by
dice roll. In scenarios where this is
predetermined result, this honour has nd
—effect.

‘Hardened
~ Hardened to the horrors of close combat,
~ the unit may re-roll failed Break tests. Re-
- roll if it is already Unbreakable or Immune

~ to Psychology.

Feared =
The unit causes fear. If it already docs, it
now causes ferror! Re-roll this result if the

unit already causes either of these effects,

: POQENICHI - &
BEARER OF THE WARBANNER
OF THE RED HOST

Throughout the tumultuous Age of Strife
Tebenbauin’s armies always marched to wa
beneath the protection of the Prophecy of Solek
carved upon its plaque and held aloft by U
prophet himself or by bis attendant. But
lesser totems of the Serpent God accompanied
arnties, and the Red Crests and their chiefs ca
these. Some totems were serpent-forms nid
gleaming gold and studded with green and
gems, whilst others bore inscriptions of the u

 of Tebenbauin. One totem was a hide cul fro

back of the Plague Pontifex Quetch, who
defeated by the Skink chief Pogenichi at the B
of the Golden Stair. Pogenichi mounted
plague-ridden bide upon a pole and bore
battle as the army’s warbanner, and so re
was its stink that the entire army was dri

a murderous rage by its very presence upol
Sield of war. '







his section of the book presents a detailed history of

the Rise of Sotek — a deamatic and tumultuous period THE ENG|NES OF THE GODS
that culminated in the portentous appearance of the twin- - AL the beight of the Siege of Quetza, the Prophet

: [a;]fl(cll c[(nnlt.r t”: tht:; nll’gl:l :klcs oiboxc kt h:ﬂb\!(!(‘]u;ha)m:'lml' Tebenbauin led a small, select group of bis disciples
s W S hAy S s 50 itﬁ X DI e deep into the steaming jungles surrounding the

amidst the ruins of Chaqua, while across the ocean'in the temple-city. As the sun rose on the third day
nascent Empire, Sigmar was uniting the tribes of Man and following bis departure, the Prophet of Sotck
leading them first against the Goblins.of the Worlds Edge L 0 “ mfgh TRt aliin Yorls
Mountains, then Nagash at the Battle of the River Reik and stegadon. Upon. the beast’s back i P

I i The .
finally the Skaven of the Middle Mountains. _[.hc artefact of incalculable age and power, one crafted
Lizatdmen refer to this war-torn period as the Age of Strife, Zyooe
according ta ‘the: ﬂz_@smﬂom ways of the Old Ones
-and for good reason, for it saw their ancient empire almost ;
themselves.” Up - the propbet's command, the
brought to its knees by the evil plagues and machinations '
device became bhi'bed inactinic rays, and a mighty,
of the rat-spawn.-Only the dedication and courage of
iy 5 i i twin-tailed coniet Mcem?t’d from the sky, to impact
Fehenhauin, the so-called Prophet of Sotek, allowed the
ik : . IR . with an atngbty exp;psion within the hordes of
Lizardmen to overcome their foes, and brought about the
o fhie Serient Gad Tt Skaven, ki!img bundreds of rat-spawn in an instant.
S it S e This mighty war machine of the Old Ones proved to
~ The Rise 0[ Sotck is presented in two main sections, be the first of a dozen, which Tebenbauin awoke

followed by two variant army lists.. The “first section Srom their eons-long sleep within the most hidden of
contains the history of the Age of Strife, starting with the Pplaces within the jungle. 1t is said that only one
_rise of the Skaven Clan Pestilens, and giving details of the truly chosen by the Old Ones may employ such a

“1,500-yearwar that ensued. You'll find details of the major weapon, and they remain the rarest (y' sights upon
~battles, the characters involved, and 4 lavish map of the batilefields of Lustria.

central Lustria, the area around Chaqua that saw the
bulk of Lhe hghtm], Lhmug_,huut the pcrl()d lh15

they can take any period of the Warhammer world's
long history and turn it into a playable campaign. Using
this system, players can re-enact many of the pivotal
confrontations of the war berween the Lizardmen and
Clan Pestilens. And this is the key to this campaign — the
Rise of Sotek happened many centuries in the past of
in Lustria section and applies it the Warhammer world, and the Skaven have long since
to the Rise of Sotek been banished across the World Pond. But using this

background, showing system, players can re-fight the war, to see how they
players exactly how themselves fare under the burden of command of an
entire empire.

Using the heroic honours presented in the Campaigning in
Lustria section, you will be able to watchas your characters
and heroes steadily become figures of legend. These
characters. will. become mighty warleaders and potent

- warriors as the campaign progresses. But beware, for
ch warriors will be sought out by their enemics,
_They will seek to challenge them and lay
hem low in mortal combat. But as a
player, seeing your hero become a
_mighty leader while fighting off
~ challenges from his foes' is a
—wemendously satisfying element of |
campaign play
~ that  normal,
~-one-off games of
Warhammer  can
rarely provide.

=



ne of the most significant events in the history of the

Lizardmen is the rise of the cult of the Serpent God
~ Sotek. Traditionally, the gods of the Lizardmen were, and
- dtill are, the Old Ones: such shadowy entities as Tlaxcol,
. Chotee, Quatl, Tzunki, Xapati, Huanchi and the
- Inscrutable Tepok. Sotek was a new god, an upstart god,
~ the god of the Skinks. Now Sotek reigns as the great god
~ ofthe Lizardmen, eclipsing even the shadowy Old Ones.

‘THE OLD ONES

“All of the Slann who knew the Old Ones when they
~dwelt upon the earth are now dead. Although the
“younger Slann were spawned in the time of the Old
Ones before the Great Catastrophe, they never actually
saw the Old Ones. The Slann of the first spawning acted
&5 intermediaries. They were the only Slann wise
~ enough and mighty enough to be permitted into the
* piesence of the Old Ones. All lesser Slann faithfully and
~ unguestionably worshipped and obeyed the Old Ones
- 45 though they were living gods, but had no idea what
they actually looked like. They represented them with
various carved images, totems and idols derived from
the hearsay and imagination of the Mage-Priests. As far
a8 lesser Mage-Priests and the mass of the Lizardmen
- were concerned, the Old Ones were indeed gods.

- THE PROPHECY OF SOTEK

~ When the Old Ones perished, so too did the Slann of the
lirst spawning. The Slann who remained continued to
~enerate the Old Ones as gods. The last of the first-
~ Spawned Slann had inscribed the great world plan of
‘the Old Ones onto sacred plaques of gold
" before they themselves perished. These
~plaques  were  copied by the
_femaining  Slann and
* fecensions of the sacred e
S were created in all the ' :
It is not certain
were faithful in 28

plan
temple-cities.

whether all the copies

; every detail to the master
‘Copy, half of § which has now vanished through
iﬁe predations of plundering invaders. For °
* this reason, every sacred plaque is precious to the Mage-
liriests, because it may reveal unknown. details of the -
divine plan of the Old Ones. The Mage-Priests will go
any lengths to retrieve sacred plagques whlch 2
¢ plundered from their temples.

_r countless centuries the Prophecy of '

Sotek was an obscure detail known from
only one plaque, which was kept in the great
t-- imid temple of Chaqua, Only the Mage-
friests of this city knew about it and never
'_n(lcrcd its meaning for very long in case the other

summrm Jorth the rodent god and bis evil epawn to delwer plague and pesutenc
upon the land named Lustria.”

Extract from the Propbecy of Sotel:

Mage-Priests should read their thoughts and deman
that it be rendered up to them or, worse still, demar
that it be purged as corrupt. The Mage-Priests of Chaqua
believed that this prophecy was the true words of the:
Old Ones but since it was to be fulfilled in the distant
future, like so many of the other intentions of the Old

Ones, they did not concern themselves with it before the
appointed time.

The Prophecy of Sotek not only predicted the collapse
of the warp gates but also the cataclysmic invasion of
Lustria by the Skaven. As the Skaven were not part of the
Old Ones’ sacred and enlightened plan they are treated
as enemies by all those who follow the Old Ones.

£

This cataclysm had to be endured. It would comé, ‘it
would rage for many centuries and in due course it
would pass. The prophecy predicted the ruin of many =
cities, including Chaqua, and the spreading of a great
and terrible plague. :
The time of the rodent spawn would eventually be
brought to an end when the mighty serpent Sotek would—ﬁ
appear. Sotek was destined to prevail over the roden
spawn and would bé hcrajﬂgd by the appearance in the
sky of the forked tongue of nt. The Mage-Pri
of Chaqua considered Sotek 16 be none. other than oné
of the Old Ones who wnuldéuum Lo save his f:uthfulgﬁ

servants from the dire peril tha lewm




“It was not until rumours of a virulent pestilence arrived
iFl‘--QJh:tqun that the Prophecy of Sotck was scrutinised by
theé” Mage-Priests. This took a long time, and in the
meanwhile many of the Skinks in the city began o
sicken and die. Finally the Mage-Priests proclaimed the
prophecy 1o the population and despatched a warband
of Skinks to find and attack the rodent stronghold and
bring back captives for sacrifice. The Mage-Priests had

“made up their minds to invoke Sotek in an awesome

stench of the rat servants of his archenemy, the Rat God,

Few of the Skinks returned, but thé'st?_who did had not
‘returned empty handed. Unfortunately their captives
brought the plague into the cig‘ with them. The Skaven
“chicfs were duly sacrificed upon the new altar of Sotek
~and the god was invoked. Within weeks, ‘the city was
devastated by pestilence. The Mage-Priests perished.
and their Saurus bodyguards took their remains into the

determined to dt:fr:n_d their masters to the bitter end.

_- ritual. They hoped to attract the god with the smoking .

crypts and sealed up the passages from within,

While this was going on a new sight appeared ‘in the
sky, a eomet with a two-tailed shaped like the tongue
of an enormous serpent. The last Mage-Priest left alive
at Chaqua witnessed its coming through rheumy, pus-
weeping eyes, before being sealed forever within his
temple. He attempted to communicate the prophecy to
his peers, but his body was wracked by plague and his
prodigious mind gripped by fever and his message was
garbled and incomprehensible to his fellows. This sign
was viewed with awe and consternation in all the
Lizardmen cities, but try as they might, none of the
Slann Mage-Priests could interpret the omen. It was
not predicted in the glyphs on any of- their sacred
plagues. Only on the plaque in Chagua was this event
predicted and its meaning made clear. The Slann of
Chaqua were dead and none of the Slann Mage-Priests
in the other cities were even aware of the existence of
such a prophecy.

THE MIGRATION OF
THE RED CRESTED SKINKS

The surviving Skinks of Chaqua were left leaderless.
The Skinks of that generation were red crested and the
greatest among them was Tehenhauin. He proclaimed
himself to be the Prophet of Sotek and rallied the other
Skinks to him. Tehenhauin declared’ that the sign of
Sotek had appeared in the sky as predicted by the
sacred plaque of Chaqua. The sacred plaque of the
prophecy was placed in a reliquary and taking this with
them, the entire population of Red Crested Skinks
deserted Chaqua and migrated ahead of the plague.

Wherever the Red Crests went, they proclaimed the
Prophecy of Sotek and urged the sacrifice of rat spawn
to invoke the god, All Skinks were swayed by this new
cult, especially as it was the Skinks who were the main
victims of the Skaven plaguces.

Tehenhauin and the Red Crests proliferated the Cult of
Sotek, leading armies against the Skaven wherever they
found them. This was a period of total war spanning
the entire continent, with beleaguered Lizardmen
cities being delivered by the Prophet and his disciples
the Red Crests. The prophecy demanded that the rat
spawn be sacrificed in prodigious numbers in order to
bring Sotek to his full power, but with the Mage-Pricsts
having forbidden the bringing of sacrificial victims into
the great altar-ziggurats of the temple-cities, the power
of Sotek went unrealised for many centuries while the
Mage-Priests contemplated and the Skinks, particularly
prone to the virulent plagues, died.

. As for the Mage-Priests of the other temple-cities, they

viewed the prophecy with disdain and ignored it,
despite the heavenly portent. Their forbidding of the
bringing of rat captives into their temple-cities for
sacrifice for fear of plague frustrated the Skink
followers of Sotek who were, at great cost and
suffering, succeeding in capturing Skaven chiefs in
skirmishes and raids. 1t was not long before Skinks
hegan conducting their own rituals to invoke Sotek
among the ruins of their stricken cities.



'THE EMERGENCE OF SOTEK

Sotek heard théi:j invocations, although it ook many
more years of sacrifices to build up his power. Although
the coming of Sotek was foretold, and the moment of
his coming was heralded by the comet, it wis still
necessary for his followers to make him as strong as
possible for when he was due to appear. ; '

~ The appearance of Sotek was hinted at in the prophecy

and by ‘the comet. He was a mighty serpent, the
swallower of all rodent kind. A serpent of such awesome
size and appetite that he could swallow the Rat God
himsell and spend a thousand years
digesting  him. The rodent god
would be crushed within his
coils. So said the prophecy.

In time, the Propher of Sotek
gathered a mighty army
composed predominantly of
Skinks, and set a cunning trap for
the rat spawn at the Gwakmol
Crater. The battle raged for days,
but the Lizardmen eventually defeated
their foe, though at great loss,
ensuring many thousands of rat spawn
were captured. These théy sacrificed deep in the
jungle, far from any temple-city. upon the crumbling
ruins of a sacrificial altar to a_long lost and forgotten
Lizardmen god. Tehenhauin led many thousands of his
followers in a potent ceremony; a ritual .of summoning
and it is said that the mighty River Amaxon ran crimson
with the blood of the uncounted thousands-of Skaven
sacrificed in the invocation. Ly

The time of Sotek was nigh. In the Skaven stronghold,
the comet had been taken as an omen of another kind.
A mighty snake infestation drove the Skaven up from
their tunnels into the ruins, the serpents proving
virtually immune to every pestilence that the Plaque
Monks unleashed upon them. -

After a great many battles, the h‘khvg:n were pushed all
the way back to Quetza, where they gathered the full
force of all their armies. Encircled by the sacred hosts of
the temple-cities, the Plague Lords of Clan Pestilens had
but one recourse if they wished to live. Mustering their
armies into a single horde, an ocean. of rat spawn
stretching from one horizon to the other, the Plague
Lords led the entire clan in a breakout that ground
through the Lizardmen armies, and fought their way
many hundreds of miles east to the coast. Every step of
the way was a mighty battle, for the Lizardmen knew
that they would never ger a better chance to wipe the rat
spawn from the face of the world once and for all

The final battle was fought upen the vitrified shores of
Fuming Serpent Island, and it is said that Sotek himself
appeared at its height, accompanied by his myriad
slithering legions of snake spawn, as the Plague Lords
made their escape across the ocean. Legend states that
the Serpent god dove into the sea after the rats, and
pursucd them across the world to the Southlands,

33

It is also s'ud that f rom - thc Southlands he slith

SACRIFICES TO SOTEK

- sacred  serpent.

sacrifices.

the depths of the earth in his relentless [mrsuit {o)
Skaven and now lurks there, feeding endlessly on
spawn and protecting his people from lh(. MENACH
forever. Such is the myth of Sotek.

The Mage-Priests could no longer ignore the power of ™
the god of the Skinks. Tehenhauin, the Prophet of
Sotek, was summoned to speak before the High Slann. -
He revealed the Prophecy of Sotek upon the sacred
plaques. It was now clear that the prophecy was in

- truth the words of the Old Ones. The Mage-
Priests declared that new pyramid temples
be raised up to honour Sotek in every city
and so the cult of Sotek became pre-
eminent among the Lizardmen. - £

Every temple of Sotek has a sacrét£
snake-pit of great depth. At the bottont 55
~of the pit dwells an ancient add
enormous serpent. These serpents have
been nurtured for centuries by the
Skinks because they are sacred to Sotek,
All snakes are in fact sacred to Sotek, but
the more gigantic the serpent, the morg

Encmies captured in batle
acceptable as Sotek’s rightful tribute of sacrifices.
is most gratified by Skaven sacrificial victims becausc
relishes greatly the flesh of the rodent spawn.
Lizardmen are therefore always cager to render
delicacies to their beloved god.

THE LINGERING THREAT OF
THE RETURN OF THE SKAVEN

Although Clan Pestilens has abandoned Quetza, the?,
Skaven tunnels beneach the jungles of Lustria rernaiti'
intact. Fortunartely, these tunnels are now infested with -
snakes, the servants of Sotek who protect his people
against the Skaven menace. The Lizardmen believe that
as long as Sotek remains lurking in the tunnels beneath
Lustria, then the Skaven cannot return, so every effort =
is made to placate Sotek with his deserved tribute of 7

In the Southlands across the World Pond from Lustria,
the Lizardmen city of Zlatlan is under far greater threat
from the Skaven, being much closer to the heart of the
Skaven Under-Empire. Here, as might be expected, the
cult of Sotek is particularly strong and Sotek is 22
especially venerated. Encounters with Skaven raide
seeking to infest and pollute the city occur often _gmf’
this results in captives for sacrifice in the snake
Sotek. So far, Sotek has protected Zlatlan from 4
onslaught.
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he 1'isc of Sotek.is a tumu ltuous period in‘the hismr_v

of the Lizardman empire and the story of its struggle -

against the verminous clans of the Skaven is a-dramatic;

and bloody fime of war. I this section of the book, we'll”
~show you how to refight some of the pivotal battles of

these. times using the campaign rules presented earlier
in this book. If you've not tried out these rules,.it’s
probably a good idea-to give them a go so that you can
familiarise you rself with them before embarki ng on this

campaign. Once you've played a short campaign of your
paig b play g

own and you've got a good grip on the rules, then it’s
time to put your skills as a general to the test once more
and see whether you ecan refight the Rise of Sotek more
skilfully than your historical counterparts. Can you wipe
the foul Skaven menace from Lustria or will you drive
the inscrutable lizards back to their temple-cities

- and destroy the last remnants of the Old One’s

people from the Warhammer world?

As ‘'you can, see, there's a pre-generatéd

map of Lustria opposite with various
3 territories marked on it along.
<> with the accompanying '
®> routcs of march.

rules, scenarios and suchhke to make it truly umqu g
'Once youwve played the Rise of Sotek campaign
lmpefu]ly you'll ‘be inspired to create your own
campaigns, invent your own qp(.cml rules and m.lkr:
each cam paign your own. 7 -

PLAYING THE
RISE OF SOTEK CAMPAIGN

To play the Rise of Sotek campaign, you'll need to read
the rules on campaigns given earlier in this book. Once
you're ready, simply use the map opposite to pliy your,

campaign. Because this campaign is a unique -one

created for this book, there's

a few extra rules and
locations we've added. -

'STARTING ARMIES

This campaign is fought between the Lizardmen and the
Qk:wen .mcl instead of ru]lmg to sce who phu‘_s an 'u'my

play pruc::eds. as pnormal from thr.-'-.r:-:, with  playe
alternating pu[l‘ing down armies, l’ol'lowing the u

.army, leugh_yuu should. nmkc Sure tha_
number of players on each side is even.




s

'ﬁml of the locations on Iht: nmp function exactly as
normal, albeit with exotic sounding Lustrian names
‘nmchcd to them. Included on the map is a table that
“lists all the locations and what they count as. However,
some of the locations on this map are unique to Lustria

and have special rules attached to them as described
below. With the exception of temple-citics, none of the -

new locations listed below can be fortified.

Temple-city (Defence Value 2) For each temple-city the

Lizardmen hold, you may add one dice to your casting’

~dice pool in every Magic phase.in any games of
~ Warhammer you play in the -ResolyesBattles phase. No
~matter how many temple-cities the Lizardmen hold, you

ean never add more than three dice. For each temple-city’

~the Skaven hold, the Lizardmén must remove one dice
Hrom their casting dice pool in every Magic phase in any
Battles

phase. No matter how many temple-cities the Skaven

ca‘,pml_:_e, no’hj_i’ii‘c than three dice can be removed from

Rise _o_ff_(:lah'?'ggg;gh__ from this book.

- Bwaklhmu;,h I'rnm the Wa’rhammu Rulebook.

city was buried in clouds of poisonous ash and dust from
the volcano: The population was exterminated, but great
dt_:posiu; of metals and hard, volcanic rock were disgorged,
The City of the Dead counts as a mining village, but you
may choose to upgrade any unit in your army.

Enemy Army Present: Play one of the following scenarios:
DG Result
1-4 - Pitched Battle from the Warhammer Rulebook.

5-6 Meeting Engagement from the Warhammer
Rulebook.

The Star Tower (Defence Value 3) This is a wizard's
tower, but enables you to field an additional Lord level
wizard character (without any upgrades except magic
items and equipment) instead of a Hero level. All other
rules applying to wizard’s towers apply as normal.

Enemy Army Present: Play one of the following scenarios:

Ru,ult ? -\--
Pnahul B.m:lt: me thc Warhammer Rulebook.

The Serpent God's Bue ﬁ'()m this book.

Capture from the Warhammer Rulebook, with
the wizard's tower as the objective.

Tower of Lightning (Defence Value 1) A tower of brass
and copper atop the peaks of the Spine of Sotek, this is
a conduit and lodestone for m.l;.,u"tl energies. So ]0ng1s
you control the Fower of Lightning, any wizards in your
army may cast the spell Forked Lightning in addition to
any other spells they have (see the Warhammer
Rulebook).




Result
Pitched Battle from the Warhammer Rulebook,

Capture from the Warhammer Rulebook. with the
tower as the objective.

Goldcn Spire of Chotec (Defence Value 0) Imbued W|lh
lh(: power of the radiant Sun God,
N Chotec, this tower can project a
~ beam of searing heat for
hundreds of miles. If you \
~control this territory, you may '
burn your encmies from the
~ bautleficld with its great power. In
~any games of Warhammer fought -
“up to two routes of march distant
from the Golden Spire, you may —
“once per game in the Shooting phase
= use the spell Conflagration of Doom
0n an enemy unit (see the Warhammer
Rulebook). The target unit must be visible
10 your army general and counts as being
st with Irresistible Force. It cannot be dispelled or
prevt.ntf.d from taking effect by any means whatsoever,

: Enemy Army Present: Play one of the following scenarios:
D6 Result
12 Pitched Batle from the Warhammer Rulebook.

56 Capture from the Warhammer Rulebook, with the

i :
Golden Spire of Chotec as the objective.

The Well of Time (Defence Value 0) It is said that this
“deep circular chasm in the world reaches not through
curth and rock, but time itself. Its energies are potent
and allow a skilled wi/ard to alter thc ﬂow of timr: 'Lf you

ny Army Present: Play one of the fnll(ﬁwing:ﬁcénﬁrios:

Result
Pitched Battle from the Warhammer Ruleb‘ocak.

Lord Melchin’s Grand Adventure from this book

Capture from the Warhammer Rulebook, with the
Well of Time as the objective.

. :f:e- gung!e From :be gmmm’ L'bey dappecr as
ly engineered earthworks, but their true form is
only be visible to the eyes of the gods. No
who walks upon the surface of the world can
e them, and-some say they are intended only to

tic Old Ones themselves.

~territory, ¢

a wuard to rcm.h up and touch the stars thems(.lv s’%

even dragging picces of starfire to earth if they dare. So.
long as you hold the Pyramid of the Heavens, then o
wizard in one of your armies can have the Comer ¢
Casandora spell in addition to any they can norpy;
take (see the Warhammer rulebook). 5

Enemy Army Present: Play one of the following scenarios:
Result

Pitched Battle from the Warhammer Rulebook.
Battle of the Obsidian Column from this book.

Capture from the Warhammer Rulebook, wuth the
pyramid as the objective.

NEW RULES

In addition to new locations, there are a few special ruiés

that apply specifically to the Rise of Sotck campaign that X
reflect some of the cunning and diabolical plans of the
Lizardmen and Skaven. These are new actions that can -
be undertaken in the Spend Campaign Points phase ot
the campaign turn.

Pollute spawning pools — Skaven only
In an attempt to destroy the Lizardmen, the fell plag

enemies, u‘rcvoubly currupung the spawning poo.lb
r]u, lvardm(.n sQ that the things 1h.1t Lergul from th

not rebuild any armies on this location. For the pu

of retreating armies, temple-cities whose spawnng,

have 'dready been polluted always count as enemy-held
cfeated armies cannot ever rel:m‘ﬁ (63

_ ifitis bub%e@ent{y recaptured.

Sacrifice Skaven — Lizardmen only :

To gain the favour of Sotek, your Skinks may sat':rificéf
foul ratmen to their gods to hasten his intervention i

war. 50 long as you fought at least one bkavcn army in l:he
previous turn's Resolve Battles ph

1 Campaign Point per campaign turn o §ict

the great god Sotek. It took a long time for the Lua

to sacrifice the required amount o Skaven 5o keep 4 not
of how maqv sacﬂﬁces you I

resurge against the Skaven. For the next three campaign
turns, all Lizardmen units cause fear in Skaven. Once the
power of Sotek has been invoked, it may not be invoked

again for the duration of the campaign.

Fortify temple-city
Temple-citics are powerful defensive bulwarks and




Shis final portion of the Rise of Smek_sec_[io‘n preséms'
var'i;u‘gl_ army lists for the two main races involved in

'Ith:u war —~=the Skaven and the Lizardmen. For the
“Skaven, thére is the Bubonic Court of Nurglitch list, a
_vaciant of the army list found in the Skaven army book.

_version of the list found in the Lizardmen army book.
* Both draw on the units and rules presented in their
- parent book, so you will need a copy of that book in
. order to ficld them o A

millennium-spanning war thatsaw Clan Pestilens rise up
nd almost topple’ the ancient Lizardmen Empire, and
are: des;gncd 10 typify the character of .cach at the time
nl._tbe conflict. Each army includes a special character
Arém-the time, the Arch Plague Lord Nurglitch in the
case of Clan Pestilens, and Tehenhauin the Prophet of
= Sotek in the case of the Lizardmen. Although these
lists and the characters associated with them are

very much grounded in the period of the Rise

should not use them in' games and
campaigns set. in other periods of history,

for the purposes of pick-up ‘or
tournament play. Clan Pestilens are very
much a force in the present day of the

possible that Nurglitch still holds sway
deep within the noisome warrens of
Skavenblight, sallying forth to make war upon

his rivals and enemies both. Equally, the
Red Host as an army type is wont to appear
~whenever the twin-tailed comet is spied in
the skies above the Warhammer world,
~ when spawnings bearing the gifts of the
erpent God appear and make war on the

ARMY LISTS

-THE RISE OF SOTEK

-« The main 1ntcntmlh_‘?@flth these variant lists is that they be

.and the Rise of Sotek campaign, although as stated

: : ) 1) X " above, this should not exclude players from using them
_The Lizardmen variant is the Red Host of Tehenhauing a. ' ne 8

hese drmies are prcscnted :15_1}1é'y appeared during the-

of Sotek, there is no reason why players

~and they should be considered “official’.

Hahgmmer world, Sl It & endely “them. Tehenhauin appeared in Chaqua, leading the Red

" In addition, history. records that the armies of the

nemies of the Lizardmen’s pre- eminent

_ THE BUBONIC COURT

used in conjunction with both the jungle-fighting rules

elsewhere. Used in conjunction with' the Veteran
Honours rules presented on page 47, the characters in
these armies will ris€ to become mighty heroes as their
deeds, whether noble or nefarious, bring them glory
and favour in the eyes of their gods.

THE RED 'HOST OF.TEHENHAUIN

The Red Host of lchcnhaum very much typifies the
character of the Lizardmen army of the day, though of
course players ‘are entirely welcome to field standard
Lizardmen armies drawn’ from their army book when
playing the campaign. At the time of the great war
against Clan Pestilens, it was the Skinks that bore the
brunt of the fighting, at least until the Slann Mage-
Priests came to recognise the nature of the threat facing

Crests, a generation of unusually warlike and tough
Skinks, against the swarms of rat-spawn spreading
discase and death ‘throughout Lustria, and these
warriors are included in the army list as a new unit type.

Serpent God were accompanied by ‘vast swarms of
snakes and lizards, who would rise up from the jungle
to engulf the invaders, and so these are provided in the
form of Lesser Swarms, numerous but fragile cousins of
the more deadly Jungle: Swarms. You'll also find the
mighty Old One war machine in the list, a sight w0
induce fear in the most hardened of opponents...

= ~The forces of the Skaven are well répresented in tllg\l
Ris¢-of Sotek campaign in the form of the Bubonic
Court of Nurglltth varnnt army Ilst Y h:% t.lkcs lhe

the Plague Monk:s. .m(l swarms t}_
- Plague Rats, creatures that skiter
before their masters in a vast tide 0
~putrescence.




- THE RED HOST OF TEHEN

Upou the field of bm'ﬂe the Red Host nf hb(mbaum is:

- wont to attack in the manner of its patron deity — the
Mwin-tailed serpent. As the snake slithers through the
wndergrowth, so the Red Host makes wuse . of ‘ils
nowledge of the jungle, silently approaching the
A enemy and awaiting the opportune moment to strike.
Al the moment of attack, the Host strikes with lethal
fntent, focusing all its venomous batred into the
:mcm)"s weakest point. Throughout bistory, the
" Spauning pools have. produced. such bosts at times of
- great sirife, but the greatest such army was that led by
.ﬁbbenbaniu, the Propbet of Sotek and scourge of the
rat-spawn.

‘RED HOST OF TEHENHAUIN
SPECIAL RULES

ALizﬂrdmen army (not a Southlands army) may be
laken as the Red Host — the first Sacred Host of \m'ek
fuﬁng the following units and special riles,

LORDS Tehenhauin, the Prophet of ‘mrt.k
4 (compulsory)
Saurus Old Blood
Skink Chiefs (two count as one choice, each
may take up to 75 pom(a of* m1g|c ncmb)

Skink Priest

Saurus Scar ch:r;in

Red Crested Skinks

Skink Skirmishers (do not count mw'trds
Core) ;

Saurus Warriors

0-1 Jungle Swarm

Lesser-Swarm (do not u)unl mwardb Core)
Saurus Cavalry

Kroxigor

Terradons

Chameleon Skinks

Salamander Hunting 1’;1{.1{5

Engine of the Gods

Mlunits and characters that may take a Sacred Spawning

ust bear the Sacred Spawning of Sotek. Core units

ith this blessing remain Core, but if given a second
Spawning are moved to Special. !

themselves.

Sklnk Skirmishers and chamcters musl purchaw the
Sacred Spawning of Sotek for +10 points per unit, and

. +10 pmnla per n.h'mu.t(.r

tln Lore of Beasts.

Red Crests: The Red Crests are peculiarly wathk(.. 2
Skinks who embody the fearsome spirit of the Scrpent
God. They are gifted with the resilience to withstand the
horrendous plagues of the rat-things that decimated -
Chaqua. Skink characters may be upgraded to Red
Crests at a_cost of +5 points, benefiting' from the
following advantages:

They are only affecred by Clan Pestilens Plague Censers
on a 6+, in the same way as the Censer Bearers

,7' ;
Tht\"’ are immune to normal Poisoned Attacks — count '
them as nnrma.! weapons of rhc same type.

Iht:y are sub|¢:ct to Hatred of all types of Skaven:

They are not slowed by jungle or wooded terrain.

any extra non-magical weapons, nor may he
use a shield. The Battle Standard '
Bearer may carry the Skavenpelt-
Banner, the Sign of Sotek; the

Totem of Prophecy or the

Jaguar Standard, but if he

carries ‘a magic banner he

cannot carry any other

magic iters.




1

MAGIC BANNERS

~ SIGN OF SOTEK 25 poiits
The.great Serpent God Sotek is the embodiment of
righteous anger to bis followers, who are able to
call upoit-a portion of bis wrath when facing his
enemies. The sign of Sotek is a potent symbol,
_inspirving a strength born of batred in bis servants.

The unit may ge-roll failed To Wound rolls on the
rurn jt charges. May only be carried by a Red

Crested Skink. s

SKAVENPELT BANNER . 20 points
A ragged Skaven bide, fresbly shorn from the body
of a sacrificial victim flaps in the wind above the

- unit, its fetid stench driving the chosen of Sotek
into a rage of battlelust.

“The unit is subject to Frenzy (this does not negate
-Red Crests’ Hatred of Skaven). May only be carried
~by a Red Crested Skink.

CORE UNITS

© LESSER SWARMS

35 points/model

= M WS BS W1 :--A Xd
Lesser Swarm 6 3=0 p el TRt Pasic AR | 4]

Unit Size: 5-10 bases.

_gbpecial Rules
Stnall, Skirmishers, Poisoned Altacks, Unbreakab(e

Lesser Swarms: A Lesser Swarm represents the
* countless numbers of the lesser creatures of the jungle,
though even these smaller serpents and reptiles are
-~ quite capable of inflicting crippling injuries and death
- with their poisonous bites. Lesser Swarms are subject to
the Swarms rule found on page 27 of Warhammer
Armies: Lizardmen, but have fewer Wounds and Actacks,
and are mounted on 25mm bases.

7 points/model

M WS BS S I A Ld
T g1 5
(i e JONE. ) 4. 2 5

[Tpgtade one Red (,rt,st to a %tand.ml Bearer for +8 pts.”

“ Promote one Red Crest to a First Spawned for +8 pts,
% ()ne_‘l._mit may take a magic banner up to the value ufl‘_S pts.

; RARE UNIT _
ENGINE OF THE GODS . 215 points/model

The Engine of the Gods is born upon the back of a
mighty arcanodon, a rare beast of the deep jungles of

 Lustria: The energies unleashed by the Engine are

terrifying to bebold, as is the charge of the beast that

bears it. The combination of both effects is often more

than the enemy can withstand.

MWSBS § T
Arcanodon G720 576
Engine 7

1

W I A ILd
5 ' B
3

Unit Size: 1 Arcanodon (note that the model may
include one or more Skink attendants for dramatic
effect, bur these have no effect upon the game).

Special Rules
Scaly Skin: The- A@amulnn has a 4+ Scaly Skin Save.

Terror: The Arcmmdn”n causes terror.
Cold Blooded: The- m.'c'modon is Cold Blooded.
Large Target: The :\rca_qu_on is.a Large Target.

llﬁpact Hits: The Arcanodon causes DG impact hits
when it charges. i

Stubborn: Arcanodon pay no heed to threats from
other creatures, as so few are any real threat to them,
They are Stubborn.

Immune to Panic: Arcanodon are huge, dull-witted
creatures whose tiny brains react slowly, if ar all, to
events around them, Arcanodon are fnumnuyne to Panic.

The Power of the Ancients: The Engine of the Gods
contains within its arcane workings the power to call
down the wrath of the Old Ones upon the foes of the
Lizardmen, manifesting as. a_blinding orb arcing from
the sky to burst amongst the ranks of the enemy. The:
Engine is a stone .thrower, as described in the
Warhammer Rulebook, and in addition, its attacks are
counted as Magical and Flaming. The Engine has no
crew as such, but shooting attacks against it
randomised between the Arcanadon and the Engine as
described in the Warhammer Rulebook. The Engine
itself may not be targeted separately in close combat. In
addition, the Engine has a 360% field of fire, and

move and fire — it does not need to turn to face the
direction in which it is shooting. Should the Engine roll
a Misfire result of*1', the entire model is removed asa
casualty as devastating energies cascade out of control.

Unit Strength: 8




Tebenbawin leads the faithful of Sotek in ceaseless
wars against the vile Skaven of Clan Pestilens, He is
 a living manifestation of the vengeance of bis kind,

and his destiny is to bring about the incarnation of
- [be Serpent God himself. Tebenbauin leads bis kin,
_ the Red Crested Skinks, in battle after battle against
. the Skaven, taking captives where be can, and
~ offering them up as sacrifices to Sotek. Though the
|‘ Slann Mage-Priests may not yel bave realised it,
- [Tebenbauin is the greatest bope of the Children of the
l_ Old Ones, for bis role in combating the blasphemous

and unnatural rat-spawn is pivotal in the Old Ones’
plans for the world.

M WS BS § T W 1 AlLd
Tehenhauin 6 ' 4 4 FZ3aT6T A0S
fldeof Serpents™ -- 2 - 2 - =22 DO e

Tehenhauin is a Lords choice, and may only ever be
fielded with the Red Host.

Tehenhauin must be fielded as presented here and no
extra equipment or magic items can be bought for
him.

Points: 350
Weapons: Blade of the Serpent’s Tongue

Magic: Tehenhauin is a Level 3 Wizard, and may take
- spells from the Lore of Beasts or the Lore of Heavens.

- SPECIAL RULES
Aquatic, Cold Blooded, Scaly Skin (5+), Red Crest,
Blessed Spawning of Sotek.

'~ Shield of Sotek
Tehenhauin is watched over by the Serpent God
himself, granting him a 4+ Ward Save.

Scales of the Coiled One
Tehenhauin wears fragments of the scaly hide of a
great serpent whose mummified body is worshipped
a5 an avatar of the Serpent God at the Shrine of the
- Grear Viper. This grants the Prophet of Sotek a Scaly
Skin Save of 5+.

’l'ide of ﬁupenls

serpents, the hL‘.th\ of Iiw |un;.,lc that are (Imwn to hi
a8 4 child of Sotek. These serpents make DO Poisonéd
aacks, as noted on Tehenhauin's profile. They may
ot be targeted separately, and are killed should the
“Prophet be removed as a casualty.

Tehenhauin may only join units of Jungle
Swarms (not Lesser Swarms), and is counted
8 Unbreakable, and as a Skirmisher whilst
‘with them, When on his own,
‘[ehenhauin counts as a single model
on foot. Tehenhauin and his tide of
serpents have a Unit Strength of 3. /£
The Lesser Swarms are able to
make “Look Out Sir!” rolls.

'TEHENHAUIN — THE PROPHET OF SOTEK

MAGIC ITEMS
Totem of Sotek
Tehenhauin is always :u(.mnpamed by a lesser Skink
attendant, who bears the Totem of Sotek; a large plague
on which is inscribed the most potent extract of the
Prophecy of Sotek. The attendant is never counted
separate model, and is killed along with Tehenhau
should the prophet be removed from the table.

The Totem of Sotek is a powerful force for control over
the cold-blooded beasts of the jungle, calling upon
them from many miles around to swell the numbers of
reptiles rising against the enemy. Jungle Swarms in the
unit joined by Tehenhauin benefit from Regenermiml, :
though they only recover a wound on 6+

Blade of the Serpent’s longug:_

This sacred sacrificial dagger is the
same type of weapon as the
Dagger of Sotek, but is
believed to be the very first
of such blades to be
crafted by the most
skilled of Chaqua’s =
Skink artificers. The — (AEE
Blade of the
Serpent’s  Tongue
counts as a Dagger of
Sotek (see page 53 of
the Lizardmen Army
book). but in
addition grants
Tehenhauin
+1 Strength
on the wrn
he charges.



THE BUBONIC COURT OF NURGLITCH

. The .Skawn of Clan Pestiiem’bear c,r)rmp:irm and disease.
as a" sign of their.dedication to all that is foul. They bave

“risen from the nameless band that penetrated the jungles
of Lustrid, the majority of its members succumbing to the
tropical  diseases running rampant  through the

Lizardmens' realm, until the last remaining Skaven sealed

- their pact with a new god. They embraced their own new
Lz plagues and maladies as gifts, sicknesses so vile that they
were able to shrug off the jungle-born plagiies with ease. .

A Skaven army may be taken as the Bubnn ic (,oun using
: lh(. following units:"

Nurglitch (Lompulbury)
Plaguc Lord .
Plague Pontifex
Pjaz.,uc Priest ’
Festering C hanlor
~ Stinking Thing
1+ Plague Monks
0-1 Plague Rat Swarm
Rotten Rodents
‘Pusbags :
Plague Censer Bearers (not sub]t:cl o
the Disciples special rule)
Frothing Giant Rats
Mad Rat Ogres
Rat Spawn
Tlie Skaven special rules on page 10 of the Skaven army
‘book apply to all models in this list

: PIAGUE. I.ORD _

LORDS

W I A Id

.Plague Lord . s )

THE CAULDRON OF A
THOUSAND POXES

Thfs works exactiy like a bcreammg Be!f with tbe
. exceptions noted below: 5

*The Cauldron can be ficlded on{ y with a unit of
Plague Monks. The unit never loses its Frenzy. even if-
defeated in combat, so long as it is with the Cauldron.

'Tbe Cauldron is not used in the Shooting phase
“fgnore the Ringing the Bell chart), but instead
-allows the Pontifex to cast the Plague spell once in
“weach Skaven Magic phase exactly like a Bound Spell .
_L' ‘e-£hm: If it is bit by a Strength 7 weapon and passes

8 {t& Ward Save, the Cauldron suffers no Sfurther effect.

: 'Io determine :be Power level of the Plague, the
_Pontifex can decide bow many dice be is going to

-mﬂ one, two or three. The total of the dice rolled is
the Power level of the spell for that phase. If a 13 is

f wben ringing  the Screaming Bell
enting the Pontifex losing control over the

- FESTERING CHANTOR . .

1t poxes of the Cauldron).

6.4 Y

Weap'éns- Hand weapon.

Optimls
*May choose magic it¢ms fmm the Common and Skaven
magic items list with a- maximum total value of 100 pts.

130 points/model

*May choose cither a plague censer (+24 pts), a ﬂm]_

(+6 pts), oran additional hand weapon (+6 pts).

. Special Rule: Frenzy.

LR

PLAGUE PONTIFF.K

SBS S T W 1
Plague Ponufcgt a3 45 3 -4

A 1d
2.6

Weapons: Hand Qﬁ:apbu 1

. .145 points/model

Magic: A Plague I’()ntt&'m a Level 2 Wizard. He always

knows the Pestilent Breath and Plague spells. He starts
the game with two Warpstone tokens.

Opttons :

May be upgraded to a Level 3 W:z.ard for +60 points. [n
this case he will gain the Death Frenzy spell and start the
game with three W.lrpslonc tokt_ns

*One¢ Plague Pontifex in the army may rule a Cauldron
of Thousand Poxes (+200 pts, sec rules opposite).

* May choose magic items from the Common and Skaven

* magic items list with 2 maximum total value of 100 pts.

*May cho-ose cithér a plague censer (+24 pts), a [lait
(+6 pts), or an additional hand weapon (+6 pts).

Special Rule: Freri._z_‘f.

2 "HEROES ]
Army Battle Standard Bearer: One Plague Priest in the
army may carry the Battle Standard for +25 pts.

The Plague Priest carrying the B1ldc \tan(l.nrd cann
choose any extra weapons.

If a Plague Priest is carrying the Battle Standard, he can
have any magic banner (no p(unta limit), but if he -ﬂ
a magic banner he cannot earry any other magic item.

65 pom_ts/mod
A 1d

e

s .M _WS BS
Festcnng Chanfor 5 3 3

Weapons: Hand weapon.

- Magic: A Festering Chantor is-a Level 1 Wizard

always. knows the Pestilent Breath spell. He starts
gam¢ with one Warp.-;tunc token,

Options:
*May be upgraded o a vacl 2 Wizard for +45 po

- In this case he will learn the Plague spell and start

game with two Warpstone tokens.




choose magic items from the Common and Skaven

Citems list with a maximum total value of 50 prs.

y choose: either a pl.{gut censer (+ 16 pts), or an

ld tional hand weapon (+4 pts).
al Rule: Frenzy.

STINKING THING .65 poinls/modcl

| Iukmg Thing is a Skaven leader of the ndscent Clan”
tilens who has ye et to atlain fbe status of Plague

Priest.

WSBS S T 'W
5 iy

I
l 6

choose a mix of magic items from the (mmmnn

Skaven magic items list (except the Clan Pestilens
tems) with a maximum toral value of 5(} pts.

choose cither a great weapon (+4 prs}, a flail”
(), an additional hand weapon (+4 pts), or a halberd

wear either light armour (+2 pls) or hc‘(vy
ur (+4 pts).

CORE UNITS

EN RODENTS . -6 points/model
.Rodems are Plague Monks in waiting, but only
ngest will survive to armm their new rank.

MWSBS S T W 1 A Id
I R TR S T i e
3.3 AR A RS

3 points/model
of a Pushag' is slmrr and unpleasant (much
Pusbags themselves) but the Plague Mm_ti_s
test their maladies on someone!

are Clanrat Slaves, except they may not take
r spears, but may take flails at +2 pts per

Rules: Expendable, Cloud of Flies (enemics

hit the Pusbags in close combat), Dying (lose
s at the end of each Skaven Movement phase).

- MAD RAT OGRES .. ...

2 a(togerber more unp!easam

: = M WS .BS
GiantRae,. . 6 3 0 7

Unit Size: 10+

' Weapons and Armnur None.
3 Specml Rule: Frenr;

RARE UNITS

50 points/mod
Iheir Packmaster long gone, these beasts bave rever:e
to their most basic instincts. : e Dl

7

Spccial Rules: Fear, Frenzy

T hu.c are (,ﬂ"u_tlvc]y Rat Ogres without Packm'tstc'
Note that the absence of the Mixed Units rule mean
that these beasts can rank tp as normal and fullow i@
Skaven special Rules.

75 points/; odgﬁ

The path to glory is perilous indeed, and one: fa

awaiting those who falter-upon it is rrarzqforwmibét
into somefbing 100 terrible 1o contemplate:..

.M ws BS ST W A
Rat Spawn 6%.3.0.4 5 .3 9= 55

Unit Size: 1

~ Unit Strength: 3

Base size: 40mm

Special Rules: .Smbborn Fear, Poisoned Attacﬁ. 5
Roll a D6 for the number of Attacks the Rat Spawn h

_ at the beginning of each Close C ombat phase.




NURGLITCH ARCH PLAGUE LORD
OF CLAN PESTILENS

Nuvgliteh was the first of the Pz'ague Lords ‘of Claw

Pestilens, and was responsible not only for their

ascension as a clan and their seat on the Council of

Thirteen, but also for the corruption :bm gnarls their
bodies and marks their souls.

Cost: 575

Weapons: Nurglitch wields rhg: Blade of Nurglitch (see
page 37 of the Skaven Ar‘my book). Bilios and
Nurglitch both carry censers that leak unholy
gas with the.same effect as the warpstone

vapours of a plague censer.

Armour: None

~ Nurglitch is accompanied by  his
2 attendant, Bilios, and rides
atop the gigantic mutant rat
Nurglitch simply calls Pox.
Nurglitch -and his peculiar

retinue have a ' combined

profile and take up a Lord

and a Hero choice. They

must be fielded exactly as
presented here and no

extra equipment or magic

items can be bought for

them. Nurglitch, may
only ever be used in
the Bubonic Court.
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Nurglitcht - B 5 . =
and retinue 5 073 dEsc S T A S

Nurglitch is a Level 3 Wizard and always knows the
spells: Pestilent Breath, Death Frenzy and Plague. Ht
has three Warpstone tokens.

SPECIAL RULES.

Terror

So great is the aura of vileness around Nurglitch thal
he causes terror, :

Unit Strength
Nurglitch and his retinue have a Unit Strength of 3.

The Pa%u’m -?ﬁhe Putrid

Nurglitch is alwa}’s affected by Frenzy and Hatred,
Such is the- lﬂ“»pll“'l(lt)n‘ll effect Nurglitch has on his
army that théy will never lose their Frenzy whili
Nurglitch is still iili\’(__:;-; :

Scion of Corruption

The Pla 1igue Lord is so hvourcd by his vile god that he
has a 5+ Ward Save. In addition; neither Nurglitch nof
any unit he joins will ever suffer wounds from spells
cast from the Skaven Spell List (except War
Lightning) or Lore of Nurgle. Furthermore, they
automatically pass the test for the effects of plag :
censers.

The Grim Ague

Nurglitch carries the Grim Ague, a horrible disease thal
permeates even the air that he breathes. Any non-Clai
Pestilens or -non-Buboenic Court unit with a m
within 6" of Nurglitch is at -1 WS.. Furthermore, {
such model in base contact with ‘Nurglitch at the

.of any turn automatically takes a Strength 4 hit with

Armour Saves allowed. The Grim Ague does not affe
Red Crested Skinks. ;

MAGIC ITEMS

Bubonic Sceptre

Bound Spell Level 5

This unremarkable-looking sceptre throbs with (i
essence of every disease indigenous 1o Lustria,

The Bubonic Sceptre can be used to inflict

contagions on Nurglitch’s enemies. Choose an enen
unit within 18" and within Nurglitch’s line of sigh
Roll a.D6 for every model in the unit. For every ro ;‘

ao, thar_uni_f suffers a wound with no Armour S
allowed. .




BATTLES IN LUSTRIA

E -

Barlier, you'll have seen how to make terrain to help

recreate the jungles of Lustria (or the southlands) for

your own games. Here, we'll be showing you armies
emed to fight those battles.

“The Lizardmen and Skaven armies pictured below have
been selected using the normal rules for each army. The
Jlizardmen have more Skink Skirmishers than you might
£xpect to see in an ayerage army. Not only does this

ke the army well adapted to the dense terrain in a
gle battle, but also makes the army more closely
semble the Red Host of Tehenhauin.

The Skaven army is designed, less with the idea of
rarticularly well adapted to jungle terrain, and more
with the theme of Clan Pestilens in mind. As such, the
army contains as many Plague Monks and Plague Censer

Bearers as possible for its size.

What both armi ave in common is that they can be
adapted 10 represent the campaign armies featured in
the book with very few changes. Over the following
5, we'll be showing you a selection of units for both
armies, as well as the armies of Tehenhauin and
Nurglitch in all their glory.
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Skink Chief

Skink Skirmishers rush to defend an ancient temple from Dark Eif raiders.
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Skink Skirmishers

A bost of Skink Skirmisbers launch an attack on the defences of a High Hif Citadel of Dusk.




Sexurns Cavalry lead the charge on the Empire







RED HOST OF TEHENHAUIN |
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Red Crested Skinks

Red Crested Skinks of Sotek lawnch a surprise attack on the Skaven who would poison their spawning pools.
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CREST

@ Begin with a basecoat of Red Gore, and then
@ apply a layer of Blood Red. Finally, bighlight
. with Blazing Orange.

SHIELD

. Paint the shield with a basecoat of Dark A:zg_efs
© Green and then bighlight it with Camo Green.

SCALES

@ Apply a basecoat of Enchanted B!:_;é and then
bighlight with a mix of Enchanted Blue and
Skull White.

PAINTING REDCRESTED SKIN s

is 2 guide to painting Red Crested Skinks, alongside some examples of other
hzardmen with the same sacred markings.

@ Paint the eyes with a basecoat of Fiery (J\J"'?mgt'.
(O followed by a layer of Golden Yellow. Add the -
@ pupil with a thin line of Chaos Black.

GOLD a
@ Apply a wash of Chestnut Ink over a bﬂ{méfi
@ of Shining Gold, and then bighlight witha "
% mix of Shining Gold and Mithril Silver.

. Begin with a basecoat of Hawk Turquoise, *
8 and then add bightights with Hawk Turquotse
mixed with Skull White.

Saurus Warrior

SACRED SPAWNINGS

Skink Priest
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~ THE BUBONIC COURT
" OF NURGLITCH

Plagie Monks

Plague Censer Bearers attack an isolated group of Questing Knights in the fungles beyond Huatl.
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@ raint the fur with Scorched Brown and lb\w
@ drybrush it with layers of Bestial Brown and
. Snakebite Leatber. TP

. Begin with a basecoat of Tanned Flesh,

Q) followed by a layer of Dwarf Flesh. Finally,
bighlight the skin with a mix of Dwearf Flesh

8 and Bleached Bone.

BUCKLE

Apply a nrix of Mithril Silver and Hrﬂéii_'ﬂi‘a
over a basecoat of Brazen Brass, then app i %
wash of Brows Ink.

CLOAK

@ Apply a basecoat of Catachan Green over a
@ Chaos Black undercoat, and then highlight it
8 with a mix of Catachan Green and Rotting Flesb.

BANDAGES

@ Begin with a basecoat of Boligun Metal and : “_.‘f.'. 1o @ Paint the bandages with a basecoat of #~
@ then bighlight with Chatnmail. Finally, apply a O Scorched Brown. Apply a layer of Bleached !
. mix of Greenfgand Brown inks, () Bone and then a bighlight of Skull White.

Plague Lord Plague Pontifex
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Skaven Warlord with Skaven Warlord Skaven Plague Lord with
balberd with additional band weapon Plague Censer

= 1 L

The forces of Clan Pestilens attempt to breach the defences of the Citadel of Dusk.
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Skaven Clanrats

Skaven Clanrais and Slaves swarnt over the Lizardmen defending the ruins of Pabuax




Rat Ogres with Packmasters

A borde of
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Engine of the Gods
by Neil Langdown




The Cauldron of a Thousand Poxes
by David Rodriguez Garcia

Skaven Warlord
by Pete Foley

Nurglitch, Arch Plague Lord Skink Chiefl
of Clan Pestilens by Mark Bedford
by Jeff Wilbelm



LUSTRIA

Woe to the warm-bloods who would despoil our
realn, for their craving for trinkets and baubles
drives them ever deeper into lands forbidden to them.
Cast them out, show them no pity, feed their carcasses
to the beasts of the jungle and leave their bones to
blanch upon the golden shores of our land.

Let them see that it is folly to intrude upon the
domains of the Lizardmen.’

Translation of the proclamation of Lord Mazdamundli,
from the Chronicle of Hexoatl.

The mysterious continent of Lustria has remained
hidden from the races of the known world for
millennia, untouched by the misfortunes, plagues
and wars which have ravaged so many other lands.
Even the taint of Chaos has remained a distant
threat. Only in the last few centuries have significant
numbers of outsiders, intent on plunder or
settlement, penetrated the dense jungles of Lustria.

But one event echoes down the ages — the war
known to the Lizardmen as the Age of Strife. As
Sigmar was uniting the disparate tribes of Man in the
0ld World, the Skaven were penetrating the Lustrian
jungles. Calling upon the foulest of gods to deliver
them from the ravages of jungle-born plague, the
Skaven Clan Pestilens came into being, and only a
millennium-spanning war that culminated in the
coming of the Serpent God Sotek would see them
expelled from the Land of the Old Ones.

Inside you

JUNGLE FIGHTING RULES AND SCENARIOS

Rules to enable any Warhammer army to fight in
the depths of the jungle. Also included are six
new scenarios, each of which epitomises the
high-adventure and peril inherent in games set
in Lustria.

CAMPAIGNING IN LUSTRIA

A complete system for playing map-based
campaigns, including details for advancing your
units and characters as their experience and
Prowess grows.
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Skink Priest, Saurus Scar Veteran, Red Crested Skink, Saurus Warrior, Jungle Swarm, Lesser Swarm, Skink Skirmishers,

will find:

THE RISE OF SOTEK

The history of this tumultuous period in the
annals of the Lizardmen, including a campaign
section and special characters, and army lists
for the Red Host of Tehenhauin and the Bubonic
Court of Nurglitch.

PAINTING AND MODELLING

Indispensable guides to creating themed jungle
terrain, plus painting and modelling guides to
the featured armies, including conversion ideas
and a stunning showcase.
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the Frophet of Sotek, Saurus Old Blood, Skink Ghief,

Enpgine of the Gods, Arcanodon, Nurglitch Slaanesh,




