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9’ q G tingﬁnﬂ enizens of the City of the Damned! In your hands you hold the

p o ¥ ‘prized Mordhéim Annual, a tome that brings the experimental rules from the Town -
', Cryer magazine and the Best of Town Cryer supplement together as one, Here
4 within you will find updated new rules, Q@ & A and some of the best articles o be
- & ’fi fearured in the Town Cryer magazine.
- L

™ _-rﬂr.l:ﬁl_p’ mh‘ i

To all of us here in Fanatic it has been amazing how Mordheim has moved along in
L leaps and bounds, proof that its popularity is surely unwavering. This Annual is just
oA 78 the first in many potential supplements for the game that just goes from strength o
. Y i strength. New settings supplements are planned for the furure so keep your eyes
‘.. v, 7 glued to the horizon. All that remains now is to thank the tireless members of the
e w9 Mordheim Rules Review = Rinku, Terry Maltman, Nick Kyme, Mark Havener, Steve
¥ 2 ' Gibbs and Space McQuirk, without who's help. this wouldn't have been possible.

hat Steve
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- Random Happenings

These rules represent the weird and
wonderful things that can happen in
Mordheim which are bevond the control of
plavers. These rules are intended 1o be optional
and should only be used if agreed on by all
plavers making part. To determine if a random
encounter oocurs, roll a Do ar the stam of each
plaver’s turn. A result of 1 indicates a
random encounter. Roll a D66 for the
random encounter on the chart
opposite t0 see what exactly is
encountercd and follow the
directions. The player whose
turn it s places any models

t was dripping that represent the encounter
k of © and they will act in each of his

codlar, % wrns {that plaver doesa't
control  their actions though,
sce the individual descriptions
e see how the models ace). This

can™ this damnpable . plaver is known as the
have normal : . 'Encountering  Player’,

o

MO0 did

ng the shirt
wiore under his

learthér jerkin. “Why

ather? 1t's the

winier, for His

The best v
t wis o concrnicite on the ta hand
cting. the precious wyrdstone, and think

* gold it they

wikrhane colAlp 1 € iine the
nature of their apparent sabvation. Dark clouds now

WTa | look o them

cioale satecd with some foal fluid.

inhiald asked, voiting the guestion

With a sound like® the sereams of the damaed, the :

{up andr yellosw rain stacked o fall. A ‘; g

| hissed and burned: As one .

irfband members Fan velling into the cover of a =

building. Mere steps from the salery of an open”

doorway the newest member, Mannfred, fi v his

knees and an screaming, fedring ar his flesh. From
the building the other members watched 3 Miannfred
dirt of the read andthis

pitched face fu rd inEo o

screams died.

Klaus, the lareest member of the warbaod, torned foface
Reinhold, a paine k on his bantle-scarred Bace. “You
had o ask. didn’t v
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Mordheim is a dark and sinister city - dangers lurk
around every corner. Even the basic laws of nature cannot be
relied upon. Mark Havener and Tim Huckelbery explain how these
dangers can be introduced to your battles.

even though random encounters will frequently affect only his
aopponent or both players indiscriminately. The models tha
represent a random encounter must all be placed within 6" of a
randomly determined board edge and they will remain within 2 of
another member of their group at all umes. Random encounter
members must be placed (and will remain, unless their description
indicares otherwise) at ground level in the open. The Encountering
Player places the models representing the random encounter. bui
nodc that they cannot initially be placed within 127 of any
warhand models

After being placed, many encounters will travel as guickly
as possible (without running) towards the nearest warband
model. For this purpose the nearest model is the model that
the encounter can reach most gquickly and encounter models will
never climb the sides of .a building w ger at a
warband member. Whar each encounter does from there is listed in
its description. Mowe thar charging models will engage as many
warband members as |I'II.'!| can reach ganging up it some of thiem
can't reach different models, Mo more than one random encounter
will ever take place in a single game, so after a random encounter
is rolled, the players no longer need oo roll at the start of their tums
Several of the entries below refer to game turns, this includes both
plavers’ turns

Random Lncounters CPhart

D66 Result
11 Ogre Mercenary

An Ogre Mercenary (se¢ the Hired Swornds section of the Mordheim
rules for details on the Ogre Mercenary)y appears furnther down the
strect. Sensing trouble brewing, he decides o seize the oppormunity
and offer his services o the warband with the lowest warband rating
{if there are two warbands with the same rating, roll a dice w see
whom he offers his help vo). The warband thar he offers to help must
add the Hired Sword to its roster for this game. At the end of the
game, the Ogre demands pavment or services rendered. The
warband that he joined must pay his hire and upkeep fee. If the
warband cannot {or will not) pay him, he leaves, but not before
taking out his frustration on a random member of the warband (only
roll among members of the warband who were not taken our of
gction during the game). Roll for injuries to this unfortunate member
just as if he had been raken o aof action

12 Swarm of Rats
something in the sewers has rightened the rats thar live there. The
rats are in 4 hurry oo get away and will amack anything than stands
in their way. Use a template 80mm x 120mm o represent the
rals. Six monseer bases (use rat swarms if Yol have them)
placed in a rectangle with one shon side representing the
front, will do nicely. The rats move 2167 each urn. They will
abways move forward down the centre of the street and if they
come w an intersection roll randomly 10 determine which
direction they take {example: for a normal fours-way
cross-intersection eoll a Do: 1-2 right, 3-4 soraight
forward, 5-6 left). The rats cannot be engaged in
close combar and if they make conmact with a
mgselel they will run right over hime Aoy maodel
;]

moved over by the rats will suffer I3 Serength 2
hits, normal armour saves apply



13 EFarthquake

Puwerful mapical energies bom the ceaer at the centee of the ity

shake the local landscape. The ground heaves and buckles violently
ard warband members find it haed 1o keep their footing, Roll a D3
determine how many game urns the earthquake lasts, While the
5|:|_;|J._;[:|it_l|'|s|;-]"_~,i_3.13._ all movement is halved, all Tndiiarive 1eses 1(|||‘I‘|‘|‘.-||“|§
et} suffer a -2 penalty and all Shooting and Close Comnban w hit rolls
are made with a -1 penalry

14 High Winds

A powerlul wind scircams through the arca, wildly seamering debris
anil knocking down anything that is ol Grmly anchored w (e
pround, Warband members now suffcr a -1 penaley o all Initiarive
fests (climbing, jumping, eto) and oo hit rolls (dose combat and
shiooting) lor the rest of the game

15 Blood for the Blood God!

Unlorumarcly for the warbands invobeed, the scent of hlood has
hrowght the attention of one of Khorne's minions.  Reality s
breached as a vicious Bloodlemer emerges froom the Kealm of Chaos
ty shed even more blood for its masier. The Bloodlcier has the
fil i ing characteristics and s il rules

Profile M WS BS § T W |1 A Ld
“+ 5 1 b 2+ 1

Bloodlermer 4 [{] il
Feur: As munstrous and borrilving creaures, Bloodicuers causc fogr
Save: 44 Thaemonic arminir save,

Psyvehology: lumnune 1w all psychology 1osis

Hellhlade: The Bloodlemter is armed with a Dellblace which will
automtically cause a crivical hig if a 44 18 rolled o hir

Ihe WMoodleter will seek owl the neavest close combat and join in,
draven bw the clash of steel, The Dacmaon has a number of Aitacks
eqquial 1 the pumber of pponents i is fghting (down (o a minimom
of 2 Artacks). Irowill split ies avtacks amongse the oppomnents, aned e
mmtber low many warrors are ionvolved i may voll 1o hit cach aone ar
leaste onee, It will alsey Prevent an |.|n|'||1|||l|;'|:1| [Fivith I..||..I|h:|; iy |||||1.'1'
wilrelor ond of actfon in the massed comilaal, as I|h.:| will B o0
eoncerned with the Dasmaon to finksh off their other enemy!

Il there are no ongoing close combats within range, it will charge the
meschel wich the highest Weapon Skill in ocder o do battle with a
worthy opponent. I there are no encmics within charge range, the
Dracman will run tosards the nearest warrior, eager w oo battle, The
Daermnon will stay for D tuens alter which ir will dissappear

16 Lucky Find

One candom model, on his feet and not in hand-to-hand combat or
|'|1'1_'i|1;|;, hax stwembled LI A shard of w :u'l-;jhll.:rld," -'n.*--lulllr'llnl_ I
docsn't go ont of action, this is acded to any other shards the
warhand fnds alter the game. I he s wken ol of action in closc
combar, the enemy modlel steals the shand away! Note that only non-
animl meslels can Ond or steal a shard, ot Dice Wolves, Huniing
Nogs, cte

21 Restless Spirit

Countless unfortunates have suffercd agonising deaths in countless
forms since the comet crashed o the ciy. Not all of these
individuals can easily accept their new condition and they refuse o
rest. Perhaps they lell some impormant sk unfinished or scck
revenge on those who did them harm. The warbands have stumbled
upon one such ghost, Any warband memboer who is within 8° of the
spiric at the start of its Movement phase must make a Leadership west
or e (exacily as if he were fecing from combat). Models that are
immune b psychology automatically pass this west. This crcanine is
unable o aftect (or be atfected by) the phvsical waocled, buat it is very
friphtening nonetheless, ‘The spirit moves 47 in a ndom divection,
moving through walls, obstacles or warband members as if they were
not there. It will not charge and canmol be harmed by the warband
members in any way. The only exception to this is if the spirit comes
into contact with a Sigmarite Matriarch or a Warrios-Priest of Sigmar.
These models may choose to put the dead tooorese. If the player
controlling such a model decides 1w do this, the spirit is mmediaicly
banished (disappears and docs not return) and the priest gains one
Expenence peoint.

22 Burning Building

Suddenly, ane of the Buildings (chosen at random) bursts into lanes,
ignied by smouldering embers fvom a five thought extinguished long
ago. Any models inside take 4 53 hit unless they move outside in that
turm and any models within 27 of the walls @ake a 52 hit from the
amoke and heat unless they move further away as well, For the rest of
the game. the building iscll will cause fear duc o the intense Hames
and anyone who wishes oo cnter it must first pass a Pear test exactly
as il they wished o chirge a fedrcausing enciny

23 Man-Eater

Une of the wees growing in the area has been changed into a
carnivorous predator by exposure to the Chaos magic inundating the
arca, Randomly dewermiine which member of the Encountering
Plaver's warband finds the plant. That meoedel is anacked as a large
mouth opens up in the tmnk of the trec and its branches whip down
to grab its unfortunate victim. Place a tree next o the victim. He is
now considered 1o be in close combar with the tree, which has the
following characteristics:

Profile M WS BS M T W 1 A Ld
Tree ] 5 i 4 b 2 5 2 10

The trese automatically passes any Leadership tests it is reguired w
make. Any resull on the Injury table will cause the Man-Eater o stop
artacking, though it is not possible to actoally take it o of goion or
ok i doww. Opponcents are + 1 o hit the trec, due o the face that
it is rovoted tor the spot!



24 Skeletons

While the intense magic of the area rapidly dissolves skeletons o
dust, shambling hordes of them spring up at random from the bones
of the fallen. Uncontrolled, they roam the city sasteland. blindly
avtacking evervthing they find before flling apart. 206 Skeletons
appear with the following profile:

Profile M wWs BS § T W I A Ld
Skeleton 4 2 2 X 3 1 1 | 10

Fear: The Skeletons cause fear
Psychology: Skeletons are immune to all Leadership based rests and

Stunred resuls.

They are armed with simple weapons or bony fists (treat as daggers
in close combat), The skelewons will move wowards and attack the
closest models as quickly as possible. Roll a D3 when they appear,
after thar many wrns they crumble back o inanimate bones (count
the current tum as the first one)

25 The Twisting of the Air

Reality itself seems to twist, warping perceptions until no one can be
sure of whar their senses well them. Roll a D6 ar the stan of each
playver's wrn. For the next D3 game marns, the distance within which
warriors can use their Leader’s Leadership value and the distance for
heing All Alone is the value molled instead of the normal 67, All
distances berween models are also increased by the same DG roll for
purposes of weapon ranges and charging. Note that the acoual
models are not moved, but only the shootingtharging model's
perception of the distance

26 Spawn

The warbands have stumbled upon one of the many former
inhabitants of the city thar gor oo close o the crater at the centre of
the cliy and was wrned inmo a mindless spawn, Spawn have the
following charactenstics:

Profile M WS BS § T wW |1 A 1d
Spawn 2D6 3 i a a 2 3 2% 10

Fear: Spawn are disgusting and revolting blasphemics agains:
nature and cause foar

Psychology: They are mindless  creatures,
knowing no fear of pain or death. Spawn
automatically pass any Leadership based test
they are required o make

Movement: The Spawn moves 2067
powards the nearest model in cach of
its Movement phases. [t does nod
double s movement for charging,
instead if its movement kes i i
contact with a model it coiinis as
charging and engages  that
mddel in close combat

Attacks: Roll at the beginning

of each Close Combat
phase o determine the
spawn's number of
Attacks for dhat
phasc.

—

31 Collapsing Building

Pick one building at random. Any models inside must pass an
Initiative test or suffer a 55 hit, armour saves applyving as normal, as
the building collapses. Remove the building from the table (replacing
with ruins if possible), and place the models back on the table where
it stood. Any models dimbing the sides of a building or on the roof
when it collapses avtomatically fall from whatever height they
wWere al

32 Scrawlings on a Wall

A randomly determined warband member who is within 47 of a
huilding (if there are no models this close 1o a building, ignore this
encounter), sees writing suddenly appear in blood on the wall closest
w0 him. Koll on the following table o find our whar the writing says;

My Result

| The writings are a owap of the area. The model’s warband
receives a + 1 on the roll w pick the scenanio for the next
game they ke par in,

2 Reading the writing accidentally seis off a spell on the reader,
The model sulfers a minor curse and now has a -1 penalty to
all dice rodls for the rest of the game

4 The warband memboer learns of the remains of some booty
insicdle the building. IF he moves inside he finds a D6 gold
CrOwns

4 The writings reveal all the hiding places in the arca. The
madlel can hide, even in the open, for rest of the game,

5 Uhe warband member learns of a secrer passage inside the

building = if he moves inside, be can pop out nest laem in any
oithier building

0 A Tun read, bat nothing else happens (Veskit was herel),

33 Thick Fog
A fog rolls in, chick as pea soup. Models can only see 2067 (roll once for
the distance all models can see; doonon roll individually for cach model)
Ke=roll ar start of each Encountering Player’s ium o see whar the
visilsility s for chear ouem, Thae fog kases for the rest ol the gpune

34 Hands of Stone

Hands of earth and stone suddenly jur out of the ground in s small
area of the batleficld. The Encountering Player must pick a spaot
anywhere on the bartdeficll and anything within 37 of that spot is
affected. The area is now very difficult ground as the hands grasp and
avtemt o hold anyone passing near them, This encounter lasts ong
gamie turm, at the end of which the hands sink back inno the ground

35 Dog Pack

Hecent events in Mordbeim have caused many of the city's dogs
suddenly find themselves without homes, Groups of these animals
have ourned feral and formed into hunting packs. The warbands have
been discovered by one such (very hungry) pack. The pack consists of
203 wild dogs {use the Hunting Dog stats from the Witch Hunter
warband list). The dogs move as quickly as they can wward the
nearest models, dividing themselves as evenly as they can between
multiple targets if they are available. If members of a dog pack take a
warband member onf of action, he will be eaten if not rescued. 1f no
friendly model comes within 6 of where the model fell by the end of
that warband's next turn, the fallen member is considered lost (dog
foseudy. IF a dog pack fails a Rout west, they leave withow taking their
‘food” with them, any warband members taken ond of action in the
last turm of the game have not been caten and follow the normal rules
foor musdlels maken ol of action

36 Possessed!

One candomly selected member of the Encountering Player's
warband is suddenly possessed by a minor spirit. This spirit is far wo
weak o control the model’s entire body, but is instead limited
controlling one of his or her limbs (usually an arm). The model takes
an awmmaric hit at his or her own Strength during each of his or her
Close Combet phases until the possession is over and may do nothing
clse. The posscssion lasts D3 game tums, Note thar Sigmarie
Matriarchs and WarriorPriests are immunc to this possession, as ang
aon-living warband members. If such a warband member is the objea
of the spirt's amention, randomly determine another warband
member o suffer the effect instead.



41 Fountain of Blood

The ciuy iself seems o weep as even more blood is shed on s
streets. For the rest of the game, whenever a model is aken our of
action in close combar, the model thar did the deed must ake a
Strength test or be krocked down as he is hit by a torment of blood
pouring from the ground. IF there were others involved in the
combat they are not affecred, as the steaming liguid seems o b
directed only at those who have called ot into being by their
bloodthirsty actions.

42-44 Storm of Chaos

Clouds rapidly gather above the city in an annatural, sickly yellomw-
green mass and warp lightning begins o dance from one cloud o
another, Thunder rocks the air, screaming out in almost intelligible
nivses, The clouwds themsehves seem w take on the shapes ol
mamstrous creatures and both warbands in the conflice look ar each
other with fear on their Bees. Roll a I oo see whan the storm
manifestation will bring

(121 Resuli

| Warp lightning begins o sielke the ground in search of a
victim, It will hit the warrior with the best armour savee,
atrracted vo the large amount of metal, Than warrior takes a 85
hit, with no armour save possible, I multiple warrions all have
the highest armour save, randomly determine which is seruck,
The warp lightning will strike for D3 tums before moving on
wwards another part of the ciy,

2 Fish suddenly @il our of the sky to pelt the area! All movemeni
is halved for one rn (due o wer, Dapping fish underfoor),
st thiere is nao ather effect

i Wyrdsione dust has mixed with the water vapour in the arca
and produced the strange looking clowds from which a
tainted rain begins w fall. The rain burns flesh and ears into
stone and metal. Bach warband member in the open takes a
single 52 hit {normal armour saves apply) every tarn the rain
lasts wuntil he gets under cover. The fain lasts 33 turns

i A magical mass of lightning torms near the ground,
illuminating the area wicth an eeric greenish glow. I begins o
muove about the area, dreawn to magical powers from shich it
feeds. Place a counter as per the nonmal Encounter males to
represent the mass and each mrn move it 206" wwards the
highest level spell wser (the one with the mast 1-|'N.'”.'\ = gach
turn roll a D6 i two or more spell users have the highest
number of spelis), IFthere are no magic users in the game, the
mass will move towards the opposite table edge, doing
b Bt Blocking T of sight as i moves, 1T the model the
mass is mewving wowards casts a spell, immediately move the
counter another DG wowards the model. IF the ball of
lightning touches the et model, the model s foeen in
e and canmot do anvthing, While frozen, the model canno
be atmtacked or barmed in oany way = the lightning mass
proteces iis prey! Afier freceing a model, the lightning will no
longer move but will instead remain near s vicoim o feed
The lighening will feed for D3 wrms on the magical energy of
its victim and then fies back wwards the warp clouds above,
Ireeing thie magic user. If the game ends before the feeding is
done, the victim is immediately released. Victims suffer no
long-term il effecs from their exposure to the lightning

5 A rumbling is heard rom overhead, as thunder erupts from
the strange clouds. The thunderclaps become more intense
ancd the heavy pulses of air brings warriors 1o their knees as if
they had been hit by cannonballs of solid air. DO randomly
selected models are bnocked down by the air baests, 1IF any of
these muodels are in close combar, all other members of that
mekee are Ernocked down as well

i Tendrils of smoke drift down from the elouds, winding
around the heads of members of each warband. Randomly
select one Hero from each warband = these warriors have
been chosen by rival storm godds as their champions, The
chosen models must move owards each other every turn and
get into close combar as guickly as possible. Once in combar,
they will automatically pass all Leadership tests and will fght
until only one remains (the combar will end when one of the
mascdels puts his rival ot of action). If a warband does not
have any Heroes left in play when the storm gods choose their
champions, a random Henchman will be chosen from that
warband inspead,

A

45 Pit Fighter
This encounter s identical oy the
Opre Mercenary  encounter  belorne,
except the Hired Sword encountencd s
i Pin Fighuer, niot an Chegre Mercenary

46 Plague of Flies -
An enormous cloud of fies appears in the sky and
sworaps divan on the warbands below. All models have an

extra -1 v hit penalty when shooting or fghting in close
conmbat as lies bz around them and into open orifices. The Mlies
remain for DD game uens and then fy away,

51 Sinkhole

An enomious mouth suddenly opens up under the feer of one
randomly determined warband member. Make an Indtiative test for
the mosdlel. IF the test is failed, the model Balls inmo the pit. IFa 1 is
rolled for the west, the model s sucked underground and taken oud
of acrion. Any other Gilure results in the model carching himself in
the opening, which closes around him. Treat the model as
being knocked doun for the rest of the game, though he may
ot mawve at all

52 The Horror in the House

Bandomly select one warrior lurking alone inside a building (if there
are no warband members inside a building, ignore this result and
re-roll on the Random Encounters table). Unformunately for him, he's
niot as alone as he thought. He hears a slight ripping sound as if the
air iwself is being torn apart and something manifests itsell behind
him. The warrior must make a Fear test and if be fails, in his next
Movement phase he will run screaming 2D6° from the building
towards the nearest table edge and can do nothing else in that am
If he passes the test, the unnatural presence stll forces him D&”
outside, but he suffers no other effects. At the start of his subsegquent
wirn, a Aecing model can wry 10 recover from his ordeal by passing a
Leadership test, but at a -1 penalye If he does, he stops, but cannot
do anything clse thar murn other than cawch his breath. If e fils, he
again moves 24", trving in vain o erase the errifving images from
his memory. For the rest of the game, the building itselfl will cause
Sfear, and anyone who wishes to enter it must first pass a Fear test
exactly as if they wished o charge a fear-causing enemy











































































































































































































































































































































