Only the relevant skills have been included.

EMPEROR HEINRICH X
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Emperor
	4
	75
	60
	6
	6
	14
	55
	4
	58
	85
	45
	60
	55
	70
	+7

	Potions
	
	
	
	8
	8
	
	
	
	
	105
	
	
	65
	
	

	Amulet of iron
	
	
	
	
	
	
	
	
	
	
	
	
	95
	
	

	Strength of combat
	
	
	
	
	9
	
	
	
	
	
	
	
	
	
	

	Hammerhand
	
	
	
	10
	
	
	
	8
	
	
	
	
	
	
	

	TOTAL
	4
	75
	60
	10
	9
	14
	55
	8
	58
	105
	45
	70
	95
	90
	+7

	Deathclaw
	6
	50
	-
	5
	6
	35
	80
	4
	-
	66
	14
	66
	66
	-
	

	Accelerate time
	12
	
	
	
	
	
	100
	8
	
	
	
	
	
	
	


12 armour points +1 AP versus non-magic, ½ damage Goblinoids,  -10 to hit him, half effect magic, x 2 on magic tests.

Fate: 3

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Public speaking (+10 Ld tests), Ride, Secret language – battle, Specialist weapon: parrying, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +3, Full chain +3, Silver seal (-10 enemy WS, BS, half effect magic, x2 magic tests), amulet of iron +30 on magic tests, Amulet of thrice blessed copper, Ring of protection vs Goblinoids, Skavenslayer +10 WS, +1 D, bane vs Skaven, Runefang, ignores all armour, Buckler +3, Spell ring of Strength of combat (4 MP remaining), Spell ring of Hammerhand (6 MP remaining), Spell ring of Cure Severe Wound (20 MP remaining).

Deathclaw, Plate barding +2, Chain barding +2.

LUDWIG SCHWARTZELM
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Champion
	4
	76
	74
	7
	8
	13
	50
	3
	41
	44
	62
	68
	57
	24
	+5

	Potions
	
	
	
	9
	10
	
	
	
	
	
	
	
	
	
	

	TOTAL
	4
	76
	74
	9
	10
	13
	50
	3
	41
	44
	62
	68
	57
	24
	+5


8 armour points.

Skills: Drive cart, very resilient, very strong x 2, disarm, dodge blow, secret language – battle, street fighter, etiquette, strike mighty blow, ride, strike to stun, specialist weapon – fencing, fist, flail, lasso, net, parrying, pistol, two handed.

Possessions: Full plate +2 and chain. Buckler +3, Sword of Justice (re-roll a failed WS roll, ignores and auto damages non-magic armour)

GRAND THEOGONIST VOLKMAR
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Grand Theogonist
	4
	52
	49
	5
	6
	14
	56
	3
	53
	84
	57
	68
	55
	74
	+6

	Potions
	
	
	
	7
	8
	
	
	
	
	104
	
	
	
	
	

	Staff
	
	
	
	9
	
	
	
	
	
	
	
	
	
	
	

	Spells
	
	
	
	10
	10
	
	
	6
	
	
	
	
	
	
	

	TOTAL
	4
	52
	49
	10
	10
	14
	56
	6
	53
	104
	57
	68
	55
	74
	+6


Skills: Public speaking, read/write, blather, disarm, dodge blow, secret language – battle, strike mighty blow, strike to stun, drive cart, animal care, ride, street fighter, heraldry, strike to injure, specialist weapon – lance, two handed, flail, parrying, etiquette, secret signs – templar.

Possessions: Staff of command (+2 strength, +1 if altar takes damage), Horn of Sigismund (when sounded during a charge, causes terror in the unit or individual), Jade Griffon (heals all wounds at the end of the round but not effects of injuries such as breaks and amputations or from death), War Altar of Sigmar, acts as a permanent Rally spell for all friendly troops within 12 yards, Grants the following powers to the rider.

Magic Points: 40 (-8)

Battle Magic (* cast)

Level 1: Cure light injury, Immunity to Poison*, Hammerhand*, Pool power, Strength of combat*.

Level 2: Aura of Protection*, Lightning bolt, Raze, Zone of Steadfastness.

REIKSMARSHALL KURT HELBORG
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	General
	4
	85
	55
	4
	5
	16
	60
	4
	66
	75
	66
	70
	70
	63
	+6

	Potions
	
	
	
	6
	
	
	
	
	
	
	
	
	
	
	

	Amulet
	
	
	
	
	
	
	
	
	
	
	
	
	90
	
	

	Gold Form
	
	
	
	10
	10
	
	
	
	
	
	
	
	
	
	

	TOTAL
	4
	85
	55
	10
	10
	16
	60
	4
	66
	75
	66
	70
	70
	63
	+6


6 armour points, +4 aura, ½ damage Goblinoids and Humans.

Fate: 1

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Ride, Secret language – battle, Specialist weapon: parrying, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +1, Full chain, Buckler +2, Runefang, Potion of healing, Amulet of Iron +20, Amulet of Enchanted Jade, Ring of protection vs Goblinoids, Ring of protection vs Humans. Spell ring: Gold Form (used, +4 AP all locations)

IMPERIAL ELECTORS

1/ Aldebrand Ludenhof of Hochland, +1 Hawk attack WS: 41, S: 3.

2/ Valmir Von Raukov of Ostland, Dragon Bow (longbow with x 2 range, ES: 5, may be fired three times in a round at the same target only.

3/ Marius Leitdorf of Averland, Subject to frenzy.

4/ Leopold Von Bildhofen of Middenland.

5/ Emmanuelle Von Liebetitz of Nuln.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	General
	4
	49
	43
	4
	5
	15
	40
	3
	66
	75
	66
	70
	70
	66
	+6

	Potions and amulet
	
	
	
	6
	7
	
	
	
	
	
	
	
	90
	
	

	TOTAL
	4
	49
	43
	6
	7
	15
	40
	3
	66
	75
	66
	70
	90
	66
	+6


6 armour points, +1 versus non magic, ½ damage Goblinoids.

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Ride, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +1, full chain +1, Shield +1, Ring of protection vs Goblinoids, Amulet of Iron +20, 2 x Potion of Healing, Amulet of thrice blessed copper.

THRYUS GORMAN, THE SUPREME PATRIARCH OF THE IMPERIAL COLLEGES
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Supreme Patriarch
	4
	43
	42
	4
	7
	12
	79
	3
	67
	78
	75
	77
	78
	36
	+5

	Items
	
	
	
	
	8
	
	99
	
	
	
	
	
	98
	
	

	Potions
	
	
	
	
	10
	
	
	
	
	
	
	
	
	
	

	TOTAL
	4
	43
	42
	4
	10
	12
	99
	3
	67
	78
	75
	77
	98
	36
	+5


2 armour points, +1 versus non magic. Power from items: 38.

Skills: Ride, Secret language: battle.

Possessions: Staff of Volans (spells cannot be dispelled or reversed), Sleeved mail coat, +1 AP, Wizardry, Helm +1 AP, Wizardry, Power: 10 points, Amulet of righteous silver, Amulet of thrice blessed copper, Sword +1 T, +20 I, +20 Wp, 3 x Energy rings: 11, 9, and 8 power.

Bright Magic

Level 1: Fireball, Hand of Flame, Scarlet Scimitar, Wings of Fire.

Level 2: Fireblast, the Burning head, Dispel magic, Heat metal, Mental duel, Piercing bolts of burning.

Level 3: Crimson bands, Fireward (cast),Reverse spell, Sanguine swords.

Level 4: Conflagration of doom, Final immolation, Firelance, Firestorm, Melt metal 

GRANDMASTERS
Manfred Von Raukov, Order of the Griffon

Gottfied Kriegwolf, Order of the White Wolf

Grandmaster of the Order of the Knight Panther

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Grandmaster
	4
	65
	52
	4
	5
	17
	60
	4
	66
	75
	69
	70
	70
	66
	+4

	Potions
	
	
	
	6
	7
	
	
	
	
	95
	
	
	
	
	

	TOTAL
	4
	65
	52
	6
	7
	17
	60
	4
	66
	75
	69
	70
	70
	66
	+4

	Griffon
	6
	50
	0
	5
	5
	35
	80
	4
	
	66
	14
	66
	66
	
	


5 armour points.

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Ride, Secret language – battle, Specialist weapon: lance, parrying, two handed, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +1, full chain, Shield +2.

Griffon: Spell ring of cure light injury with 12 MP, Sword (+2 S), Griffon with plate barding +2.

White Wolf: Two handed warhammer, +10 I, x 2 damage, protection: 2 AP’s, Ring of protection vs Goblinoids, Wolfskin: resist fire, Warhorse with plate barding +1 and chain barding +1.

Knight Panther: Sword, bane vs Orcs and half Orcs, +20 WS, +2 D.

GRAVINE KATARINA TODBRINGER
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Elector
	4
	45
	37
	4
	4
	10
	37
	2
	53
	65
	55
	68
	55
	66
	+6

	Necklace
	
	
	
	
	
	
	
	
	
	
	
	
	95
	
	

	Potions
	
	
	
	6
	6
	
	
	
	
	
	
	
	
	
	

	TOTAL
	4
	45
	37
	6
	6
	10
	37
	2
	53
	65
	55
	68
	95
	66
	+6


10 armour points, +1 versus non-magic.

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Ride, Secret language – battle, Specialist weapon: parrying, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +1, Chain,  Shield +3, Necklace: 3 AP’s all locations, +30 magic tests, Runefang, amulet of thrice blessed copper, Ring of protection vs Goblinoids, Potion of healing, Spell ring of Cure Severe Wound (30 MP remaining).

GENERAL JOHANN SCHWERMUTT
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	General
	5
	62
	47
	6
	6
	14
	57
	3
	41
	77
	52
	68
	50
	47
	

	Items
	
	82
	
	
	
	
	67
	
	
	
	
	
	60
	
	

	Potions
	
	
	
	8
	8
	
	
	
	
	
	
	
	
	
	

	TOTAL
	5
	82
	47
	8
	8
	14
	67
	3
	41
	77
	52
	68
	60
	47
	


5 armour points.

Skills: Disarm, Dodge blow, Luck, Ride, Secret language – battle, Specialist weapon: , two handed, parrying, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Full plate +1, Full chain, Buckler +1, Bastard sword +10 I, +20 WS, Warp attack, Amulet of Iron +10, Ring of protection vs Daemons.

AR-ULRIC, HIGH PRIEST OF ULRIC
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	High Priest
	6
	42
	43
	6
	7
	10
	60
	1
	77
	72
	55
	61
	66
	62
	

	Potions
	
	
	
	8
	9
	
	
	
	
	
	
	
	
	
	

	Spells
	12
	52
	
	10
	
	
	100
	8
	
	82
	
	71
	76
	
	

	TOTAL
	12
	52
	43
	10
	9
	10
	100
	8
	77
	82
	55
	71
	76
	62
	


Skills: Disarm, Dodge blow, Strike mighty blow.

Possessions: Full plate, +1 AP, Wizardry, Staff +2 D, +10 WS, Mighty strike, Energy ring: 10 MP, Amulet of thrice blessed copper, 2 x Healing potions, Spell ring of Cure Severe Wound (10 MP remaining), Amulet of righteous silver.

Magic Points: 60 (-43)

Battle Magic (* precast)

Level 1: Cure light injury, Enthuse *, Flight, Hammerhand *, Strength of combat (A)*.

Level 2: Aura of protection, Break weapon, Lightning bolt, Rally, Raze, Zone of sanctuary.

Level 3: Animate sword, Arrow invulnerability *, Curse of arrow attraction, Dispel magic, Enfeeble.

Level 4: Accelerate time *, Aura of Invulnerability *, Cure severe wound, Drain magic, Reverse spell, Strength of mind (ld)*.

MIDDENHEIM RANGERS

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Human
	4
	43
	53
	3
	3
	9
	40
	2
	33
	33
	33
	43
	33
	33
	0

	Sergeant
	4
	53
	63
	4
	6
	11
	50
	3
	43
	53
	43
	53
	33
	33
	+1

	Wood Elf
	4
	51
	54
	3
	3
	9
	70
	2
	66
	43
	66
	76
	43
	43
	0

	Sergeant
	4
	61
	64
	4
	6
	11
	80
	3
	76
	63
	76
	86
	43
	43
	+1

	Human
	4
	43
	53
	3
	3
	9
	40
	2
	33
	33
	33
	43
	33
	33
	0


Skills: Concealment rural, Disarm, Dodge blow, Luck, Marksmanship, Ride, Secret language – battle, Set trap, Silent move rural, Spot trap, Street fighter, Strike mighty blow, Strike to stun.

Sergeant: follow trail.

Possessions: Mail shirt, Pot helm, Breastplate, Handweapon, Shield, Dagger.

Human: Crossbow, Quiver, 30 bolts.

Elf: Elf bow, Quiver, 30 bolts.

Sergeant: Mail sleeves, Mail leggings, Shield +1AP.

CAPTAIN RALLANE LAFFAREL

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Captain
	5
	70
	82
	6
	7
	12
	93
	3
	62
	69
	55
	59
	60
	71
	

	Sword
	
	
	
	
	
	
	100
	4
	
	
	
	
	
	
	

	Hammerhand
	
	
	
	8
	
	
	
	8
	
	
	
	
	
	
	

	TOTAL
	5
	70
	82
	6
	7
	12
	93
	3
	62
	69
	55
	59
	60
	71
	+2


4 armour points, ½ damage magical fire. 

Skills: Ambidextrous, Disarm, Dodge blow, Follow trail, Identify plants, Marksmanship*, Luck, Ride, Scale sheer surface, Secret language – battle, Specialist weapon: parrying, two handed, Set trap, Silent move rural & Urban, Spot trap, Street fighter, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: Bastard sword, +10 I, +1 attack, x2 damage, Full plate +1 and chain, Buckler, Elf bow, Quiver of 30 arrows, Ring of protection vs magical fire, Spell ring of Hammerhand (9 MPs), pot of 20 doses scorpion blade venom.

CAPTAIN ANNALISE KESSLER
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Captain
	4
	56
	76
	4
	6
	11
	57
	3
	26
	62
	40
	40
	35
	42
	


5 armour points.

Skills: Animal care, Concealment rural & urban, Disarm, Dodge blow, Follow trail, Identify plants, Marksmanship, Ride, Scale sheer surface, Secret Language – battle & thief, Set trap, Silent move rural & Urban, Specialist weapon: longbow, parrying, two handed, Spot trap, Street fighter, Strike mighty blow, Strike to stun.

Possessions: Full plate +1 and chain, Buckler +1, black hooded cloak, sword +2 damage, knife, longbow of might ES: 7, quiver, 30 black arrows.

Clerics of Sigmar







	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	MP
	Social

	Lvl 1
	3
	29
	29
	3
	3
	8
	40
	1
	29
	29
	42
	43
	43
	39
	9
	+2

	Spells
	
	
	
	5
	
	
	
	2
	
	
	
	
	
	
	7
	

	Lvl 2
	3
	39
	39
	4
	4
	7
	50
	1
	39
	39
	42
	43
	43
	39
	18
	+3

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	16
	

	Lvl 3
	3
	39
	39
	4
	4
	8
	50
	1
	49
	49
	52
	53
	53
	49
	27
	+4

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	15
	

	Lvl 4
	3
	39
	39
	4
	4
	9
	60
	1
	59
	59
	62
	63
	63
	59
	36
	+5

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	34
	


Skills:
Level 1: + Public speaking (+10 effective leadership), Hammer of Sigmar (1 x S:10 attack per day/level).

Order of the Hammer: + Disarm, Dodge blow, strike mighty blow,

Spells

Battle

Level 1: Pool power, Cure light injury, Fireball, Hammerhand, Steal mind

Level 2: + Lightning bolt, Aura of protection, Zone of sanctuary.

Level 3: + Animate sword, Dispel magic.

Level 4: + Cure severe wound, Reverse spell.

Possessions: Robes, warhammer, pouches of ingredients, dagger, holy symbol.

Clerics of Ulric, Morr, Verena, and Mymridia



	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	MP
	Social

	Lvl 1
	3
	29
	29
	3
	3
	8
	40
	1
	29
	29
	42
	43
	43
	39
	9
	+2

	Spells
	
	
	
	5
	
	
	
	2
	
	
	
	
	
	
	7
	

	Lvl 2
	3
	39
	39
	4
	4
	7
	50
	1
	39
	39
	42
	43
	43
	39
	18
	+3

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	16
	

	Lvl 3
	3
	39
	39
	4
	4
	8
	50
	1
	49
	49
	52
	53
	53
	49
	27
	+4

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	15
	

	Lvl 4
	3
	39
	39
	4
	4
	9
	60
	1
	59
	59
	62
	63
	63
	59
	36
	+5

	Spells
	
	
	
	6
	
	
	
	2
	
	
	
	
	
	
	34
	


Skills:
Level 1: + Public speaking (+10 effective leadership)

Spells

Battle

Level 1: Pool power, Cure light injury, Fireball, Hammerhand, Steal mind

Level 2: + Lightning bolt, Aura of protection, Zone of sanctuary.

Level 3: + Animate sword, Dispel magic.

Level 4: + Cure severe wound, Reverse spell.

Possessions: Robes, hand weapon, pouches of ingredients, dagger, holy symbol.

Knight
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel
	Social

	Elite Knight Commander
	4
	61
	54
	5
	5
	12
	60
	3
	49
	61
	53
	61
	61
	43
	+3

	Knight Commander
	4
	51
	44
	4
	4
	10
	30
	2
	39
	51
	43
	51
	51
	33
	+3

	Knight
	4
	41
	34
	4
	3
	9
	40
	1
	29
	41
	33
	41
	41
	33
	+3


Relevant Skills: Ride, Strike mighty, Dodge blow, Street fighter, Strike to stun, injure, all the relevant Specialist Weapons

Knight: Full plate and chain, Horse with plate and chain barding, Lance, Shield, Handweapon.

Knight Commander: + Ring of protection vs Chaos, Shield +1 armour point, HandWeapon +10 weapon skill, +1 damage..

Elite Knight Commander: + Ring of Protection vs Chaos, Ring of Protection vs Goblinoids, Shield +2 armour points, Hand Weapon +20 weapon skill, +2 damage.

Standard Human Warriors

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Captain
	4
	59
	45
	4
	4
	11
	50
	2
	39
	49
	39
	49
	39
	39
	+2

	Sergeant
	4
	49
	35
	4
	3
	9
	40
	1
	29
	39
	29
	39
	29
	29
	+1

	Warrior
	4
	39
	25
	3
	3
	7
	30
	1
	29
	29
	29
	39
	29
	29
	0

	Archer
	4
	29
	45
	3
	3
	7
	30
	1
	29
	29
	29
	29
	29
	29
	0

	Handgunner
	4
	29
	49
	3
	3
	7
	30
	1
	29
	29
	29
	29
	29
	29
	0


Skills: Disarm, Dodge blow, Secret language: battle tongue, Street fighter, Strike mighty blow.

Archer: Marksmanship (bonus is included, + an extra 10 with specialist weapons).

Handgunner: Specialist weapon: firearms, Marksmanship (bonus is included, + an extra 10 with specialist weapons).

Cavalry: + Ride, Specialist weapon: Lance.

Sgt: + Consume alcohol, Gamble, Street fighter.

Cpt: Heraldry, Specialist weapon: two handed, Strike to injure.

Possessions: Mail shirt, Pot helm, Shield, Handweapon, Dagger.

Spearmen: + spear.

Archer: + bow (type as listed), quiver, 30 arrows.

Crossbowmen: + crossbow, quiver, 30 bolts.

Cavalry: + Lance, Horse, plate or chain barding.

Sergeant: Full plate and chain, Weapon +1 damage.

Captain: Full plate and chain +1 armour point, Weapon +10 weapon skill, +2 damage, Potion of healing.

War Machines

Standard Crew, Effective leadership: 59

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	2 x Crew
	3
	29
	39
	3
	3
	6
	30
	1
	39
	39
	39
	39
	29
	29
	0

	1 x Sgt
	3
	39
	49
	3
	3
	8
	30
	2
	49
	49
	39
	49
	29
	29
	+2

	Halfling
	3
	25
	34
	2
	2
	7
	50
	1
	29
	24
	29
	24
	43
	43
	0


Skills: Dodge blow, Drive cart, Specialist weapon: cannon, mortar, Helblaster, or Hotpot, Strike mighty blow. (Halfings also have cook)

Gunnery Sergeant: + Marksmanship (BS: 59 with war machine).

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger.

Each has a 45 degree field of fire and each round where they do not fire they can be moved up to 45 degrees for a new arc. Each war machine will be in a fortified horseshoe shaped nest of sandbags that provides hard cover. The highly absorbent defences have toughness: 5, damage: 40.

Great Cannon.

Toughness: 7, Damage: 17. When fired, a great solid ball impacts and causes an area hit. Anyone more than 50% in the three-yard zone will sustain damage as listed. The ball then bounces forward another d10 yards and anyone in its path takes a standard hit.

Great Cannon Misfires (roll d6)

1 – 2: Destroyed: The cannon explodes causing d3 hits to all crewmen.

2 – 3: Malfunction: The powder fails to light and the cannon must be cleared (1 round) and reloaded (3 rounds).

4 – 6: Mistake: A fault prevents the cannon firing. It may fire next round.

Helblaster Volley gun.

Toughness: 7, Damage: 17. A nine barrelled weapon with a crank that shifts the firing mechanism around and allows rapid firing. Devastating volleys, swiftly delivered to a regiment can shatter the nerves and cause flight, even if the weapon is emptied in the process. Panic is a powerful motivator and defies reason and logic. This was the theory behind the creation of the Helblaster and it more than makes up for its shortcomings.


The gun is fired, and if it misfires on the first shot, all charges are accidentally sparked and all nine barrels fire at the desired target. This counts as a destroyed misfire but no misfire results are applied to the nine shots.


Each volley gun impact causes d6 hits to every individual more than 50% inside the three-yard impact area. At long range however, this is lowered to d3 (and the usual –1 damage), and at extreme is reduced to a single hit (at –2 damage).


The weapon can now be fired again at the same target providing that there are loaded barrels left. If the weapon now misfires, it jams and the crew (people with specialist weapon: Helblaster Volley Gun), must pass a test based on the average of dexterity and intelligence to fix the weapon. A test is permitted every hour and loss of crew affects this duration as it would reload/fire times.


Each volley gun barrel must be removed and reloaded individually. Barrels that were not fired at the time of a misfire must be cleared and checked and so the full reloading of the Helblaster Volley Gun takes 3 hours. This time is affected by loss of crew as normal.

Mortar.

Toughness: 7, Damage: 17. These are shorter heavier weapons that fire an explosive shell into the air that drops and lands on the target. Unlike a cannonball, mortar shells are hollow and filled with gunpowder. When they explode, they affect any creatures more than 50% in their three-yard impact area.

Mortar Misfires (roll d6)

1 – 2: Destroyed: The cannon explodes causing d3 hits to all crewmen.

2 – 3: Malfunction: The powder fails to light and the cannon must be cleared (1 round) and reloaded (1 round).

4 – 6: Mistake: The shell explodes in mid air and has no effect.

Halfling Hot Pot.

Toughness: 7, damage: 17. This is a large stern catapult that fires sealed cauldrons of a boiling acidic oil based brew. The recipe varies from crew to crew but it is kept a closely guarded Halfling secret. When fired, anyone unfortunate enough to be hit by the iron cauldron takes the primary hit at strength 5, and as it breaks open and dowses a three-yard area, all others more than 50% in this area sustain the lesser strength 3 hit.

Hot Pot Misfire:

1 - 2 Destroyed: The catapult breaks, spilling boiling brew over the crew who each take d3 strength 5 hot pot hits.

3 - 4 Spill: The projectile spills on one crewman who takes a standard strength 3 hot pot hit. The pot must be discarded and a new one used.

5 - 6: Problem: A minor fault prevents it firing this round but it can be fired next round instead.

	
	Short
	Long
	Extreme
	ES
	Damage
	Notes
	Reload/fire

	Great Cannon
	60
	120
	600
	10
	4d4
	Ignores armour
	3 load/1 fire

	Helblaster
	24
	48
	200
	5
	Normal
	-
	Special

	Mortar
	12
	48
	250
	7
	2d6
	Ignores 4 APs
	1 load/1 fire

	Hot Pot
	36
	48
	96
	5/3
	Normal
	Ignores armour
	2 load/1 fire


A minimum of three crew are required to operate a war machine. Two crew can operate it but reload times are double the listed times. One crewman requires three times as much time to reload.


A failed ballistic skill roll to hit means the projectile has deviated 2d6 yards in a random direction. The strike is then worked out as normal.


Impact Area: Projectiles strike as a spell does, affecting a group.

Firearms
Hand Gun

	
	Point Blank
	Short
	Long
	Extreme
	Load/fire

	Hand Gun
	2/5
	20/4
	40/3
	100/2
	2 to load each barrel/1 to fire


More potent than ordinary firearms, these military grade weapons ignore one point of armour.

Repeating Hand Gun

A firearm with a heavy revolving chamber with six separate barrels and a firing pin that strikes the spinning barrel and releases a volley of short ranged but highly potent fire. The potent weapon ignores one point of non-magical armour and has an encumbrance of 200. Specialist weapon: Repeating gunpowder weapons is required to use this weapon.

	
	Point Blank
	Short
	Long
	Extreme
	Load/fire

	Hand Gun
	2/5
	20/4
	40/3
	100/2
	2 to load each barrel/1 to fire


Misfire: The innovative design still has a few weaknesses, and one is a greater tendency for misfire. Any roll of 90-00 is considered a misfire in addition to normal die rolls that indicate one.

Firing: When fired, if the user successfully hits the target, they may fire another shot at the same target or one within 3 yards and continue to do so until all six barrels have been used or they miss.

Hochland Long Rifle

The potent rounds coupled with the extended barrel ignore one point of non-magical armour. Long rifles have an encumbrance of 70 and specialist weapon: rifle is required to use this weapon.

	
	Point Blank
	Short
	Long
	Extreme
	Load/fire

	Long Rifle
	3/4
	36/4
	72/3
	350/2
	3 load/1 fire


Steam Tank

Each round, the commander of the tank must decide how much steam to employ. This can range from no steam (0 steam points) to maximum power (5 points). Each point can be used to power one of the following.


- Move 6 yards forward.


- Pivot up to 90 degress left or right.


- Fire the Steam Cannon (once per round).

Each round, calculate steam points used, add 1, and roll a d6. If the die roll is equal to or less than this amount, the boiler has malfunctioned. Consult the relevant chart and add the number of steam points to the roll to determine what happens to the boiler.

Steam Cannon: Fires forward only and the projectile is fired by pressurised steam. When fired, a great solid ball impacts and causes an area hit. Anyone more than 50% in the three-yard zone will sustain damage as listed. The ball then bounces forward another d10 yards and anyone in its path takes a standard hit. While reloading, the commander cannot operate the tank. Misfires are consulted on the Boiler table.

	
	Short
	Long
	Extreme
	ES
	Damage
	Notes
	Reload/fire

	Steam Cannon
	36
	48
	96
	10
	4d4
	Ignores armour
	2 load/1 fire


Steam Tank: It is a densely armour plated mass of metal, and anything the tank moves over is crushed unless they make an initiative test to jump out of the way. Those who fail sustain a strength 7 hit and this does not slow the passage of the tank.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel
	Social

	Tank
	-
	-
	-
	7
	10
	32
	-
	-
	-
	-
	-
	-
	-
	-
	+3

	Commander
	4
	51
	44
	4
	4
	10
	30
	2
	39
	51
	43
	51
	51
	33
	+3


Tank Commander

Psychology: Should the commander be subjected to psychology, he battens down the hatches and hides until he can pull himself together. Only if the tank is going to be destroyed will he consider abandoning it.

Skills: Disarm, Drive steam tank, Dodge blow, Engineer, Secret language: battle tongue, Street fighter, Strike mighty blow, Marksmanship (bonus is included, + an extra 10 with specialist weapons)., Specialist weapon: repeating firearms, steam cannon.

Possessions: Repeating pistol, Pot helm, Breastplate, Mail shirt, Sword, Dagger, Powder and shot for ten more rounds.

	
	Point Blank
	Short
	Long
	Extreme
	Load/fire

	Pistol
	1/5
	10/4
	20/3
	50/2
	2 to load each barrel/1 to fire


Misfire: The innovative design still has a few weaknesses, and one is a greater tendency for misfire. Any roll of 90-00 is considered a misfire in addition to normal die rolls that indicate one.

Firing: When fired, if the user successfully hits the target, they may fire another shot at the same target or one within 3 yards and continue to do so until all six barrels have been used or they miss.

Tank: The armoured hatch from which the Commander can shoot counts as very hard cover and all attempts to shoot him are at –30. The tank has 4 armour points all over, and damage causes the boiler to become unreliable. Every five wounds sustained cause a cumulative +1 on the die roll to see if the boiler malfunctions.

	D6
	Result

	6 or less
	A leak results in a maximum of two steam points next round. Pressure then returns to normal.

	7
	The tank cannot move but steam continues to build up. The same amount of steam points used this round must be used next round as well.

	8
	Steam escapes resulting in –30 to hit the tank. The commander cannot see to fire and the tank moves as follows with each steam point being used to create one of the following until all are expended…

D6

1-4: Straight ahead.

5: 90 degrees left.

6: 90 degrees right.

	9
	The boiler ruptures, causing a strength 3 hit on everything within 6 yards. The tank cannot move until repaired, but may continue to fire at those directly in front of it.

	10+
	The boiler explodes, causing a strength 6 hit on all within 6 yards, including the commander. The tank is immobilised until repaired.


