
        

AFTER A BUMPY INITIAL RELEASE, I HOPE TO HAVE A HIGH-RES 
COPY OF ISSUE ONE OUT SOON UNTIL THEN, YOU'LL ALL JUST HAVE 
TO DEAL WITH NEW CONTENT!I WANT TO TAKE THIS CHANCE TO 
EXPLAIN THE PROCESS FOR SUBMISSIONS WE'RE RECEIVING A LOT 
OF NEW HIRED SWORDS, WARBANDS, DRAMATIS PERSONAE, ETC, 
AND SO WE'VE A LOT OF WORK TO DO WE HERE AT LOD WILL NOT 
SIMPLY PUBLISH WORK VERBATIM FROM ITS AUTHORS UNLESS 
IT'S ABSOLUTELY BREATH TAKING AND PERFECT OF COURSE, 
THIS HAS YET TO HAPPEN AND AS SUCH EVERYTHING THAT IS 
SUBMITTED HAS TO GO THROUGH A PROCESS ALL HIRED SWORDS 
ARE RUN THROUGH AT LEAST FIVE GAMESWE NEED TO SEE THAT 
THEY WORK, THAT THEY ARE BALANCED, AND THAT THEIR 
COST/POINT VALUES ACCURATELY REFLECT THEIR ABILITIES 
AND BONUSES TO THE WARBAND THAT EMPLOYS THEMTHAT 
BEING SAID, WE CAN ONLY EVER GET ONE OR TWO HIRED SWORDS IN 
PER ISSUE I UNDERSTAND THAT THIS IS ONE OF THE MOST 
DESIRABLE CREATIONS FOR THE MORDHEIM PUBLIC (MORESO 
THAN NEW WARBANDS) HOWEVER I CANNOT RELEASE HIRED 
SWORDS WITHOUT THEIR PROPER TESTING IT JUST CREATES 
CONFUSION AND FRUSTRATION ON THE PART OF THE PLAYER, AS 
PEOPLE WILL BEGIN TO DISAGREE IF THE MODEL ISN'T BALANCED 
IN THE FIRST PLACEWITH THAT IN MIND, WARBANDS ARE TWICE 
AS HARD TO TEST WE NEED TO PLAY THEM OVER AND OVER, 
WITH DIFFERENT COMPOSITIONS TO ENSURE THAT THINGS WILL 
WORK FOR THE BEST WE'VE ALL SORTS OF GAMERS HERE, AND 
ONCE ALL OF THESE HAVE HAD THEIR FINGERS IN THE PIE WE 
TEND TO GET A MORE BALANCED CREATION YOU SIMPLY WILL 
NOT SEE A HIRED SWORD OR WARBAND THAT HASN'T GONE 
THROUGH THIS PROCESS PRINTED IN LOD; IT'S MY PROMISE TO 
MORDHEIM & HER PLAYERSSO REMEMBER, IF YOU SUBMIT A 
HIRED SWORD, DP OR WARBAND, DON'T EXPECT TO SEE IT IN NEXT 
MONTHS RELEASE; IT'LL BE AWHILEWELCOME TO CRAZY 
GROM'S NO WHERE ELSE IN MORDHEIM WILL YOU FIND A BETTER 
ASSORTMENT OF HIRELINGS IF YOU DON'T FIND WHAT YOU'RE 
LOOKING FOR, THEN YOU'RE NOT GOING TO FIND IT ANYWHERE!35 
GOLD CROWNS TO HIRE + 15 GOLD CROWNS UPKEEP HAVING LEFT 
THEIR HOME , THE DIESTRO CONVERGE UPON MORDHEIM TO 
MAKE THEIR FORTUNE IT IS NOT OFTEN THAT THE SKILLED OF 
ESTALIA VENTURE THIS FAR INTO THE EMPIRE, HOWEVER 
MORDHEIM HAS PROVEN TOO RIPE AN OPPORTUNITY TO RESIST 
MASTERS OF THEIR ART, THE DIESTRO HIRE THEMSELVES OUT 
TO THOSE WHO CAN AFFORD THEIR SKILLS, TAKING EVERY 
CHANCE TO ILLUSTRATE THEIR SUPERIOR TRAININGMAY BE 
HIRED: ANYONE SAVE FOR CHAOTIC (POSSESSED, CARNIVAL, 
BEASTMEN, SKAVEN), UNDEAD (OF ANY KIND), TILEAN OR 
OSTERLANDER WARBANDS MAY HIRE THE DIESTRO RATING: A 
DIESTRO INCREASES THE WARBAND'S RATING BY 25 POINTS, PLUS 1 
POINT FOR EACH EXPERIENCE ACCUMULATED WEAPONS/
ARMOUR: RAPIER, MAIN GAUCHE, LIGHT ARMOUR SKILLS: A 
DIESTRO MAY CHOOSE FROM THE COMBAT OR SPEED SKILL LISTS 
50 GOLD CROWNS TO HIRE + 20 GOLD CROWNS UPKEEP WHILE 
RECLUSIVE AND WARY OF OUTSIDERS, IT IS NOT UNHEARD OF FOR 
ONE OF THE YOUNGER WOODLAND ELVES TO VENTURE INTO THE 
EMPIRE IN SEARCH OF ADVENTURE AND GOLD SUCH IS THE WOOD 
ELF HUNTER, FOR THEIR SKILLS ARE PRIZED IN BOTH THE 
WILDERNESS AND THE RUINS OF MORDHEIMMAY BE HIRED: ANY 
GOOD WARBAND MAY HIRE A WOOD ELF HUNTER RATING: A WOOD 
ELF HUNTER INCREASES A WARBAND’S RATING BY +22 POINTS, 
PLUS 1 POINT FOR EACH POINT OF EXPERIENCEWEAPONS/ARMOUR: 
ELF BOW, SWORD, LIGHT ARMOUR, HUNTING ARROWSSPECIAL 
RULES:STALK: SUCH IS THE SKILL WITH WHICH A WOOD ELF 
HUNTER SHOOTS THAT HE MAY REMAIN HIDDEN AFTER 
SHOOTING HIS BOW ON A ROLL OF 4+HUNTED: AT THE START OF 
EACH GAME, THE WOOD ELF HUNTER MAY CHOOSE 1 ENEMY TO 
BE HIS PREY ALL ATTACKS AGAINST THAT ENEMY, BE IT 
MISSILE OR CLOSE COMBAT, ARE MADE AT +1 ON THE “TO HIT” 
ROLLKEEN EYED: AN ELF CAN SEE FAR BETTER THAN THE 
COMMON MAN AS SUCH HE CAN SPOT HIDDEN ENEMIES AT TWICE 
HIS INITIATIVE VALUESKILLS: A WOOD ELF HUNTER MAY CHOOSE 
FROM THE SPEED AND SHOOTING SKILLS WHEN HE GAINS AN 
ADVANCEMENTHE GAINS AN ADVANCEMENT THE VILE NECRARCH 
LUCIFEL HAD BEEN LOOTING THE GRAVES OF THE LOCAL 
CHURCHYARD FOR MONTHS, BUT IT WAS ASSUMED THIS WAS FEED 
HIS GHOULISH MINIONS ONE DARK AND STORMY NIGHT, AS LIGHTNING 
GRACED THE ROOF OF THE VAMPIRES TOWER, THE TRUTH 
CAME TO BE KNOWN LUCIFEL HAD CONSTRUCTED A HIDEOUS 
MONSTER, POWERED BY WYRDSTONE, SEWN TOGETHER FROM 
DOZENS OF CORPSES BY ACCIDENT OR DEVIOUS PLAN, THE 
CREATURE BROKE THROUGH THE STONE WALLS OF THE TOWER 
AND RAN INTO THE VILLAGE, HIS MOVEMENTS SHROUDED BY THE 
THICK STORM THAT WAS WEEKS AGO: NOW THE MONSTER HAS 
BEEN DISCOVERED, AND IS FOUND RESPONSIBLE FOR SEVERAL 
GRUESOME DEATHS BUT IF THE MONSTER IS POWERED BY 
WYRDSTONE, IT MAY BE WORTH THE TIME TO TRACK DOWN AND 
KILL IMAGINE, A WALKING TREASURE!TERRAIN EACH PLAYER 
TAKES IT IN TURN TO PLACE A PIECE OF TERRAIN, EITHER A 
RUINED BUILDING, TOWER, OR OTHER SIMILAR ITEM (A RUINED 
WINDMILL IS IDEAL!) WE SUGGEST THAT THE TERRAIN IS SET UP 
WITHIN AN AREA ROUGHLY 4' X 4' WARBANDS EACH PLAYER 
ROLLS A DICE WHOEVER ROLLS HIGHEST CHOOSES WHO SETS UP 
FIRST THE FIRST PLAYER THEN CHOOSES WHICH TABLE EDGE 
TO SET UP ON, PLACING ALL HIS WARRIORS WITHIN 8" OF THAT 
EDGE SETUP CONTINUES WITH THE NEXT PLAYER PLACING 
OPPOSITE OF THE FIRST IF A TWO PLAYER GAME, OR ALONG 
THEIR CHOSEN EDGE IF A MULTIPLAYER GAME AFTER ALL 
WARBANDS HAVE SET UP, THE WARBAND WITH THE LOWEST 
WARBAND RATING SETS UP THE ABOMINATION WITHIN 8” OF THE 
VERY CENTER OF THE BOARD HE MOVES DURING HIS OWN TURN, 
WHICH HAPPENS AT THE START OF EVERY ROUND FOR EACH 
WARBAND ABOVE 2 PLAYING THE SCENARIO, IT IS RECOMMENDED 
TO INCREASE THE ABOMINATIONS WOUNDS BY 1STARTING THE 
GAME PLAYERS ROLL A D6, AND ADD THEIR LEADERS INITIATIVE 
THE HIGHEST SCORING PLAYER TAKES THE FIRST TURNTO BE 
NOTEDBEFORE THE SCENARIO STARTS, EACH PLAYER MAY 
PURCHASE AN ADDITIONAL 1D3 TORCHES FOR 5GC 
EACHWEAPONS/ARMOUR: THE ABOMINATION DOES NOT EMPLOY 
WEAPONS, AND SUFFERS NO PENALTIES FOR DOING SOSPECIAL 
RULESCAUSE FEAR: ABOMINATIONS ARE TERRIFYING UNDEAD 
CREATURES AND THUS CAUSE FEARIMMUNE TO PSYCHOLOGY: 
ABOMINATIONS ARE NOT AFFECTED BY PSYCHOLOGYIMMUNE TO 
POISON: ABOMINATIONS ARE IMMUNE TO POISONSNO PAIN: 
ABOMINATIONS TREAT STUNNED RESULTS AS KNOCKED 
DOWNLARGE TARGET: ABOMINATIONS ARE LARGE TARGETS AS 
DEFINED IN THE SHOOTING RULESPOWERED: A NECRARCH HAS 
PLACED WYRDSTONE SHARDS IN THE ABOMINATION TO BRING IT 
LIFE SHOULD THE ABOMINATION BE REMOVED FROM COMBAT, THE 
MODEL THAT TOOK IT DOWN RECEIVES 1D3 SHARD OF 
WYRDSTONE.FIRE BAD!: ANY MODEL ARMED WITH A TORCH OR 
FLAMING BRAZIER CAUSES FEAR AGAINST THE ABOMINATION. IF 
THE ABOMINATION RANDOMLY MOVES INTO A FIRE-BEARING 
MODEL, IT MUST TAKE A FEAR TEST. IF IT FAILS IT STILL COUNTS 
AS CHARGING, BUT HITS ON 6S FOR THE FIRST ROUND.WANDERING: 
DURING THE ABOMINATION�S TURN, ROLL A D6 AND A SCATTER 
DICE. THE ABOMINATION MOVES D6 INCHES IN THE DIRECTION 
SHOWN. IF YOU ROLL A “HIT”, HE IS CONTENT WHERE HE IS AND 
STAYS PUT THIS TURN. IF THERE IS A MODEL WITHIN THE RANGE 
SHOWN ON THE DICE, THE ABOMINATION WILL  AUTOMATICALLY 
CHARGE, REGARDLESS OF WHAT DIRECTION THE SCATTER DICE 
SHOWS. ONCE AN ABOMINATION HAS BEEN HIT (MISSILE OR HAND-TO
-HAND), FOR THE REST OF THE GAME, THE ABOMINATION MOVES 
2D6 INCHES INSTEAD. IF THIS MOVEMENT TAKES HIM INTO A 
BUILDING, ROLL A D6: ON 1-3, HE IS BACKED AGAINST THE WALL AND 
CAN’T CONTINUE THE REST OF HIS MOVE. ON 4+, HE PLOUGHS 
THROUGH THE WALL AND CONTINUES THE REST OF HIS MOVE. IF 
YOU ROLL A “HIT” ON THE SCATTER DICE, YOU HAVE “HIT” A 
NERVE, AND THE ABOMINATION CHARGES THE NEAREST MODEL 
WITHIN 12 INCHES. OTHERWISE HE REMAINS STILL. ENDING THE 

GAME WHEN ONE OF THE WARBANDS FAILS ITS ROUT TEST, THE 
GAME ENDS. THE ROUTING WARBAND LOSES AND THEIR 
OPPONENTS WIN. EXPERIENCE +1 SURVIVES. IF A HERO OR A 
HENCHMAN GROUP SURVIVES THE BATTLE THEY GAIN +1 
EXPERIENCE. +1 WINNING LEADER. THE LEADER OF THE WINNING 
WARBAND GAINS +1 EXTRA EXPERIENCE. +1 PER ENEMY OUT OF 
ACTION. ANY HERO EARNS +1 EXPERIENCE FOR EACH ENEMY 
MODEL HE PUTS OUT OF ACTION. +1 ABOMINATION OUT OF ACTION 
THE HERO WHO TOOK THE ABOMINATION OUT OF ACTION 
RECEIVES AN ADDITIONAL +1 EXPERIENCERUMORS ABOUND IN DARK 
TAVERNS AND UNLIT ALLEYWAYS OF THE RESTLESS GARDEN. 
MANY HAVE BEEN LURED BY THE PROMISE OF LOST TREASURE 
AND ABUNDANCE OF WYRDSTONE, BUT FEW, IF ANY, RETURN. 
GHOULS, ZOMBIES AND SKELETAL WARRIORS PROWL THE ONCE-
BEAUTIFUL PALACIAL GARDENS, HUNGERING FOR FLESH AND 
DESTROYING ANY THAT FALL WITHIN THEIR COLD REACH. 
CHAOTIC MAGIC RULES HERE, AND HORRIBLE, BONE-CHILLING 
SCREAMS EMANATE FROM THE HAUNTED GROUNDS WITH 
TERRIBLE REGULARITY. STILL, ADVENTURES AND FOOLS ALIKE 
ARE DRAWN TO IT LIKE A MOTH TO FLAME, SEEKING RICHES, 
GLORY, AND THE HONOR OF FINALLY CLEANSING THE HAUNTED 
GARDENS OF MORDHEIM.THIS SCENARIO CAN BE PLAYED BY UP TO 
FOUR WARBANDS OF ANY TYPE. TERRAIN THERE IS ONE SPAWN-
SITE FOR EACH WARBAND IN-PLAY. PLAYERS TAKE TURNS 
PLACING A SPAWN-SITE EACH, AND SUBSEQUENTLY ANY 
TERRAIN PIECES (TOWERS, HEDGES, RUINED WALLS, ETC) UNTIL 
THE BOARD IS FULL. IT IS RECOMMENDED TO PLAY THIS SCENARIO 
ON A 4X4 TABLE. SPECIAL RULES RESTLESS DEAD - AFTER ALL OF 
THE WARBANDS HAVE HAD A TURN, THERE IS AN UNDEAD TURN. 
EACH PLAYER IS TO ROLL A D3+1 AND PLACE THAT MANY 
UNDEAD ZOMBIES AT THEIR RESPECTIVE SPAWN-SITE THAT 
THEY HAD PLACED. THESE RESTLESS DEAD MOVE IN RANDOM 
DIRECTIONS, AND WILL CHARGE ANYTHING (OTHER THAN OTHER 
RESTLESS DEAD MODELS) WITHIN RANGE. CAUSE FEAR- AS WITH 
ALL UNDEAD MODELS, THE RESTLESS DEAD CAUSE FEAR.CAN'T 
RUN- BEING DEAD HAS IT'S DRAWBACKS, ONE OF WHICH IS THAT 
YOU ARE NONE-TOO QUICK ON YOUR FEET. RESTLESS DEAD CANNOT 
RUN, BUT THEY CAN CHARGE AS NORMAL. NUTTIN' BUT SKIN 'N 
BONES- THE RESTLESS DEAD HAVE SHAMBLED AROUND SINCE 
SIGMAR PASSED HIS JUDGMENT UPON MORDHEIM. THEIR FLESH IS 
LIKE PAPER, ALL ORGANS AND MUSCLES HAVE LONG-AGO ROTTED 
AWAY. ONLY THE POWERFUL WORKINGS OF CHAOS HAVE KEPT 
THEM FROM THE EVERLASTING EMBRACE OF DEATH. RESTLESS 
DEAD HAVE AN ARMOR SAVE OF 5+ AGAINST ANY NON-BLUDGEONING 
WEAPON, REGARDLESS OF CRITICAL HITS. THEY WILL 
THEREFORE ALWAYS GAIN A 5+ ARMOR SAVE AGAINST ANY 
WEAPON OTHER THAN HAMMERS, MACES, ETC, REGARDLESS OF 
STRENGTH OR DAMAGE MODIFIERS. STARTING THE GAME THE 
PLAYERS EACH ROLL A D6 TO DETERMINE WHO GOES FIRST. 
PLAY PROCEEDS CLOCKWISE AROUND THE TABLE. ENDING THE 
GAME THE GAME ENDS WHEN ALL WARBANDS BUT ONE HAVE 
FAILED THEIR ROUT TEST. WARBANDS WHICH ROUT 
AUTOMATICALLY LOSE. IF ONE OR MORE WARBANDS HAVE 
ALLIED WHEN THE OTHER WARBANDS HAVE ALL ROUTED, THEY 
MAY CHOSE TO SHARE THE VICTORY, OR THEY MAY CONTINUE 
THE GAME UNTIL ONE WARBAND IS VICTORIOUS. EXPERIENCE +1 
SURVIVES. IF A HERO OR HENCHMEN GROUP SURVIVES THE BATTLE 
THEY GAIN +1 EXPERIENCE. +1 WINNING LEADER. THE LEADER OF 
THE WINNING WARBAND(S) GAINS +1 EXPERIENCE. +1 PER ENEMY OUT 
OF ACTION. ANY HERO EARNS +1 EXPERIENCE FOR EACH ENEMY 
HE PUTS OUT OF ACTION. +1 EXPLORATION DICE FOR EVERY 
RESTLESS DEAD REMOVED FROM ACTION. THESE ARE 
SUBSTITUTION DICE, AND A PLAYER CANNOT EXCEED THE 
AMOUNT OF EXPLORATION DICE THEY WOULD BE ALLOWED TO USE 
REGULARLY. THIS REPRESENTS THE TREASURES FOUND ON AND 
AROUND THE CORPSES OF THE FOUL UNDEAD. A PLAYER WOULD 
ROLL THE REGULAR AMOUNT OF EXPLORATION DICE ALLOWED, 
SET THEM ASIDE, AND THEN ROLL ALL OF THE BONUS DICE 
SEPARATELY, THUS ALLOWING A HIGHER EXPLORATION SCORE 
TO BE SUBSTITUTED IN, AND POSSIBLY TURNING DOUBLES INTO 
TRIPLES, ETC.MEASURE OF MANKIND CHAOS IS A NEAR INFINITE 
TOPIC. TO AGREE TO PUT PEN AND INK TO PARCHMENT IN ITS 
NAME IS PARAMOUNT TO SIGNING ONES DEATH WARRANT, OR 
WORSE, COMMITTING ONESELF TO AN ASYLUM FOR THE 
CRIMINALLY INSANE. FORTUNATELY MY FOLLY IS LIMITED TO AN 
EXAMINATION OF THE KNOWN MARAUDER TRIBES, THOSE MEN 
FROM THE NORTH WHO HAVE FALLEN UNDER THE INFLUENCE OF 
THE RUINOUS POWERS. EVERY MAN, WOMAN, AND CHILD FORMS  
PERSONAL OPINIONS ABOUT CHAOS. THESE ARE BASED ON THE 
EXPERIENCES OF THE INDIVIDUAL. I CHALLENGE YOU TO READ 
FROM THE LIBER CHAOTICA (COVER TO COVER, FOOTNOTES & ALL 
IF YOU DARE) AS I GUARANTEE THAT YOU SHALL DISREGARD 
PREVIOUS NOTIONS, IF ITS UNSANCTIFIED LEAVES DON’T CONSUME YOU 
FIRST. ASSUME NOTHING! FOR AFTER ALL CHANGE IS SAID TO BE 
THE WILL OF THE GODS. CITIZENS OF THE EMPIRE ARE NOT 
INHERENTLY GOOD, NOR ARE CREATURES AND FOLLOWERS OF 
CHAOS IRREFUTABLY EVIL. SO HOW DOES GOOD AND EVIL EXIST IN 
THE WORLD? THE IMPURE ARE BURNED IN ACCORDANCE WITH 
EMPIRE LAW. MUTANTS IN TURN HARBOUR DEEP RESENTMENT 
TOWARDS THE EMPIRE AND WOULD GLADLY SEE ITS FERTILE 
LANDS LAID TO WASTE. FOR THEIR PART THE IMPERIAL 
NOBILITY ARE CONSIDERED NO BETTER THAN PETTY RACISTS 
WITH VINDICTIVE PERSONAL AGENDAS. RELIGION DIVIDES THE 
REALMS OF MEN. IN THE EMPIRE ALONE IT CREATES A FOUNTAIN 
OF INTERNAL CONFLICTS. TRIBES OF MEN WHO DWELL IN THOSE 
LESS VERDANT LOCALES TO THE NORTH OF THE EMPIRE WAGE 
WAR ON ONE ANOTHER FOR THE GLORY OF THEIR PATRONS. IT 
MIGHT SEEM IMPOSSIBLE TO DIVIDE BLACK FROM THE WHITE. 
UNLESS OF COURSE YOU ARE A WITCH HUNTER – WHEREBY 
THERE IS NO GREY, ONLY FIERY JUSTICE AWAITING THE 
HERETICS AND THE TAINTED, ADULTS AND CHILDREN ALIKE. 
ACKNOWLEDGMENT OF THE DARK GODS EXISTENCE DOES NOT A 
HERETIC MAKE. AGENTS OF SIGMAR WOULD THROW EVEN MORE 
OF THEIR COMRADES ON THE PYRE THAN THEY DO ALREADY IF 
IT DID. THIS MEANS A LINE CAN BE DRAWN SOMEWHERE IN THE 
SAND. MARINERS PAY THEIR SUPERSTITIOUS TITHES TO MANANN 
FOR IT WOULD NOT BE WISE TO INVITE THE WRATH OF THE GOD OF 
THE SEA. IF THE GODS OF CHAOS TRULY EXIST THEN IT MIGHT 
ONLY SEEM FIT TO WORSHIP THEM. YOU MAY WISH TO ASK 
YOURSELVES WHERE PRECISELY THIS MARKER LIES. THE 
KURGAN KURGAN TRIBES ARE LED BY THEIR ZAR, A POWERFUL 
WARRIOR CHIEFTAIN WHO IS MARKED BY CHAOS. THE 
RELATIONSHIP BETWEEN TRIBES IS TENUOUS FOR EACH FOLLOWS 
ONE PARTICULAR GOD. EACH TRIBE EMPLOYS A SHAMAN. 
THESE SORCERERS HAVE THEMSELVES BEEN FAVOURED BY ONE 
OF THEIR GODS. TRIBES DEDICATED TO THE SKULL LORD HAVE NO 
PATIENCE FOR MAGIC AND PUT SHAMANS TO THE SWORD. A 
MUSTER OF TRIBES WILL BE LED INTO BATTLE BY A FORMIDABLE 
INDIVIDUAL CALLED THE HIGH-ZAR. KURGAN LEADERS ADOPT A 
PRACTICE OF MARKING THEIR CAPTIVES. WHEN A ZAR LAYS 
THE MARK OF HIS GOD UPON A PRISONER IT TYPIFIES THAT HE 
HAS RECOGNISED THAT THE SUBJECT MAY OFFER SOME MERIT 
TO HIS GOD. IF THE INDIVIDUAL HAS THE SIGHT THEN HE IS ALMOST 
CERTAIN TO BE SPARED. DURING WARTIME MEMBERS OF CO-
OPERATING TRIBES WILL LEAVE MARKED PRISONERS BE. TO DO 
OTHERWISE WOULD INFURIATE A ZAR. WARRIORS WHO SURVIVE 
LONG ENOUGH BECOME SUBJECTS OF SHAMANIC RITUALS IN THE 
TEMPLES WHERE THEY ARE KEPT GUARDED, BEFORE BEING 
PITTED AGAINST ONE ANOTHER IN CLOSE COMBAT UNTIL DEATH. 
THIS DETERMINES WHETHER THE GODS HAVE AN INTEREST IN 
THE CAPTIVES. IT IS THUS THAT MEN OF THE OLD WORLD ARE 
FORCED TO TURN THEIR BACKS ON THEIR FORMER SELVES AS 
THEY EMBRACE NEW PERSONAS – FRESH IDENTITIES AS HEROES 
OF THE MARAUDER TRIBES. WHEN A WEAPON OR A STEED HAS 
PROVED ITS WORTH IN BATTLE IT IS CUSTOM THAT IT RECEIVES 
A NAME. THIS IS NOT SO MUCH A SENTIMENT AS IT IS A SYMBOL OF 
IMPORTANCE. PURE BLOODED KURGAN ARE RAVEN HAIRED 

PEOPLE WITH RUDDY SKIN COMPLEXIONS. MARAUDER BANDS 
ADVOCATE THE SKILL OF ARCHERY. UNLIKE INFANTRYBASED 
IMPERIALS, THE KURGAN NEEDED A WEAPON THAT FIRES 
EASILY FROM THE SADDLE. KURGAN RAIDERS USE A COMPLEX 
PROCESS OF FASHIONING THEIR BOWS FROM THREE PARTS. A 
CENTRAL STAVE OF MAPLE OR MULBERRY, WOODS WHICH TAKE 
GLUE WELL, LAMINATED WITH ANIMAL SINEW ON THE BACK AND 
HORN ON THE FRONT, IN ORDER TO WITHSTAND THE TENSION AND 
COMPRESSION. FOR SPECIAL BOWS, HUMAN SINEW AND BONE IS USED. 
THIS STAVE, THE GRIP, IS FIXED TO THE TWO ARMS OF THE BOW, 
ALONG WHICH BONE FROM LONGHORN CATTLE HAS BEEN GLUED. 
BONE TIPS ARE ATTACHED, AND THE BOWS ARE TIED UP TIGHT 
AGAINST THE SHAPE THEY WOULD BE DRAWN TO. THE BOWS ARE 
LEFT TO DRY FOR WEEKS, OR IF TIME PERMITTED, 
MONTHS.FOLLOWING BATTLE IT IS CUSTOM TO INCINERATE THE 
CARCASSES OF SLAIN FOES BEFORE SWEEPING THE CHARRED 
REMAINS FOR SKULLS, WHICH ARE PILED HIGH TO HONOUR THE 
GODS. MONOLITHS HAVE INFAMOUSLY BEEN RAISED BY THE 
KURGAN IN THE LANDS OF THE NORTH. THEY TAKE MANY FORMS 
IN DEFERENCE TO A PARTICULAR PATRON. CONSTRUCTION OF A 
MONOLITH TYPICALLY TAKES PLACE ON A SPOT WHERE THE 
WINDS OF CHAOS BLOW STRONG. THESE UNHOLY LANDMARKS ARE 
PLACES OF DARK WORSHIP. TRIBUTES ARE MADE ONSITE IN THE 
FORM OF TORTURE AND SACRIFICE. TRIBES OF THE KURGAN: THE 
KVELLIGS, GHARHARS, TAHMAKS, HASTLINGS, TOKMARS, 
YUSAK, KHAZAGS, AVAGS, DOLGANS, AND THE TERRIBLE KUL THE 
TONG MANY CENTURIES AGO A GREAT HOST OF FEROCIOUS 
WARRIORS SPILLED OUT OF THE EAST. IT SWEPT ACROSS THE 
NORTH OF THE WORLD WITH UNFORGIVING FORCE, CRUSHING 
EVERYTHING IN THE WAKE OF ITS CARNAGE. THIS MYSTERIOUS 
TRIBE OF BARBARIANS IS KNOWN ONLY AS THE TONG. EACH TRIBE 
OF MEN, ORCS, GOBLINS AND OTHER RACES IT ENCOUNTERED WAS 
ANNIHILATED. MORTAL MEN OR DAEMONKIN, THE TONG 
RELENTLESSLY THREW THEMSELVES AGAINST THE SAVAGE 
PEOPLE OF THE NORTH. FACED WITH SUCH RECKLESS HATE, 
EVEN THE MOST IMPRUDENT KURGAN FOUND THEY WERE 
POWERLESS AGAINST THIS HEEDLESS ASSAULT. SKALDS IN 
NORSCA RECOUNT HOW THESE DESPOILERS DEMONSTRATED 
TOTAL DISREGARD FOR THEIR OWN WELL BEING. AS THE HORDE  
APPROACHED THE EASTERN STEPPES, BUTCHERING THE 
KURGAN TRIBE AFTER TRIBE, IT TURNED BACK, AND 
UNPREDICTABLY MARCHED AWAY. FOR A TIME THE 
MARAUDER TRIBES WERE DIMINISHED BY THIS ATYPICAL 
INCURSION ON THEIR LANDS. A HUNDRED YEARS LATER AND THEIR 
STRENGTH OF ARMS RENEWED, THE NORTHERN TRIBES 
MARCHED SOUTH TO KISLEV AFORE THE ABOMINATIONS OF CHAOS 
WHICH SPILLED OUT FROM THE WASTES. DURING THE GREAT 
WAR AGAINST CHAOS THE TONG ROSE UP AGAIN FROM THEIR 
DISTANT HABITAT AND MARCHED SOUTH BRUTALISING THE 
NOMADIC TRIBES. SURPRISINGLY THESE HIDEOUSLY MUTATED 
MEN NEVER JOINED WITH THE FORCES OF DARKNESS WHICH HAD 
ENCROACHED UPON THE EMPIRE. FOR YEARS THE 
UNSTOPPABLE HORDE REMAINED THE SCOURGE OF WARRIOR 
TRIBES ACROSS THE STEPPE. THEY BECAME CONSUMED WISH 
EXTERMINATING THE HOBGOBLIN TRIBES. THEIR THIRST FOR 
BLOODSHED WELL AND TRULY SLAKED THE TONG FINALLY 
RETURNED UNCHALLENGED TO THEIR HOMELAND. SINCE THE 
VANISHING OF THE TONG HORDE DURING THE GREAT WAR, ONLY 
THE RARE SIGHTINGS OF SMALL WARBANDS HAVE GIVEN 
CREDENCE TO THEIR LEGEND. THE NORSE OF ALL THE 
MARAUDER TRIBES THE NORSE WHICH LIVE IN THE SOUTH OF 
NORSCA ARE LEAST UNDER THE INFLUENCE OF CHAOS. THE NORSE 
ARE A SEAFARING RACE AND THERE ARE THOSE WHO HAVE 
ESCAPED THE WARPING INFLUENCE OF THE WINDS THAT BLOW 
OUT OF THE NORTH ALTOGETHER. ENTIRE TRIBES HAVE 
MIGRATED FROM THE ICY SHORES OF NORSCA IN FAVOUR OF 
WARMER CLIMES. THERE HAVE BEEN SETTLEMENTS FOUNDED 
ALONG THE COASTLINES OF THE SOUTHLANDS AND IN LUSTRIA, 
NOTABLY THE FLOURISHING TRADING PORT SKEGGI. THOSE WHO 
REMAIN IN THE FROZEN WILDERNESS OF SOUTH NORSCA ARE MORE 
RELUCTANT THAN THEIR NORTHERN KIN TO TAKE FROM THE 
GODS. IN THE EXTREME NORTH THE NORSE AND KURGAN 
PRACTICE OVERT WORSHIP OF THE FOUR. EACH SOUTHERN 
TRIBE HAS ITS OWN SPECIAL DEITIES FEATURING ANCESTORS, 
HEROES AND SPIRITS TO WHOM TRIBUTE IS PAID IN THE FORM OF 
ANIMAL OR HUMAN SACRIFICE. THERE IS A MEASURE OF 
RESTRAINT IN NOT GIVING SO MUCH OF THEMSELVES TO THE GODS. 
PERHAPS THERE IS A SLIGHT REDUCTION TO THE 
ENVIRONMENTAL RISK OF MUTATION. IT IS MORE LIKELY THAT 
THE HABIT IN WHICH THEY PAY HOMAGE TO THEIR 
PANTHEONS HAS REDUCED ANY CHAOTIC INFLUENCE. A MARK OF 
CHAOS WOULD STILL BE A BLESSING TO ANY TRIBESMAN WHO IS A 
WARRIOR BUT GREAT RESPONSIBILITY COMES WITH SUCH A 
POWER. WARRIORS MAY CALL UPON THEIR MANY GODS OF WAR, 
DESIRE, DECAY AND HOPE FROM TIME TO TIME. THOSE WHO DO SO 
LIKELY WILL BECOME MORE SUSCEPTIBLE TO THE 
BEGUILEMENT AND MANIPULATION OF OTHERWORLDLY FORCES. 
NORSE CULTURE IS STEEPED IN THE SUPERNATURAL AND THEIR 
SOCIETY HAS BECOME ATTUNED TO IT. NONE MORE SO THAN A 
TRIBES SEER OR THEIR RESIDENT WITCH DOKTORS KNOWN AS 
VITKI. COMMUNITIES OF NORSE PEOPLE ARE LED BY THEIR 
TRIBAL CHIEFTAINS THE JARLS. SOME TRIBES ARE 
COLLECTIVELY LORDED OVER BY A TRIBAL KING. A DREADED 
SEER WILL INTERPRET THE WILL OF THEIR ANCESTORS AND 
THE GODS. THEY GLIMPSE AT FUTURE EVENTS THROUGH READING 
SIGNS IN THE ENTRAILS OF RITUAL SACRIFICE IN ORDER TO ADVISE 
THEIR JARL. EACH TRIBE WILL HAVE SOME KIND OF WITCH OR 
SORCERER. IN SOME PARTS OF NORSCA AN EVEN OLDER TRADITION 
REMAINS. DRAWING FROM THE WINDS OF DHAR, THE VITKI ARE 
ABLE TO MANIPULATE DARK MAGIC TO AID THEIR PEOPLE 
THROUGH DIVINATION, HEALING AND PROPHECY. HUMAN 
SACRIFICES ARE REQUIRED TO FUEL PROFANE RITUALS AND THIS 
LEADS TO THE DEATH SENTENCES OF MANY THRALLS AND 
PEASANTS.  THE SENSE OF LOYALTY WITHIN A NORSE TRIBE IS 
QUITE DIFFERENT TO THAT OF OTHER MARAUDERS OF THE 
NORTH. TO THEM THE TRIBE IS A FAMILY. TO ANGER ONES KIN OR 
TO BRING DISPLEASURE TO THE GODS MUST LEAD TO 
BANISHMENT. CAST OUT INTO THE WILDS THERE IS NO SOLACE 
FOR THESE RENEGADES. THERE IS NO WELCOME TO BE FOUND IN 
NORSCA FOR EXILES EXCEPT IN TIMES OF WAR. THEY CAN ONLY 
HOPE TO AVOID FALLING PREY TO THE BEASTS OF THE UMBRA. 
FEW SURVIVE A PERILOUS SOUTHWARD EXPEDITION TO THE LANDS 
OF THE EMPIRE. THE PRESENCE OF A NORSEMAN IS TOLERATED 
BY FOLK OF THE EMPIRE. AN IMPERIAL NOBLE WITH A SKILLED 
NORTHER IN HIS EMPLOY MIGHT SEE IT AS SOMETHING OF A 
NOVELTY AND A BAND OF HONED MERCENARIES HAILING FROM 
NORSCA COULD EXPECT TO EARN EXCELLENT COIN. MARIENBURG 
WITH ITS COSMOPOLITAN CULTURE IS A MORE HOSPITABLE 
LOCATION FOR NORSE EXPLORERS. THE CITY IS MORE FORGIVING. 
UNLIKE THE NORTHERN COAST OF THE EMPIRE, ITS PORT HAS 
NOT BEEN THE TARGET OF A NORSE RAID SINCE THE FOURTH AND 
FINAL SACKING OF THE CITY IN 1848. THE SOUTHERN TRIBES OF 
NORSCA COMMUNICATE PEACEFULLY WITH HER IMMEDIATE 
NEIGHBOURS. MERCHANTS ACTIVELY TRADE GOODS BETWEEN 
PORTS ACROSS THE SEA OF CLAWS. OCCASIONALLY FLEETS OF 
LONGSHIPS WILL BE DESPATCHED TO PLUNDER THE COASTLINE 
WHEN SURVIVAL IS THREATENED. ALTHOUGH THIS MAY SEEM 
BARBARIC TO THE VICTIMS OF A RAID, THESE DESPERATE 
ACTIONS CAN BE ACTS OF DARING HEROISM WITHOUT WHICH A 
TRIBE MAY NOT SURVIVE. FOOD. TUFFS, MISCELLANEOUS BOOTY AND 
A CHILD OR TWO IS ENOUGH TO DETER A NORSE RAIDING PARTY 
FROM RAZING A VILLAGE TO THE GROUND. SOUTHERNMOST TRIBES 
OF THE NORSE: THE BAERSONLINGS, SARLS, SKAELINGS, BRENNUNS 
AND THE BJORNLINGS  TO THE NORTH, THE INFLUENCE OF CHAOS IS 
FAR STRONGER. HERE THE FOUR GREAT GODS OF CHAOS ARE 
RECOGNISED AS MASTERS OF ALL LESSER GODS AND WORSHIPPED 
IN THEIR TRUE FORMS. LACKING IN PATIENCE THE NORTHERN 

TRIBES ARE MORE DEMANDING OF THE GODS. NO CONCERN IN SHOWN 
TO THE CONSEQUENCES OF DRAWING THE ATTENTION OF DAEMON 
OR GOD. ATTRACTING THEIR GAZE IS ONLY THOUGHT TO 
SYMBOLIZE THEIR STRENGTH. TO BE TOUCHED BY CHAOS IS TO 
BE BLESSED BY THE GODS. THE TAINT IN THESE LANDS HAS 
SPREAD FAR AND WIDE. MINOR MUTATIONS HAVE BECOME 
COMMON PLACE AS MARAUDERS REAP THE BLESSINGS OF 
CONTINUOUS DEVOTION. BEYOND THE FOREST OF KNIVES IN CENTRAL 
NORSCA THE LAND BECOMES MORE SATURATED WITH THE RAW 
ENERGY OF CHAOS. ITS PRESENCE TWISTS WHATEVER LIFE 
EXISTS IN THIS TREACHEROUS LANDSCAPE. HERE THE 
MARAUDERS WILL CONSUME THE FLESH OF ANY MAN OR BEAST 
WARPED BY ITS TOUCH, IN THE HOPE OF BEING GRACED WITH A 
MARK OF THEIR OWN. THESE SAVAGE NORTHERN TRIBES REVEL 
IN CARNAGE AND DESTRUCTION. UNLIKE THEIR SOUTHERN KIN 
THEY WILL SLAUGHTER THEIR NEIGHBOURS OUT OF SPITE. 
NORTHERNMOST TRIBES OF THE NORSE: THE AESLINGS, VARGS, 
GRAELINGS AND THE SNAEGR THE HUNG IN THE WASTELAND TO 
THE NORTH OF GRAND CATHAY LIVES A NOMADIC RACE OF MEN 
WHO PREY UPON THEIR BORDERS WITH AN UNQUENCHABLE LUST 
FOR BUTCHERY. SLAVERS, DECEIVERS, SLAUGHTERERS AND 
PETTY THIEVES ARE THE FERAL RAIDERS OF THE HUNG. THEIR 
WESTERNMOST BORDERS FALL BEYOND THE EASTERN STEPPES. 
ONLY THE GREAT DESERT SEPARATES THEM FROM KEEPING 
REGULAR COMPANY OF THE KURGAN. THEIR TERRITORY 
ENCOMPASSES A LAND BRIDGE OFFERING PASSAGE TO THE 
NORTHERN FRINGE OF THE NEW WORLD AND BEYOND THROUGH 
THE BROKEN LANDS OF THE ELDRITCH REALM BELONGING TO 
THE DRUCHII. THE ROVING LIFESTYLE OF THE HUNG IS SUPPORTED 
BY THEIR AFFINITY TO ANIMALS. WAR DOGS ARE VALUED ABOVE 
ALL OTHER POSSESSIONS THOUGH THIS WOULD NOT BE RECOGNISED 
BY THE PHYSICAL CONDITION OF THESE MALNOURISHED HUNTING 
HOUNDS. MISTREATING THEIR STEEDS IN EQUAL DOSAGE, A HUNG IS 
SADISTIC ENOUGH TO PREPARE A DIET OF MIXED GRAINS AND 
HUMAN BLOOD. THIS SERVES TO MAKE THEIR MOUNTS FIERCE AND 
TEMPERAMENTAL IN ANY FIGHT. THE CRUELTY OF THEIR 
MASTERS INSTILS A FALSE SENSE OF LOYALTY IN THEIR STUPID 
PETS. INSTEAD OF HORSES THEY HAVE SELECTED THE 
TOUGHEST WAR PONIES WHICH CAN BE BRED FOR SURVIVAL DUE TO 
GREATER ENDURANCE AND TOLERANCE FOR PAIN. LIFE IN THE 
SADDLE REQUIRES EACH TRIBE MEMBER CARRIES A DIRTY 
WOOLEN TENT ON THE BACK OF A STOUT STEED. MEN AND WOMEN 
ARE TREATED EQUALLY IN THESE LAWLESS LANDS WHERE 
ROVING PARTIES OF VAGABONDS TRAVEL FROM ONE PLACE TO 
THE NEXT, ACCOMPANIED AS THEY ARE BY WAGONS USED BY 
WIVES TO WEAVE PRIMITIVE CLOTHING AND MATE WITH THEIR 
MEN. THOSE WHO HAVE ENCOUNTERED THE HUNG HAVE 
DESCRIBED THEM AS SAVAGE STINKING BEASTS, OR WORSE. THEY 
ARE SQUAT IN STATURE AND STOCKY IN BUILD WITH THICK 
NECKS AND WIDE UGLY FACES. SELF MUTILATION IS 
COMMONPLACE AMONG THEIR PEOPLE. FROM BIRTH, A 
MOTHER WILL CUT GASHES IN THE SKIN OF HER CHILD. SCARRED 
YOUTHS BECOME MEN WHO WILL CONTINUE TO DEFACE 
THEMSELVES BY IDLY DEVOURING FLESH CUT FROM THE 
MUTATED BEASTS SLAIN DURING A HUNT IN THE WASTES. THEY 
WILL FEED ON FISH AND GAME WHEN IT IS AVAILABLE ONLY 
UNTAINTED FOOD IS SCARCE IN THEIR BARREN DOMAIN. WHEN 
HUNTING IS POOR THE HUNG WILL CONSUME INSECTS, RATS, LICE 
FROM THEIR OWN BODIES OR EVEN AFTERBIRTH FROM A MARE’S 
FOALING. CANNIBALISM IS NOT UNCOMMON AND DRINKING THE BLOOD 
FROM HIS OWN STEED WILL SUSTAIN THE MOST DESPERATE 
WARRIOR. LIKE OTHER MARAUDER TRIBES A PRIEST OR 
SHAMAN CONVEYS GREAT INFLUENCE OVER A CHIEFTAIN AS THEY 
COMMUNE WITH THE GODS AND SEE INTO THE WORLD OF THE 
DEAD. THE HUNG WILL HONOUR THEIR GODS IN A SIMILAR WAY TO 
THE KURGAN BY RAISING MONOLITHS IN REVERENCE. DUE TO 
THEIR HABITUAL WANDERING THEY HAVE NO NEED FOR 
TEMPLES OR SHRINES. A TRIBUTE TO THE GOD OF BLOOD COULD BE 
SOMETHING AS SIMPLE AS A PIT LINED WITH CORPSES. TO THE 
GOD OF DECAY THEY MIGHT LEAVE A PILE OF HUMAN 
EXCREMENT. IN CONTRAST TO OTHER NORTHERN MARAUDERS 
THE HUNG POSSESS NO SENSE OF KINSHIP OR LOYALTY. THEIR 
TREACHERY IS RENOWNED FOR THEY HAVE DISSOLVED TREATIES 
WITH THEIR ALLIES AND DISHONOURED THEIR OWN KIND IN EQUAL 
MEASURE. SO DECEPTIVE ARE THEY THAT THE CATHAYANS 
INVENTED THE PHRASE ‘WORD OF A HUNG’ DENOTING A 
WORTHLESS PROMISE. THEY TREAT BONDS AND BARGAINS 
CASUALLY AND RECOGNISE NO DISHONOUR IN THEIR ACTIONS.  
TRIBES OF THE HUNG: THE YIN, CHI-AN, TU-KA, MUNG, AGHOLS, 
THERE ARE A NUMBER OF FANTASTIC RESOURCES AVAILABLE 
TO MORDHEIM FANS OF WARHAMMER FICTION. WHILE 
INVESTIGATING TRIBES OF THE NORTHMEN, SOME OF THE 
PUBLICATIONS I FOUND TO BE INSPIRATIONAL WERE WARHAMMER 
NOVELS RIDERS OF THE DEAD AND PALACE OF THE PLAGUELORD. 
BLACK LIBRARY SOURCE BOOK DARKNESS RISING GIVES SOME 
VALUABLE INSIGHT AND THE MIGHTY LIBER CHAOTICA IS 
PARTICULARLY REVEALING. DOZENS OF SCATTERED RESOURCES 
HAVE BEEN PUBLISHED IN THE WARHAMMER FANTASY 
ROLEPLAY BOOKS BY BLACK INDUSTRIES INCLUDING THE OLD 
WORLD BESTIARY AND OLD WORLD ARMOURY. THE MAIN SOURCE 
OF MATERIAL TO TANTALISE THE IMAGINATION OF WOULD-BE 
MARAUDER CHIEFTAINS IS TO BE FOUND IN THE TOME OF 
CORRUPTION. CUSTOMISING A BAND OF MARAUDERS IS A 
CHALLENGING EXPERIENCE WITH WHAT MIGHT SEEM LIKE 
LIMITLESS POSSIBILITIES. THERE ARE CONFLICTING RELIGIOUS 
PATHS TO EXPLORE. YOU MIGHT PREFER TO PLAY HARD-TO-
GET WITH THE GODS BY CHOOSING THE APPROACH OF CHAOS 
UNDIVIDED. THERE IS A CHOICE OF DIFFERENT RACES AVAILABLE. IN 
THE CASE OF SOME TRIBES, THE KURGAN FOR INSTANCE, THERE 
IS A MELTING POT OF CULTURES. A KURGAN RAIDER BAND MAY 
INCLUDE HUNG AND NORSE OR MIGHT JUST AS LIKELY FEATURE 
TURNCOAT IMPERIAL AND CATHAYAN CHARACTERS WHOSE 
LIVES HAVE BEEN SPARED TO PLEASE THE GODS. YOU HAVE THE 
OPTION OF CREATING A BEASTLY BAND OF WARRIORS WHICH HAS 
ALREADY BEEN HEAVILY CORRUPTED BY THE INFLUENCE OF 
CHAOS. THERE ARE A NUMBER OF SUITABLY UNPLEASANT HIRED 
SWORDS AVAILABLE TO COMPLIMENT THIS THEME. 
ALTERNATIVELY YOU MIGHT PREFER TO CONCENTRATE ON 
DEVELOPING THE HUMAN ELEMENTS OF YOUR BAND, AS THEY 
STRUGGLE WITH THE TEMPTATIONS OFFERED TO THEM BY THE 
DARK GODS. THE SPECIALIST RULES FOR MARAUDERS CAN 
ACCURATELY DEPICT WHAT A NORTHERN TRIBE OF NORSEMEN 
MIGHT BE LIKE. FOR INSTANCE YOU MIGHT CHOOSE TO 
REPRESENT A PARTY OF WARRIORS FROM A TRIBE OF AESLINGS. 
THERE ARE THOSE AMONG THE NORSE WHO REGULARLY 
MAINTAIN TRADE WITH THE EMPIRE OR TRAVEL FURTHER 
SOUTH TO FIGHT AS MERCENARIES. PERHAPS SETTING SAIL TO 
EXPLORE (AND QUITE POSSIBLY PLUNDER) EXOTIC LOCATIONS. IF 
YOU WOULD PREFER YOUR MARAUDER WARBAND TO BE LESS 
CHAOTIC BUT NO LESS CIVILISED, THEN YOU MIGHT TRY USING THE 
ORIGINAL WARBAND RULES FOR THE NORSE. THESE WERE FIRST 
PUBLISHED IN TOWN CRYER AS PART OF THE LUSTRIAN 

CAMPAIGN 
S E T T I N G 
BUT THEY 

A R E 
ADAPTABLE TO ANY CAMPAIGN. THIS WOULD BE THE PERFECT 
WAY TO REPRESENT A BAND OF BAERSONLINGS OR ONE OF THE 
OTHER SOUTHERN TRIBES OF THE NORSE. WHICHEVER PATH YOU 
TREAD TO SEEK RICHES AND THE GLORY OF THE GODS, PLEASE 
TAKE EVERY OPPORTUNITY TO PERSONALISE YOUR BAND OF 
HEROES AND HENCHMEN. THIS IS YOUR HOBBY AND IT IS WHAT YOU 
MAKE OF IT. 
WEI-TU, MAN-CHU, DREADED WO, AND THE KUJ .THE WARRIORS OF 
THE CROW HAD BEEN ON THE MARCH THROUGHOUT THE LEAN 
WINTER, THE RAIDING PARTY MOVING FURTHER SOUTH FOR  
FORAGE EVERY WEEK, THE VAST FOREST NOW DISORIENTATING 
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Letters of the Damned 

RUMORS  ABOUND OF 
WIZARDS  STALKING 
THE  DAMNED  CITY 

 
What lures these fell sorcerers to scour the 

streets of Mordhem? 

“We can't leave him!” 
Hissed Belthamar 
through clenched teeth. 
His steely gaze was 
fixed upon the face of 
his counterpart, mere 
inches away from his 
own. They shared the 
same hiding place, 
what used to be a 
small wine 
cellar located 
off of the 
main dining 
room in a 
o n c e - p o s h 
a n d 
e x p a n s i v e 
mansion. If 
the words affected the 
other man, his face did 
not show it. His hands 
continued to work in 
twisted and nearly 
impossible gestures, 
and his eyes stared 
blankly ahead into the 
darkness. “Did you 
hear me, Gareth? We 
cannot…” Belthamar 
was cut short by a loud 
shout and an the 

incredible boom that 
followed. “He can care 
for himself,” answered 
Gareth, “and he is 
already found. Let him 
destroy as many of 
those damned Witch 
Hunters as he can. If 
he survives, he knows 
where to find us. You 

a n d  I , 
however, do 
not possess 
the power that 
h e  d o es . 
Come, we 
depart now.” 
With that, 
dark shadows 

began to coalesce 
around him, and he 
presented his hand to 
Belthamar. Reluctance 
evident upon his face, 
the wizard took it. “I 
hope you are right.” 
Belthamar replied. 
Gareth arched an 
eyebrow and gave a 
small sigh. “Look to 
the future and know, 
Belthamar. Why you 
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insist on these 
games is beyond 
me. Now, hold tight. 
It would not do to 
lose you while we 
fly to our freedom, 
now would it?” 
Together, the two 
m a g e s  b u r s t 
through the fickle 

roof of the wine 
cellar and shot like  
arrows to the open 
sky above. Curses 
and crossbow bolts 
followed them into 
the night as the 
Witch Hunters 
fought amidst the 
arcane flame below. 



3333    

After a bumpy initial release, I hope to have 

a high-res copy of issue one out soon. Until 

then, you'll all just have to deal with new content! 

I want to take this chance to explain the process for 

submissions. We're receiving a lot of new Hired 

Swords, Warbands, Dramatis Personae, etc, and so 

we've a lot of work to do. We here at LOD will not 

simply publish work verbatim from its authors unless 

it's absolutely breath taking and perfect. Of course, this 

has yet to happen and as such everything that is 

submitted has to go through a process. All Hired 

Swords are run through at least five games. We need to 

see that they work, that they are balanced, and that 

their cost/point values accurately reflect their abilities 

and bonuses to the warband that employs them. 

That being said, we can only ever get one or two Hired 

Swords in per issue. I understand that this is one of the 

most desirable creations for the Mordheim public 

(moreso than new warbands) however I cannot release 

Hired Swords without their proper testing. It just 

creates confusion and frustration on the part of the 

player, as people will begin to disagree if the model 

isn't balanced in the first place. 

With that in mind, Warbands are twice as hard to test. 

We need to play them over and over, with different 

compositions to ensure that things will work for the 

best. We've all sorts of gamers here, and once all of 

these have had their fingers in the pie we tend to get a 

more balanced creation. You simply will not see a 

Hired Sword or Warband that hasn't gone through this 

process printed in LOD; it's my promise to Mordheim 

& her players.  

Now, we've recently seen a handful of Hired Swords 

published in Online Fanatic #94, and there was a bit of 

an outcry from certain community members, myself 

being one of their number. The author of the Hired 

Swords had submitted them to Fanatic a while back, 

and having not seen them since forwarded them on to 

me here at LOD. I reviewed them, made some 

modifications and began putting them through the 

testing process. I was slightly disappointed to find 

them featured in Fanatic for a few reasons. 

1) They were printed verbatim from the word file that 

was submitted to me at LOD. This meant that they had 

gone untested & unedited, which caused me some 

concern.  

2) It forced me into an undesirable position. That 

position is as follows:  

I liked the Hired Swords that were submitted, more 

accurately the ideas behind a majority of the 

submissions. Most of them were, however, unrefined 

and in my humble opinion not ready for the gaming 

table. With these Hired Swords out in circulation now, 

what was I to do? In their current form, I believe most 

would be disregarded as un-playable due to the 

imbalance they would bring to game-play. They were, 

however, “in print” so to speak through Fanatic Online, 

the Official voice of the Specialist Games community. 

Could I risk butting heads with those in the Official 

Office of power? I definitely didn't (and still don't) 

want to. 

However, I feel that to do these Hired Swords justice, 

they must be reworked. As such, you will be seeing 

them in this and future issues of LOD. I want to say 

that this is in no way a challenge to Andy or Fanatic; 

see it as an extra couple of hands helping them carry 

the work-load. We all know that Andy has other 

responsibilities, including White Dwarf now, and so 

we've seen Online Fanatic go from a weekly 

publication to monthly, and a few of those skipped as 

well. If he only has the time to do what he's done, then 

I'll consider it my responsibility to ensure that the 

content put out for Mordheim has balance and is 

measured appropriately. 

Not everyone will agree. That is just common sense. 

Already we've seen the differing opinions in the 

Forums regarding the Hired Swords and how they 

should be reworked, and there was discussion 

regarding the Wood Elf Hunter that is featured in this 

issue. Take is as you will, but we will always to our 

best to ensure that the material put out by this 

publication is tried and tested. Testing takes time and 

effort, and disagree with the decisions as you may, I 

hope that you appreciate that fact. 

So remember, if you submit a Hired Sword, DP or 

Warband, don't expect to see it in next months release. 

Give us time, it'll take awhile. Fear not, however, for if 

we're testing it, it means it has merit. If it has merit, it 

belongs in Mordheim, and that's what we're here to do. 

Cheers, 
Tom 'Brahm Tazoul' Bell 

Sage in chief 

Sage Advice 
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The Abomination 

TERRAIN 
Each player takes it in turn to place a piece of terrain, 

either a ruined building, tower, or other similar item (a 

ruined Windmill is ideal!). We suggest that the terrain 

is set up within an area roughly 4' x 4'. 

 

WARBANDS 
Each player rolls a dice. Whoever rolls highest chooses 

who sets up first. The first player then chooses which 

table edge to set up on, placing all his warriors within 

8" of that edge. Setup continues with the next player 

placing opposite of the first if a two player game, or 

along their chosen edge if a multiplayer game. After all 

warbands have set up, the warband with the lowest 

warband rating sets up the Abomination within 8” of 

the very center of the board. He moves during his own 

turn, which happens at the start of every round. For 

each warband above 2 playing the scenario, it is 

recommended to increase the Abominations wounds by 

1. 

 

STARTING THE GAME 
Players roll a D6, and add their Leaders Initiative. The 

highest scoring player takes the first turn. 

 

TO BE NOTED 
Before the scenario starts, each player may purchase an 

additional 1D3 Torches for 5gc each. 

 

THE ABOMINATION 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 * 3 0 4 5 3 2 3 5 

Weapons/Armour: The Abomination does not employ 

weapons, and suffers no penalties for doing so. 

 

SPECIAL RULES 
Cause Fear: Abominations are terrifying Undead 

creatures and thus cause Fear. 

Immune to Psychology: Abominations are not 

affected by psychology. 

Immune to Poison: Abominations are immune to 

poisons. 

No Pain: Abominations treat Stunned results as 

Knocked Down. 

Large Target: Abominations are Large Targets as 

defined in the shooting rules. 

Powered: A Necrarch has placed wyrdstone shards in 

the Abomination to bring it life. Should the 

Abomination be removed from combat, the model that 

took it down receives 1D3 shard of wyrdstone. 

Fire BAD!: Any model armed with a Torch or 

Flaming Brazier causes fear against the Abomination. 

If the Abomination randomly moves into a Fire-

bearing model, it must take a fear test. If it fails it still 

counts as charging, but hits on 6s for the first round. 

Wandering: During the Abomination’s Turn, roll a D6 

and a scatter dice. The Abomination moves D6 inches 

in the direction shown. If you roll a “Hit”, he 

is content where he is and stays put this turn. If there is 

a model within the range shown on the dice, the 

Abomination will  automatically charge, regardless of 

what direction the scatter dice shows. 

Once an Abomination has been hit (missile or hand

-to-hand), for the rest of the game, the 

Abomination moves 2D6 inches instead. If 

this movement takes him into a building, 

roll a D6: on 1-3, he is backed against the 

wall and can’t continue the rest of his 

move. On 4+, he ploughs through 

the wall and continues the 

rest of his move. 

If you roll a “Hit” on the 

scatter dice, you have “hit” 

a nerve, and the 

Abomination charges 

the nearest model 

within 12 inches. 

Otherwise he 

remains still. 

 

The vile Necrarch Lucifel had been looting the graves of the local churchyard for months, but it 
was assumed this was feed his ghoulish minions. One dark and stormy night, as lightning 
graced the roof of the vampires tower, the truth came to be known. Lucifel had constructed a 

hideous monster, powered by Wyrdstone, sewn together from dozens of corpses. By accident or 
devious plan, the creature broke through the stone walls of the tower and ran into the village, his 
movements shrouded by the thick storm. That was weeks ago: now the monster has been 

discovered, and is found responsible for several gruesome deaths. But if the monster is powered by 
wyrdstone, it may be worth the time to track down and kill. Imagine, a walking treasure! 



5555    

 The Abomination 

ENDING THE GAME 
When one of the warbands fails its Rout test, the game 

ends. The routing warband loses and their opponents 

win. 

 

EXPERIENCE 
+1 Survives. If a Hero or a Henchman group survives 

the battle they gain +1 Experience. 

+1 Winning Leader. The leader of the winning 

warband gains +1 extra Experience. 

+1 Per Enemy Out of Action. Any Hero earns +1 

Experience for each enemy model he puts out of 

action. 

+1 Abomination Out of Action The Hero who 

took the Abomination out of action receives an 

additional +1 Experience. 

ABOUT THE AUTHOR 

Known online as Styrofoamking, 

Dave Joria is a 23-year-old gamer 

out of Virginia, USA. He first 

encountered GW games when he 

lived in England (3rd-5th grade). He 

is a professional actor & author, and 

amateur game-writer. None of the 

above makes him any money in the 

slightest. 
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Yer lookin' fer some muscle, are ye? Well boy, ye've 

come to the right place! Jus' let ol' Grom see yer 

coin, an' we'll git underway... 

Crazy Grom's Mercs for HireCrazy Grom's Mercs for HireCrazy Grom's Mercs for HireCrazy Grom's Mercs for Hire    

Estalian Diestro 

Welcome to Crazy Grom's. No where else in 
Mordheim will you find a better assortment of 
hirelings. If you don't find what you're looking for, 
then you're not going to find it anywhere! 
 

 

 

35 Gold Crowns to Hire + 15 Gold Crowns upkeep. 

Having left their home , the Diestro converge upon 
Mordheim to make their fortune. It is not often that 
the skilled of Estalia venture this far into the Empire, 
however Mordheim has proven too ripe an opportunity 
to resist. Masters of their art, the Diestro hire 
themselves out to those who can afford their skills, 
taking every chance to illustrate their superior 
training. 
May Be Hired: Anyone save for Chaotic (Possessed, 

Carnival, Beastmen, Skaven), Undead (of any kind), 

Tilean or Osterlander warbands may hire the Diestro. 

Rating: A Diestro increases the warband's rating by 18 

points, plus 1 point for each experience accumulated. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

Diestro 4 4 3 3 3 1 4 1 8 

Weapons/Armour: Rapier, Main Gauche, Light 

Armour 

Skills: A Diestro may choose from the Combat or 

Speed skill lists. 

Rapier 

    The Rapier is a long thin blade commonly used by 
duelists. It is a deadly, sharp weapon capable of 
delivering multitude of blows. 
 Range  Strength  Special Rules 

 Close Combat As User Parry, Barrage 
Parry: Like all swords, you may use a rapier to parry 

hand-to-hand combat. 

Barrage: A warrior armed with a rapier rolls to hit and 

to wound as normal. However, if you manage to hit 

your opponent but fail to wound you may attack again 

Justas if you had another attack but at –1 to hit (down 

to a maximum of needing a ‘6’ to hit). Any additional 

attacks gained in this fashion also benefit from the 

Barrage special rule. 

 

 

 

 

 

Main Gauche 

Slender but of good steel, the Main Gauche is often 
employed by professional fighters out of Estalia. 
Perfectly balanced, they spin about in their wielder's 
hand, striking and parrying blows alike. 
 Range  Strength  Special Rules 

 Close Combat As User Main Gauche 

Main Gauche: The main gauche is a special 

dagger, which Diestros use with their offhand 

(which is inmost cases the left hand, hence the 

name). Any Estalian Diestro has the option to either 

use this weapon as a dagger, thus gaining an 

additional attack, OR to parry a blow with it as if it 

was a sword. In the latter case, they gain NO 

additional attack. The player may choose each turn 

in which way the fighter will use the main gauche. 
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50 Gold Crowns to Hire + 20 Gold 

Crowns upkeep. 

While reclusive and wary of outsiders, 
it is not unheard of for one of the 
younger woodland elves to venture into 
the Empire in search of adventure and 
gold. Such is the Wood Elf Hunter, 
for their skills are prized in both the 
wilderness and the ruins of Mordheim. 
May be Hired: Any good warband may 

hire a Wood Elf Hunter 

Rating: a Wood Elf Hunter increases a 

Warband’s rating by +22 points, plus 1 

point for each point of Experience. 

Profile   M  WS BS  S  T   W   I  A  Ld 

Hunter    5    4     5    3   3     1    6 1    8 

Weapons/Armour: Elf Bow, Sword, 

Light 

Armour, Hunting Arrows. 

Special Rules: 

Stalk: such is the skill with which a 

Wood Elf Hunter shoots that he may 

remain hidden after shooting his bow 

on a roll of 4+. 

Hunted: at the start of each game, the 

Wood Elf Hunter may choose 1 enemy 

to be his prey. All attacks against that 

enemy, be it missile or close combat, 

are made at +1 on the “To Hit” roll. 

Keen Eyed: an elf can see far better 

than the common man. As such he can 

spot hidden enemies at twice his Initia-

tive value. 

Skills: A Wood Elf Hunter may choose 

from the Speed and Shooting skills 

when he gains an advancement. 
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Wood Elf Hunter 

Crazy Grom’s Mercs for Hire 
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Tribes of Chaos 

Measure of mankindMeasure of mankindMeasure of mankindMeasure of mankind    
Chaos is a near infinite topic. To agree to put pen and 

ink to parchment in its name is paramount to signing 

ones death warrant, or worse, committing oneself to an 

asylum for the criminally insane. Fortunately my folly 

is limited to an examination of the known Marauder 

tribes, those men from the north who have fallen under 

the influence of the Ruinous Powers. 

Every man, woman, and child forms  personal opinions 

about Chaos. These are based on the experiences of the 

individual. I challenge you to read from the Liber 

Chaotica (cover to cover, footnotes & all if you dare) 

as I guarantee that you shall disregard previous 

notions, if its unsanctified leaves don’t consume you 

first. Assume nothing! For after all change is said to be 

the will of the gods. 

Citizens of the Empire are not inherently good, nor are 

creatures and followers of Chaos irrefutably evil. So 

how does good and evil exist in the world? The impure 

are burned in accordance with Empire law. Mutants in 

turn harbour deep resentment towards the Empire and 

would gladly see its fertile lands laid to waste. For their 

part the Imperial nobility are considered no better than 

petty racists with vindictive personal agendas. 

Religion divides the realms of men. In the Empire 

alone it creates a fountain of internal conflicts. Tribes 

of men who dwell in those less verdant locales to the 

north of the Empire wage war on one another for the 

glory of their patrons. It might seem impossible to 

divide black from the white. Unless of course you are a 

Witch Hunter – whereby there is no grey, only fiery 

justice awaiting the heretics and the tainted, adults 

and children alike. 

Acknowledgment of the Dark Gods existence does not 

a heretic make. Agents of Sigmar would throw even 

more of their comrades on the pyre than they do 

already if it did. This means a line can be drawn 

somewhere in the sand. Mariners pay their 

superstitious tithes to Manann for it would not be wise 

to invite the wrath of the God of the Sea. If the gods of 

Chaos truly exist then it might only seem fit to worship 

them. You may wish to ask yourselves where precisely 

this marker lies. 

 

The KurganThe KurganThe KurganThe Kurgan    
Kurgan tribes are led by their Zar, a powerful warrior 

chieftain who is marked by Chaos. The relationship 

between tribes is tenuous for each follows one 

particular god. Each tribe employs a shaman. These 

sorcerers have themselves been favoured by one of 

their gods. Tribes dedicated to the Skull Lord have no 

patience for magic and put shamans to the sword. A 

muster of tribes will be led into battle by a formidable 

individual called the High-Zar. 

Kurgan leaders adopt a practice of marking their 

captives. When a Zar lays the mark of his god upon a 

prisoner it typifies that he has recognized that the 

subject may offer some merit to his god. If the 

individual has the sight then he is almost certain to be 

spared. During wartime members of co-operating tribes 

will leave marked prisoners be. To do otherwise would 

infuriate a Zar. Warriors who survive long enough 

become subjects of shamanic rituals in the temples 

where they are kept guarded, before being pitted 

against one another in close combat until death. This 

determines whether the gods have an interest in the 

captives. It is thus that men of the Old World are 

forced to turn their backs on their former selves as they 

embrace new personas – fresh identities as heroes of 

the marauder tribes. 

When a weapon or a steed has proved its worth in 

battle it is custom that it receives a name. This is not so 

much a sentiment as it is a symbol of importance. Pure 

blooded Kurgan are raven haired people with ruddy 

skin complexions. Marauder bands advocate the skill 

of archery. Unlike infantry based Imperials, the Kurgan 

needed a weapon that fires easily from the 

saddle. 

Kurgan raiders use a complex process of fashioning 

their bows from three parts. A central stave of maple or 

mulberry, woods which take glue well, laminated with 

animal sinew on the back and horn on the front, in 

order to withstand the tension and compression. For 

special bows, human sinew and bone is used. This 

stave, the grip, is fixed to the two arms of the bow, 

along which bone from longhorn cattle has been glued. 

Bone tips are attached, and the bows are tied up tight 

against the shape they would be drawn to. The bows 

are left to dry for weeks, or if time permitted, months. 

Following battle it is custom to incinerate the carcasses 

of slain foes before sweeping the charred remains for 

skulls, which are piled high to honour the gods. 

Monoliths have infamously been raised by the Kurgan 

in the lands of the north. They take many forms in 

deference to a particular patron. 

Construction of a monolith typically takes place on a 

spot where the Winds of Chaos blow strong. These 

unholy landmarks are places of dark worship. Tributes 

are made onsite in the form of torture and sacrifice. 

Tribes of the Kurgan: The Kvelligs, Gharhars, 

Tahmaks, Hastlings, Tokmars, Yusak, Khazags, 

Avags, Dolgans, and the terrible Kul 
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The TongThe TongThe TongThe Tong    
Many centuries ago a great host of ferocious warriors 

spilled out of the east. It swept across the north of the 

world with unforgiving force, crushing everything in 

the wake of its carnage. This mysterious tribe of 

barbarians is known only as the Tong. Each tribe of 

men, orcs, goblins and other races it encountered was 

annihilated. Mortal men or daemonkin, the Tong 

relentlessly threw themselves against the savage people 

of the north. 

Faced with such reckless hate, even the most 

imprudent Kurgan found they were powerless against 

this heedless assault. Skalds in Norsca recount how 

these despoilers demonstrated total disregard for their 

own well being. As the horde  approached the Eastern 

Steppes, butchering the Kurgan tribe after tribe, it 

turned back, and unpredictably marched away. For a 

time the marauder tribes were diminished by this 

atypical incursion on their lands. 

A hundred years later and their strength of arms 

renewed, the northern tribes marched south to Kislev 

afore the abominations of Chaos which spilled out 

from the Wastes. During the Great War Against Chaos 

the Tong rose up again from their distant habitat and 

marched south brutalizing the nomadic tribes. 

Surprisingly these hideously mutated men never joined 

with the forces of darkness which had encroached upon 

the Empire. For years the unstoppable horde remained 

the scourge of warrior tribes across the Steppe. They 

became consumed wish exterminating the Hobgoblin 

tribes. Their thirst for bloodshed well and truly slaked 

the Tong finally returned unchallenged to their 

homeland. 

Since the vanishing of the Tong horde during the Great 

War, only the rare sightings of small warbands have 

given credence to their legend. 

 

The NorseThe NorseThe NorseThe Norse    
Of all the marauder tribes the Norse which live in the 

south of Norsca are least under the influence of Chaos. 

The Norse are a seafaring race and there are those who 

have escaped the warping influence of the winds that 

blow out of the north altogether. Entire tribes have 

migrated from the icy shores of Norsca in favour of 

warmer climes. There have been settlements founded 

along the coastlines of The Southlands and in Lustria, 

notably the flourishing trading port Skeggi. 

Those who remain in the frozen wilderness of south 

Norsca are more reluctant than their northern kin to 

take from the gods. In the extreme north the Norse and 

Kurgan practice overt worship of the four. Each 

southern tribe has its own special deities featuring 

ancestors, heroes and spirits to whom tribute is paid in 

the form of animal or human sacrifice. There is a 

measure of restraint in not giving so much of 

themselves to the gods. Perhaps there is a slight 

reduction to the environmental risk of mutation. It is 

more likely that the habit in which they pay homage to 

their pantheons has reduced any Chaotic influence. A 

mark of Chaos would still be a blessing to any 

tribesman who is a warrior but great responsibility 

comes with such a power. Warriors may call upon their 

many gods of war, desire, decay and hope from time to 

time. Those who do so likely will become more 

susceptible to the beguilement and manipulation of 

otherworldly forces. 

Norse culture is steeped in the supernatural and their 

society has become attuned to it. None more so than a 

tribes Seer or their resident witch doktors known as 

Vitki. Communities of Norse people are led by their 

tribal chieftains the Jarls. Some tribes are collectively 

lorded over by a tribal King. A dreaded Seer will 

interpret the will of their ancestors and the gods. They 

glimpse at future events through reading signs in the 

entrails of ritual sacrifice in order to advise their Jarl. 

Each tribe will have some kind of witch or sorcerer. In 

some parts of Norsca an even older tradition remains. 

Drawing from the winds of Dhar, the Vitki are able to 

manipulate dark magic to aid their people through 

divination, healing and prophecy. Human sacrifices are 

required to fuel profane rituals and this leads to the 

death sentences of many thralls and peasants.  

The sense of loyalty within a Norse tribe is quite 

different to that of other marauders of the north. To 

them the tribe is a family. To anger ones kin or to bring 

displeasure to the gods must lead to banishment. Cast 

featuring texts researched & compiled by ye playwright, street performer & 

suspected werecreature Stu Cresswell 

Slumber now, Child of mine, 
Until they come, with torch aflame, 

But do not run, 
Your time has come, 

For the men of the North stake claim. 
 

They come to claim, Child of Mine, 
They come to claim your life, 

With hearts of stone, 
And splitting bone, 

Their wake is deadly strife. 
 

So sleep tonight, Child of Mine, 
For tomorrow morn, the sun won't shine, 

So stay aware, 
And offer prayer, 

For the men of the North march time. 
 

-Traditional lullaby from northern Kislev 
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Tribes of Chaos 

out into the wilds there is no solace for these 

renegades. There is no welcome to be found in Norsca 

for exiles except in times of war. They can only hope 

to avoid falling prey to the beasts of the Umbra. Few 

survive a perilous southward expedition to the lands of 

the Empire. 

The presence of a Norseman is tolerated by folk of the 

Empire. An Imperial noble with a skilled Norther in his 

employ might see it as something of a novelty and a 

band of honed mercenaries hailing from Norsca could 

expect to earn excellent coin. Marienburg with its 

cosmopolitan culture is a more hospitable location for 

Norse explorers. The city is more forgiving. Unlike the 

northern coast of the Empire, its port has not been the 

target of a Norse raid since the fourth and final sacking 

of the city in 1848. 

The southern tribes of Norsca communicate peacefully 

with her immediate neighbours. Merchants actively 

trade goods between ports across the Sea of Claws. 

Occasionally fleets of longships will be dispatched to 

plunder the coastline when survival is threatened. 

Although this may seem barbaric to the victims of a 

raid, these desperate actions can be acts of daring 

heroism without which a tribe may not survive. 

Foodstuffs, miscellaneous booty and a child or two is 

enough to deter a Norse raiding party from razing a 

village to the ground. 

Southernmost tribes of the Norse: The Baersonlings, 

Sarls, Skaelings, Brennuns and the Bjornlings  

To the north, the influence of Chaos is far stronger. 

Here the four great gods of Chaos are recognized as 

masters of all lesser gods and worshipped in their true 

forms. Lacking in patience the northern tribes are more 

demanding of the gods. No concern in shown to the 

consequences of drawing the attention of daemon or 

god. Attracting their gaze is only thought to symbolize 

their strength. To be touched by Chaos is to be blessed 

by the gods. The taint in these lands has spread far and 

wide. Minor mutations have become common place as 

marauders reap the blessings of continuous devotion. 

Beyond the Forest of Knives in central Norsca the land 

becomes more saturated with the raw energy of Chaos. 

Its presence twists whatever life exists in this 

treacherous landscape. Here the marauders will 

consume the flesh of any man or beast warped by its 

touch, in the hope of being graced with a mark of their 

own. These savage northern tribes revel in carnage and 

destruction. Unlike their southern kin they will 

slaughter their neighbours out of spite. 

Northernmost tribes of the Norse: The Aeslings, 

Vargs, Graelings and the Snaegr 

 

The HungThe HungThe HungThe Hung    
In the wasteland to the north of Grand Cathay lives a 

nomadic race of men who prey upon their borders with 

an unquenchable lust for butchery. Slavers, deceivers, 

slaughterers and petty thieves are the feral raiders of 

the Hung. Their westernmost borders fall beyond the 

Eastern Steppes. Only the Great Desert separates them 

from keeping regular company of the Kurgan. Their 

territory encompasses a land bridge offering passage to 

the northern fringe of the New World and beyond 

through the Broken Lands of the eldritch realm 

belonging to the Druchii. 

The roving lifestyle of the Hung is supported by their 

affinity to animals. War dogs are valued above all other 

possessions though this would not be recognized by the 

physical condition of these malnourished hunting 

hounds. Mistreating their steeds in equal dosage, a 

Hung is sadistic enough to prepare a diet of mixed 

grains and human blood. This serves to make their 

mounts fierce and temperamental in any fight. The 

cruelty of their masters instills a false sense of loyalty 

in their stupid pets. 

Instead of horses they have selected the toughest war 

ponies which can be bred for survival due to greater 

endurance and tolerance for pain. Life in the saddle 

requires each tribe member carries a dirty woolen tent 

on the back of a stout steed. Men and women are 

treated equally in these lawless lands where roving 

parties of vagabonds travel from one place to the next, 

accompanied as they are by wagons used by wives to 

weave primitive clothing and mate with their men. 

Those who have encountered the Hung have described 

them as savage stinking beasts, or worse. They are 

squat in stature and stocky in build with thick necks 

and wide ugly faces. Self mutilation is commonplace 

among their people. From birth, a mother will cut 

gashes in the skin of her child. Scarred youths become 

men who will continue to deface themselves by idly 

devouring flesh cut from the mutated beasts slain 

during a hunt in the Wastes. They will feed on fish and 

game when it is available only untainted food is scarce 

in their barren domain. When hunting is poor the Hung 

will consume insects, rats, lice from their own bodies 

or even afterbirth from a mare’s foaling. Cannibalism 

is not uncommon and drinking the blood from his own 

steed will sustain the most desperate warrior. 

Like other marauder tribes a priest or shaman conveys 

great influence over a chieftain as they commune with 

the gods and see into the world of the dead. The Hung 

will honour their gods in a similar way to the Kurgan 

by raising monoliths in reverence. Due to their habitual 

wandering they have no need for temples or shrines. A 

tribute to the God of Blood could be something as 

simple as a pit lined with corpses. To the God of Decay 

they might leave a pile of human excrement. 

In contrast to other northern marauders the Hung 

possess no sense of kinship or loyalty. Their treachery 

is renowned for they have dissolved treaties with their 

allies and dishonoured their own kind in equal 

measure. So deceptive are they that the Cathayans 

invented the phrase ‘Word of a Hung’ denoting a 

worthless promise. They treat bonds and bargains 

casually and recognize no dishonour in their actions.  

Tribes of the Hung: The Yin, Chi-An, Tu-Ka, Mung, 

Aghols, Wei-Tu, Man-Chu, Dreaded Wo, and the Kuj  



11111111    

Theming a Warband 
There are a number of fantastic resources available to 

Mordheim fans of Warhammer fiction. While 

investigating tribes of the Northmen, some of the 

publications I found to be inspirational were 

Warhammer novels Riders of the Dead and Palace of 

the Plaguelord. Black Library source book Darkness 

Rising gives some valuable insight and the mighty 

Liber Chaotica is particularly revealing. Dozens of 

scattered resources have been published in the 

Warhammer Fantasy Roleplay books by Black 

Industries including the Old World Bestiary and Old 

World Armoury. The main source of material to 

tantalize the imagination of would-be marauder 

chieftains is to be found in the Tome of Corruption. 

Customising a band of Marauders is a challenging 

experience with what might seem like limitless 

possibilities. There are conflicting religious paths to 

explore. You might prefer to play hard-to-get with the 

gods by choosing the approach of Chaos Undivided. 

There is a choice of different races available. In the 

case of some tribes, the Kurgan for instance, there is a 

melting pot of cultures. A Kurgan raider band may 

include Hung and Norse or might just as likely feature 

turncoat Imperial and Cathayan characters whose lives 

have been spared to please the gods. 

You have the option of creating a beastly band of 

warriors which has already been heavily corrupted by 

the influence of Chaos. There are a number of suitably 

unpleasant Hired Swords available to compliment this 

theme. Alternatively you might prefer to concentrate 

on developing the human elements of your band, as 

they struggle with the temptations offered to them by 

the Dark Gods. The specialist rules for Marauders can 

accurately depict what a northern tribe of Norsemen 

might be like. For instance you might choose to 

represent a party of warriors from a tribe of Aeslings. 

There are those among the Norse who regularly 

maintain trade with the Empire or travel further south 

to fight as mercenaries. Perhaps setting sail to explore 

(and quite possibly plunder) exotic locations. If you 

would prefer your marauder warband to be less 

Chaotic but no less civilized, then you might try using 

the original warband rules for the Norse. These were 

first published in Town Cryer as part of the Lustrian 

campaign setting but they are adaptable to any 

campaign. This would be the perfect way to represent a 

band of Baersonlings or one of the other southern 

tribes of the Norse. 

Whichever path you tread to seek riches and the glory 

of the gods, please take every opportunity to 

personalize your band of Heroes and Henchmen. This 

is your hobby and it is what you make of it. 

The Warriors of the Crow had been on the march throughout the lean winter, the raiding party moving further south for forage 
every week, the vast forest now disorientating their sense of direction. The frozen steppe they were used to was different, but their 
eyes had been more accustomed to the swirl of stars and landmarks than to the darkened canopy that lay above them. They were 
deep in enemy territory and lost; if it wasn’t for the fact that the enemy did not know that 
they were there and were too fat and lazy in their civilised ways, the Crows might have felt a spark of fear in their bellies. 
No, hunting here was easy, as was the raiding, though pickings were slim. The Chieftain could sense the attitudes of the warriors 
and knew that a battle would postpone any attempt to usurp him, but a battle with whom? 
Scurryings and rustlings from the surrounding woods alerted them all to an unseen force moving around their position and the 
Chieftain smiled inwardly. The Powers would always provide your wishes when most wanted. He signalled for the men to ready 
themselves.  
They did not need to wait as a horde of little greenskins launched towards the war party. The Chieftain smiled, they might be of 
little challenge, but a challenge nonetheless, provided it was not too easy. “Kurgans, let us show them what it means to take on the 
Warriors of the Crow.” He bellowed. 
“No fight, no fight.” One of them skittered, rearing his spider back. “Give us map and we go, all peaceful like.“ He smiled, a mouth 
full of tiny razors. 
The Chieftain laughed a deep booming laugh. “Map, we know no map, but challenge us and you shall perish under our blades.“ 
“No map?” The goblin squeaked pathetically. 
“NO.“ 
“Oh.“ It muttered quietly. The Chieftain could see the chance for a battle slipping away and took advantage of the sudden confu-
sion. 
“Charge and kill them all. Even the spiders.“ He yelled. 



12121212    

Marauders of Chaos 
by Christian “Cianty” Templin 

The primitive men who 

dwell in the Northern 

lands on the border of 

the Chaos Wastes are 

called Marauders of 

Chaos. They live in 

tribes and worship strange gods long forgotten 

by the civilized world. These Northmen are great 

warriors and they endlessly strive to win the attention 

of their patron gods by proving themselves in many 

battles. Some of the more ambitious  chieftains lead 

their warbands south to the Cathayan Borderlands, 

leaving burned villages and bloody trails in their wake, 

seeking greater and greater challenges all for the glory 

of their dark gods. 

To the east of Norsca lies the southern arm of the 

Frozen Sea and, east of that, the Northern Wastes, 

stretching many thousands of miles to the distant 

ocean. This cold and barren extension of the great 

northern steppes is home to fierce nomad peoples, of 

whom the greatest and most feared are the Kurgan to 

the west and the Hung to the east. These races are 

themselves divided into many inter-warring tribes, 

some more barbarous and bloodthirsty than others. 

 

Special Rules 
Eyes of the Dark Gods: An aspiring chaos follower is 

always watched by the vigilant eyes of the dark gods, 

who reward the successful generously but punish 

failures harshly. Roll 2D6 after every battle. 

Spawn of Chaos: If you lost the preceding battle 

add +1 to the roll for each of your Heroes that was 

taken out of action during the battle. On a total of 

12 or more the warband’s leader turns into a 

Chaos spawn (see rules below). His equipment is 

lost. 

Mark of Chaos: If you won the battle add +1 for 

every enemy model the leader took out of action. 

On a total of 12 or more you may chose a Mark of 

Chaos for the winning leader (see Marks of the 

Dark Gods below). 

As soon as the leader receives a Mark of Chaos 

through the Eyes of the Dark Gods special rule this test 

is no longer taken – until the leader leaves the warband 

in which case the new leader must prove himself to the 

Dark Gods the same way his predecessor did. 

If the warband already includes a Spawn of Chaos the 

doomed leader is simply erased from the roster. There 

may never be more than one Spawn of Chaos in a 

single warband. 

Hired Swords: Most Hired Swords refuse to work for 

the powers of chaos. Therefore a Marauder warband 

may only hire the following Hired Swords: Pit 

Fighters, Ogre Bodyguards, Warlocks and Imperial 

Assassins. 

 

Choice of warriors 
A Marauders of Chaos warband must include a 

minimum of three models. You have 500 gold crowns 

which you can use to recruit and equip your warband. 

The maximum number of warriors in the warband is 15 

(except for Shornaal warbands). 

Chieftain: Each Marauder warband must have one 

Chieftain - no more, no less! 

Shaman: Your warband may include one Shaman. 

Condemned: Your warband may include one 

Condemned. 

Champions: Your warband may include up to two 

Champions. 

Marauders: Your warband may include any number 

of Marauders. 

Warhounds of Chaos: Your warband may include up 

to five Warhounds. 

Spawn of Chaos: Your warband may include one 

Spawn of Chaos. 

 

Starting Experience 
A Chieftain starts with 20 Experience. 

A Shaman starts with 8 Experience. 

Champions start with 8 Experience. 

A Condemned starts with 8 Experience. 

All Henchmen start with 0 Experience. 

 

Characteristic increase 
Profile  M  WS  BS  S  T  W  I  A  Ld 

Marauder 4 7 3 4 4 3 7 4 9 

Marauders with the Chosen of Chaos skill use the 

maximum profile for Warriors of Chaos: 

Profile  M  WS  BS  S  T  W  I  A  Ld 

Warrior 4 8 3 5 5 3 8 5 9 

Additional Credits 

Chris de la Rosa – proof-reading, feedback 

Andi “Spielor” Denhof – major playtesting, rules ideas 

Stu Cresswell and Rev Larny – fluff and prose 

This warband was originally created for the unofficial Border Town Burning 

supplement: www.bordertownburning.de.vu 
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Marauder equipment list 
The following list is used by Marauder warbands to pick their equipment: 

HERO EQUIPMENT LIST 
Hand-to-hand combat weapons 

Dagger ........................................................ 1st free/2 gc 

Hammer ................................................................... 3 gc 

Axe .......................................................................... 5 gc 

Sword ..................................................................... 10 gc 

Halberd .................................................................. 10 gc 

Steel Whip ............................................................. 15 gc 

Double-Handed-Weapon ....................................... 15 gc 

Flail ........................................................................ 15 gc 

Great Axe ............................................................... 25 gc 

Missile weapons 

none 

Armour 

Light Armour ......................................................... 20 gc 

Heavy Armour ....................................................... 50 gc 

Shield ....................................................................... 5 gc 

Helmet ................................................................... 10 gc 

HENCHMAN EQUIPMENT LIST 
Hand-to-hand combat weapons 

Dagger ......................................................... 1st free/2 gc 

Hammer .................................................................... 3 gc 

Axe ........................................................................... 5 gc 

Sword ..................................................................... 10 gc 

Spear ....................................................................... 10 gc 

Flail ........................................................................ 15 gc 

Missile weapons 

Throwing axes ........................................................ 15 gc 

(treat as Throwing knives) 

Armour 

Light Armour ......................................................... 20 gc 

Shield ....................................................................... 5 gc 

Helmet .................................................................... 10 gc 

Marauder skill table 
 Combat Shooting Academic Strength Speed Special 

Chieftain √   √ √ √ 

Shaman √  √   √ 

Condemned    √  √ 

Champion √   √  √ 

Marauder Special Skills 
The Marauders of Chaos may use the following skill list instead of any of the standard skill lists. 

Chosen of ChaosChosen of ChaosChosen of ChaosChosen of Chaos    
The Hero has been found worthy of his god’s service 

and entered the rank of a Chaos Warrior. He uses the 

maximum profile for Warriors of Chaos and the Hero 

equipment list (if he does not already). 

Chaos ArmourChaos ArmourChaos ArmourChaos Armour    
Only Heroes with the Chosen of Chaos skill may have 

Chaos Armour. The Hero may no longer wear armour, 

but has a natural armour save of 4+ that can be 

combined with shields and mount bonuses as normal. 

Sweeping BlowSweeping BlowSweeping BlowSweeping Blow    
Whenever the Hero takes an enemy model out of 

action using a Great Axe he may immediately make an 

additional attack against another model in base contact. 

Requires the Strongman skill. 

Tattooed BodyTattooed BodyTattooed BodyTattooed Body    
Only the warband's leader may have this skill. The 

Hero's body is covered with unholy Chaos signs to 

attract his patron's attention. The Eyes of the Dark 

Gods special rule's effect (of becoming a Chaos Spawn 

or receiving a Mark) happens on a result of 10+ instead 

of 12+ only. Note that for the less favoured Norse 

leaders this is 11+. 

Heart of the WarriorHeart of the WarriorHeart of the WarriorHeart of the Warrior    
Only the warband’s leader may have this skill. He may 

re-roll any failed Rout test and is immune to fear and 

all alone tests. 

MutantMutantMutantMutant    
The Hero may buy one mutation. See the Mutants 

section on special rules. 
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Heroes 
  

1 Marauder Chieftain1 Marauder Chieftain1 Marauder Chieftain1 Marauder Chieftain    
95 gold crowns to hire 

The Chieftain is the brutish head of the warband. He 

leads his tribe in their constant warfare and bloodshed 

in an attempt to win the approval of their fickle gods. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 4 5 3 4 4 1 5 1 8 

Weapons/Armour: The Marauder Chieftain may be 

equipped with weapons and armour chosen from the 

Hero Equipment list. 

SPECIAL RULES 

Leader: Any Warrior within 6“ of the Marauder 

Chieftain may use his Leadership when taking Ld tests. 

 

0000----1 Marauder Shaman1 Marauder Shaman1 Marauder Shaman1 Marauder Shaman    
45 gold crowns to hire 

A Shaman is the Chieftain’s advisor as their god tells 

them his will through the Shaman's visions and dreams. 

The other tribesmen see the shaman's attunement to 

their gods as a great gift that is to be equally respected 

and feared. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 4 4 3 3 3 1 4 1 8 

Weapons/Armour: The Marauder Shaman may be 

equipped with weapons chosen from the Hero 

Equipment list. 

SPECIAL RULES 

Wizard: A Marauder Shaman is a Wizard and may use 

Chaos Magic as detailed in the Magic section. 

Mark of Chaos: The Shaman gets 

a Mark of Chaos when hired to 

determine the kind of magic he 

uses. He can have the Mark of 

the Serpent, the Mark of 

the Crow, the Mark of 

the Eagle or the 

Mark of 

C h a o s 

Undivided. 

 

    
    
    
    

    
    
    
    
    
    

    
    
    
    

0000----2 Champions2 Champions2 Champions2 Champions    
45 gold crowns to hire 

Champions are the strongest and most battle hardened 

warriors in the tribe. They fight constantly waiting for 

the day when they can finally be judged by their god as 

being worthy of his service. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 4 4 3 4 3 1 4 1 7 

Weapons/Armour: Champions may be equipped with 

weapons and armour chosen from the Hero Equipment 

list. 

 

0000----1 Condemned1 Condemned1 Condemned1 Condemned    
55 gold crowns to hire 

A servant of a dark god who was foolish enough to 

turn away from his patron is forever condemned. If the 

traitor turns to another god for aid then they are often 

spared death, but suffer a fate many times worse. The 

servant suffers constant mutations at the hands of their 

old god but maintains vestiges of his humanity as his 

new god compensates for the mutations by restoring or 

altering the form of the servant. It is all in vain, as the 

unwitting servant eventually becomes a plaything of 

both gods who use the servant's body and soul as a 

contest of wills between themselves, completely 

uncaring of the condemned servant's fate. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 4 D6 3 D6 D6 1 4 D3 7 

Weapons/Armour: The Condemned fights without 

any weapons and never uses any armour. 

SPECIAL RULES 

Inconsistency: The body of the Condemned is 

mutating permanently. The variable attributes WS, S, T 

and A are determined whenever needed, once every 

turn. 

Fear: The Condemned’s unnatural appearance makes 

him cause fear in his enemies. 

Experience: Whenever the Condemned would 

increase one of his variable attributes the player rolls 

an appropriate die instead. If the player is satisfied with 

the result, he may set the attribute on that number (e.g. 

roll a D6 instead of increasing Strength, on a roll of 4 

the player may choose to give the model S 4). 

Otherwise the attribute remains variable (and the 

advance is lost). The maximum attributes of the 

Marauders may be exceeded due to the special nature 

of the Condemned, and this carries through to when the 

player wishes to set an attribute instead of keeping it 

random. 

Fate: Once all variable attributes are set, the 

Condemned may use weapons, armour and equipment 

as usual. But, if he has 90 Experience and still variable 

attributes, his patron could not save him from his 

former god's wrath and his soul and body are lost. He 

turns into a terrifying Spawn of Chaos. If the warband 

already consists of a spawn, the doomed warrior 

wanders off into the wastes, never to be seen again. 
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Henchmen 
  

Chaos MaraudersChaos MaraudersChaos MaraudersChaos Marauders    
35 gold crowns to hire 

Marauders are wild uncivilized barbarians who seek 

battles and bloodshed. They form the majority of the 

chieftain’s retinue. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 4 4 3 3 3 1 4 1 7 

Weapons/Armour: Marauders may be equipped with 

weapons and armour chosen from the Henchman 

Equipment list. 

 

    
    
    
    
    
    
0000----5 Warhounds of Chaos5 Warhounds of Chaos5 Warhounds of Chaos5 Warhounds of Chaos    
15 gold crowns to hire 

Warhounds of Chaos are titanic, mastiff-like creatures 

which are insanely dangerous in combat. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 7 4 0 4 3 1 3 1 5 

Weapons/Armour: None! Apart from their fangs and 

nasty tempers the Warhounds don’t have weapons and 

can fight without any penalties. 

SPECIAL RULES 

Animals: Warhounds are animals and never gain 

experience. 

0000----1 Spawn of Chaos1 Spawn of Chaos1 Spawn of Chaos1 Spawn of Chaos    
180 gold crowns to hire 

Spawns of Chaos are former Chaos Champions who 

have been too heavily gifted by their gods and become 

terrifying mutants. 

Profile  M  WS  BS  S  T  W  I  A  Ld 

 2D6 3 0 4 5 3 2 D6+1 10 

Weapons/Armour: None! Spawns of Chaos fight with 

claws, tentacles and other extremities. 

SPECIAL RULES 

Special Attacks: Roll at the beginning of each Close 

Combat phase to determine the spawn’s number of 

Attacks for that phase. 

Fear: Spawn are disgusting and revolting blasphemies 

against nature and cause fear. 

Special Movement: The Spawn moves 2D6" straight 

on in each of its Movement phases. Before it does so 

it’s player may turn it to give the direction. It does not 

double its movement for charging, instead if its 

movement takes it into contact with a model it counts 

as charging and engages that model in close combat. 

Psychology: Spawns are mindless creatures, knowing 

no fear of pain or death. Spawns automatically pass 

any Leadership based test they are required to make. 

No Brain: Spawns of Chaos are crazed creatures and 

therefore gain no experience. 

Large: Spawns of Chaos are huge tempting creatures 

and count as Large Targets as defined in the shooting 

rules. 

Marauders Special Equipment 
Great AxeGreat AxeGreat AxeGreat Axe    
25 gold crowns 

Availability: Rare 10, Heroes with the Chosen of 

Chaos skill only 

These over-sized Battle Axes can be wielded only by 

the strongest of warriors. 

 Range Strength Special rules 

 Close Combat As user +2 Two-handed, 

   Strike last, 

   Cutting edge 

SPECIAL RULES 

Strike last: Great Axes are so heavy that the model 

using them always strikes last, even when charging, 

unless it has the Strongman skill. 

Cutting Edge: A Great Axe has an extra save modifier 

of –1, so a model with Strength 4 using a Chaos Battle 

Axe has a –4 save modifier in hand-to-hand combat. 

 

Steel WhipSteel WhipSteel WhipSteel Whip    
15 gold crowns 

Availability: Rare 9, one Hero only 

Originally used for taming the wild Chaos Hounds the 

Steel whips have proven effective in combat also. 

 Range Strength Special rules 

 Close Combat As user cannot be parried, 

   whipcrack, enrage 

SPECIAL RULES 

Whipcrack: See Steel whip (see Mordheim Rules 

Review, p 4). 

Cannot be parried: A model attacked by a steel whip 

may not make parries with a sword or buckler. 

Enrage: The Hero may use his whip to make the 

Warhounds charge wildly. As long as he is not 

involved in close combat all Warhounds of Chaos 

within 4” gain +1 attack. 
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Marks of the Dark Gods 
 

The Eyes of the Dark Gods special rule may let the warband’s leader choose a Mark of the Dark Gods. There 

may never be two models in the warband with different Marks. Shamans choose their Mark when being hired (in 

correspondence with their tribe). The Mark gives them access to their god’s magic. A Shaman that is the leader 

at the same time has to pick the Mark he already has when being granted through the Eyes of the Dark Gods – 

kind of confirming his role to his dark master! 

Mark of Chaos UndividedMark of Chaos UndividedMark of Chaos UndividedMark of Chaos Undivided    
A Hero with this mark believes in Chaos in its purest 
form instead of the division into four Chaos Gods. 
Leader: All warband members within the leader rule's 

radius (6" normally and 12" with Battle Tongue) may 

re-roll all failed Ld tests. 

Shaman: With the Shaman of Chaos Undivided as the 

tribe's spiritual leader the warband may include 0-3 

Gors (see Beastmen Raiders in the Empire in Flames 

Supplement, p. 73) that count towards the maximum of 

15 members. Re-roll all results of ‘The lad’s got talent’ 

for them. 

A Shaman of Chaos Undivided uses the Chaos Rituals 

(see p. 59 in the Mordheim rulebook). 

 

Mark of Tchar the EagleMark of Tchar the EagleMark of Tchar the EagleMark of Tchar the Eagle    
Tchar the Great Eagle is the Changer of the Ways. 
He is the Master of the ever-mutating energy known 
as magic and his followers are skilful practitioners of 
the arcane arts. 
Leader: The Hero is capable of casting spells from 

now on. He immediately learns one random spell from 

the Tchar Rituals. However, he suffers –1 on all rolls 

for Difficulty unless he was a wizard before. 

Shaman: The Shaman starts with two spells from the 

Tchar Rituals. One can be chosen freely, the second is 

randomly determined. 

 

Mark of Arkhar the DogMark of Arkhar the DogMark of Arkhar the DogMark of Arkhar the Dog    
Arkhar the Dog is the God of War. He is worshipped 
on the battlefield by his warriors who shed blood in his 
name, charging their enemies with the battle-cry 
“Blood for the Blood God!” 
Leader: The Hero is subject to frenzy from now on. In 

addition, any spell that targets the Hero fails on a roll 

of 4+. 

Shaman: Shamans cannot choose this mark for Arkhar 

despises spellcasters and magic in general. 

However, replace the Shaman of Arkhar with a Pack 

Tamer (using the same profile as a Champion). The 

Pack Tamer must always be equipped with a Steel 

Whip and has the Warhound Handler skill (see 

Mordheim Annual 2002). 

 

Mark of Onogal the CrowMark of Onogal the CrowMark of Onogal the CrowMark of Onogal the Crow    
Onogal the Crow is the Lord of Decay who unleashes 
pestilence upon the world. Therefore his followers are 
almost completely immune to diseases and serious 
wounds. 
Leader: The Hero gets +1 T and may re-roll on the 

Serious Injuries table once. In addition, he is immune 

to poison. 

Shaman: The shaman uses the Nurgle Rituals (see p. 

65 in the Empire in Flames Supplement). However, 

replace the first spell in the list with the Touch of 

Onogal as described below. 

A Shaman of Onogal is immune to poison. 

 

Mark of Shornaal the SerpentMark of Shornaal the SerpentMark of Shornaal the SerpentMark of Shornaal the Serpent    
Shornaal the Serpent is the Dark Prince of Chaos. 
The Lord of Pleasure is the patron of all things 
beautiful and seductive. 
Leader: Enemy models that are not immune to 

psychology cannot attack the Hero in close combat 

unless they pass a Ld test with 3D6, discarding the 

lowest D6 result. If the roll is failed, these models are 

hit automatically in close combat. Once they pass, they 

do not have to test again for the duration of the battle. 

Note that the Lizardman’s Cold Blooded special rule 

cannot be applied to this effect. 

Shaman: If the Shaman wasn't taken out of action 

during the battle, instead of searching for rare items he 

may brew a strong drink for the warband (treat as 

Bugman's Ale). Note that this item cannot be sold. 

A Shaman of Shornaal uses the Shornaal Rituals. 
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Shornaal RitualsShornaal RitualsShornaal RitualsShornaal Rituals    
The Shornaal Rituals are used by the Marauder Shamans who worship the Great Serpent. They use 

their power to show unlucky victims the horrible pleasures of their patron. 

 

1 Delicious Suffering Difficulty 8 

The Shaman summons great suffering to overwhelm his enemies. 
All models (friend and foe, except for the Shaman) within 3” must pass a Ld test or are knocked 

down. 

 

2  Dance of the Serpent Difficulty 8 

The Shaman’s sight is so incredibly fascinating that his opponents cannot help starring stupidly 
while he draws his sword. 
All enemy models that are not immune to psychology suffer a –1 ‘to hit’ against him in close 

combat. 

The Dance lasts until the beginning of the Shaman’s next shooting phase. 

 

3 Endless Torment Difficulty 9 

The Shaman falls into ecstasy torturing his helpless victim and watching it die slowly. 
Choose one enemy model within 8”. From now on the model must roll for injury –1 after it’s 

Recovery phase. For the duration of the Torment the Shaman can do nothing else but end the spell 

at the beginning of his turn and if attacked in close combat, he is hit automatically and the spell 

breaks. 

 

4 Mystify Difficulty 8 

“Pain, beautiful Pain!” – last words of Snaghel, Exalted Shaman of the Tribe of the Snake 
Target enemy model within 8" will have their Initiative value reduced to 1 and will always strike 

last in close combat, even if they charge an opponent or are armed with a spear or pike and are 

charged themselves. This spell lasts until the target passes a Ld test during the recovery phase. 

 

5 A thousand Voices Difficulty 8 

A thousand voices manifest within the head of the unlucky victim driving him insane by mocking 
at his secret desires and dreams. 
Choose one enemy model within 12”. For the duration of the spell the model reduces it’s Ld by D3 

+1 (to a minimum of 2) if it is not immune to psychology. 

The model must pass a Ld test at the beginning of it’s turn to end the spell. A thousand Voices can 

only enchant one model at a time. 

 

6 Shornaal’s Temptation Difficulty 7 

The Great Eagle has chosen to deliver a certain warrior from his miserable existence by 
promoting him to one of his Daemonic servants. 
Choose one enemy model within 8” that is not immune to psychology. The model must pass a Ld 

test. If the model fails, then the Shaman gains control over the model. The player may attempt to 

regain control at the beginning of his turn by passing a Ld test. Shornaal's Temptation can only 

enchant one model at a time. If the shaman is hit whether by a missile or in close combat he must 

pass a Ld test or the spell ends. 
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Tchar Rituals 
The Tchar Rituals are used by the Marauder Shamans who worship the Great Eagle. For Tchar is 

the Lord over destiny and fate respecting wisdom and subtlety his servants are amongst the mightiest 

of spell-casters and his magic is especially effective against the dumb and inexperienced. 

 

1 Tchar’s Blessing  Difficulty: auto 

The Shaman prays to his god to fill him with wisdom and thus triumph over his enemies. 
This spell must be used before the game and may only be used once. The Shaman may not cast 

spells in the following battle. After the game he gains D3 Experience points if he wasn’t taken out 

of action. 

 

2  Dispel Magic  Difficulty 7 

The winds of magic are bound to the will of Tchar and no so-called wizard may use them against 
his favoured. 
The Shaman ends all effects of currently active spells. 

 

3  Foresight  Difficulty 10 

The Changer of the Ways pulls the strings of destiny to protect his servants. 
This spell must be used before the game and may only be used once. Choose a warband. One 

randomly determined Hero of that warband must miss the following game. Models that are capable 

of casting spells, prayers or meditations are immune to this effect. 

 

4  Wrath of the Great Eagle  Difficulty 9 

The Shaman calls Tchar to punish the ignorant and stupid for their delusion 
Choose one enemy model within 12”. The model is hit with a Strength equal to the difference of 

the Shaman’s Experience points and the model’s Experience (to a maximum of 10). Armour saves 

are taken as normal. If the victim has more Experience points than the Shaman, the latter is hit 

instead. 

 

5 Tchar’s Reward  Difficulty 8 

The Shaman is rewarded for his great power. 
The Shaman gets +1 on any one stat per 10 Experience points he has. Each stat may be increased 

only once through this spell. 

The power of Tchar’s Reward lasts until the beginning of the Shaman’s next shooting phase. 

 

6  Slave to Chaos  Difficulty 9 

The Great Eagle has chosen to deliver a certain warrior from his miserable existence by 
promoting him to one of his Daemonic servants. 
This spell has a range of 12” and causes one Strength 2 hit with no armour save. If the model is 

taken out of action roll for Serious Injuries immediately. If they die replace the killed warrior with 

a Horror of Tzeentch (see Bestiary for rules) until the end of the game. If the Shaman is stunned or 

taken out of action the Horror disappears into the Realm of Chaos. 

Onogal Rituals 
The Nurgle Rituals are used by Marauder Shamans with the Mark of Onogal the Crow. Replace the spell 

Daemonic Vigour with Touch of Onogal. 

 

1  Touch of Onogal  Difficulty 10 

The Shaman’s body is covered with smallpox and blisters. His touch can transmit devastating 
diseases. 
This spell can be used against one of the Shaman’s close combat opponents. If he takes the model 

out of action in the following hand-to-hand combat phase, that player rolls for Serious Injuries 

immediately. If the model dies permanently, replace it with a Nurgle Plague Bearer (see Bestiary 

for rules) under the Shaman’s control. If the Shaman is stunned or taken out of action the Plague 

Bearer disappears into the Realm of Chaos. Note that only one Plague Bearer can be created at a 

time. 
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Choosing a Tribe of Chaos 

When starting a Marauders of Chaos warband you may 

decide which of the following three major Chaos tribes 

your warriors belongs to. All warbands follow the 

same rules for Choice of Warriors, Skills and 

Equipment. Any exceptions are described below. 

 

The Norse 
To the north of the Old World live the Norse tribes: 

fierce barbarians, fur-clad and warlike - the very 

epitome of the warriors of Chaos. Their mountainous 

sea-bound land is haunted by all manner of twisted 

monstrous creatures, notably mutant Trolls and Giants, 

and by nameless things that live deep under the 

mountains. They are warriors at sea as well as on land 

– building longships in which they harass the southern 

lands and undertake journeys far to the west. The 

Norse have pale skin after the manner of men of the 

Empire. They are generally held to be especially tall 

and strong, and many have red or fair hair. Those that 

live the greatest distance from the Realm of Chaos are 

the least favoured of their gods – and the most likely to 

be seen openly in more civilized lands as a result. 

SPECIAL RULES 

Experienced Raiders: Due to their proximity to the 

Empire and the frequency of their raiding, the Norse 

excel at finding the best equipment and supplies 

quickly. As such, they gain a +1 to their rarity rolls 

when searching during the post-game sequence. 

Neglected: The Norse are the least favoured of all 

Marauder tribes. Therefore the Eyes of the Dark Gods 

special rule's effect (of becoming a Chaos Spawn or 

receiving a Mark) happens on a result of 13+ instead of 

12+. 

 

The Kurgan 
The Kurgan are a raven haired, dark-skinned and 

powerfully built race, quite unlike Old Worlders in 

appearance. They are said to be equally at home on 

foot or on horseback. When the armies of Chaos gather 

to invade the Old World, it is the Kurgan that come 

most eagerly and in the 

greatest numbers, for 

they are a numerous 

people compared to 

the other tribes of 

Chaos. It is the 

warriors of the 

northernmost tribes 

who are the fiercest 

and most likely to be 

chosen by their gods. 

 

 

 

SPECIAL RULES 

Warhound breeding: Some Kurgan tribes delight in 

the spectacle of trained pit hounds fighting against 

bears, trolls and other creatures. A Kurgan warband 

may include any number of Warhounds of Chaos – not 

only up to five. 

Bone bows: The Kurgans are known for making scary 

bows, using the bones of their fallen enemies. Heroes 

and Chaos Marauder Henchmen may use bows (cost: 

10 gold crowns, availability: common). 

Barbarous people: While some of the less 

bloodthirsty of the Norse and Hung tribes even trade 

with merchants from the south, the Kurgan live far 

away from civilization and when they come to raid the 

southern farmsteads and villages they are certainly not 

welcomed. Therefore a Kurgan warband suffers –1 

when rolling to find Rare items except for Great Axes 

and Steel Whips. 

 

The Hung 
The Hung are an oriental race – perhaps shorter and 

more squat than the people of Cathay but otherwise 

resembling them. They are reckoned the greatest of all 

horsemen and are said to learn to ride before they learn 

even to walk. Northwards, the land is too poor and 

mountainous to support their horses, and the steeds of 

the Hung are typically small, tough beasts that can 

survive where larger warhorses would quickly starve. 

Here the tribes hunt the mutant monsters amongst the 

snow-clad mountains, gathering their strength to raid 

the soft lands of Cathay to the south. 

SPECIAL RULES 

Small nomadic tribe: The maximum number of 

warriors in the warband is 12 (instead of 15). 

Tribe of Riders: Warhorses always cost 40 gc to the 

warband – not only to starting warbands. In addition, 

all Heroes (including Henchmen that advance to 

Heroes) automatically have the Ride Warhorse skill. 

Note that the number of mounts per warband is not 

restricted in the Border Town Burning setting. 
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Rogues Gallery 

The pictures show one of my Mordheim Knight 

Errants ( I am fan of Bretonnia ). It is not much 

of conversion; a simple Man-at-arms model with 

a Knights shield and an Empire hand with dagger 

(made from a sword). He was made to depict 

irony of Mordheim equipment effectiveness as he 

reflects a very advanced stage of equipment: 

Mace - being the most effective weapon in my 

opinion, dagger as mandatory second hand 

weapon, toughened leathers (or light armour), 

and a bit of luxury with his helmet and shield. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Sage-in-Chief Tazoul: panMarek, great looking 

model! Good paint job, and the truth is a 

wonderful conversion. Remember that 

conversions need not be extreme or complex to be 

good, and yours is a perfect example of that. 

There is a seamlessness to the model which points 

to patient and careful work. Great looking model 

and an inspiration for others. As to the weapon 

choice, I'll agree that the mace is a great weapon, 

but let us not overlook the cost benefit of slings, 

nor the parry ability of a trusty sword. Also, if one 

uses the Optional Critical charts, a Sword will 

cause much more damage than a club; sure, a 6 

with a club takes a model OOA if it fails an 

Armour Save, however 2 wounds at +2 is a great 

result as well, and easier to achieve! Thanks for 

the submission! 
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The Undead Garden 

This scenario can be played by up to four warbands 

of any type. 

 

Terrain 
There is one spawn-site for each warband in-play. 

Players take turns placing a spawn-site each, and 

subsequently any terrain pieces (towers, hedges, ruined 

walls, etc) until the board is full. It is recommended to 

play this scenario on a 4x4 table. 

 

Special Rules 
Restless Dead - After all of the warbands have had a 

turn, there is an undead turn. Each player is to roll a 

D3+1 and place that many undead zombies at their 

respective spawn-site that they had placed. These 

restless dead move in random directions, and will 

charge anything (other than other restless dead models) 

within range.  

 M  WS  BS  S  T  W  I  A  L AS 

 4 2 0 3 3 1 2 1 5 5+ 

Cause Fear- As with all undead models, the restless 

dead cause Fear. 

Can't Run- Being dead has it's drawbacks, one of 

which is that you are none-too quick on your feet. 

Restless dead cannot run, but they can charge as 

normal. 

Nuttin' but skin 'n bones- The restless dead have 

shambled around since Sigmar passed his judgment 

upon Mordheim. Their flesh is like paper, all organs 

and muscles have long-ago rotted away. 

Only the powerful workings of Chaos 

have kept them from the everlasting 

embrace of death. 

Restless dead have an armor save of 5+ 

against any non-bludgeoning weapon, 

regardless of critical hits. They will 

therefore always gain a 5+ armor save 

against any weapon other than hammers, 

maces, etc, regardless of strength or 

damage modifiers. 

Starting the game 
The players each roll a D6 to determine who goes first. 

Play proceeds clockwise around the table. 

 

Ending the game 
The game ends when all warbands but one have failed 

their Rout test. Warbands which rout automatically 

lose. If one or more warbands have allied when the 

other warbands have all routed, they may chose to 

share the victory, or they may continue the game until 

one warband is victorious. 

 

Experience 
+1 Survives. If a hero or henchmen group survives the 

battle they gain +1 experience. 

+1 Winning Leader. The leader of the winning 

warband(s) gains +1 experience. 

+1 Per Enemy Out of Action. Any Hero earns +1 

experience for each enemy he puts out of action. 

+1 Exploration Dice for every restless dead 

removed from action. These are substitution dice, and 

a player cannot exceed the amount of exploration dice 

they would be allowed to use regularly. This represents 

the treasures found on and around the corpses of the 

foul undead. A player would roll the regular amount of 

exploration dice allowed, set them aside, and then roll 

all of the bonus dice separately, thus allowing a higher 

exploration score to be substituted in, and possibly 

turning doubles into triples, etc. 

Rumors abound in dark taverns and unlit alleyways of the restless garden. 
Many have been lured by the promise of lost treasure and abundance of wyrdstone, but 

few, if any, return. Ghouls, zombies and skeletal warriors prowl the once-beautiful palatial 
gardens, hungering for flesh and destroying any that fall within their cold reach. Chaotic 

magic rules here, and horrible, bone-chilling screams emanate from the haunted grounds with 
terrible regularity. Still, adventures and fools alike are drawn to it like a moth to flame, seeking 

riches, glory, and the honor of finally cleansing the Haunted Gardens of Mordheim. 
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Dreaded Tales of Atar 
Adalia stared forlornly into the dark sky, blind to 
everything but the far twinkle of stars and the half 
eaten shape of the red moon. With cold hard packed 
earth beneath her she huddled, knees pressed tightly to 
chest in an attempt to keep herself warm and small. She 
shivered, her hair dirty and unkempt. It framed the 
mask created by the smudges across her face through 
which large, mostly white, eyes gleamed. Wildness had 
seeped into her soul, even as the beasts of the wild 
danced around her. 
Large and misshapen they cavorted on two legs, 
bellowing and roaring towards the red moon, drinking 
and gorging themselves on plunder. She had seen the 
slaughters since the time Atar had taken her from the 
village. She had seen the insatiable greed with which the 
Warherd pillaged and destroyed everything they came 
across. She had seen and felt so helpless. 
Atar kept her as a pet, though she was never 
restrained by leash or chain. She could move about 
within reason and for the first few weeks she tried to 
flee at every available opportunity. Every time she was 
hunted. Hunted through the woods by the herd of 
Beastmen. It was a game to them and even as she was 
captured time after time she vowed that the next would 
be her freedom. That night had been the worst. It had 
nearly broken her sanity. 
Running through the woods, eyes grown used to the 
dark, she had raced ahead of her pursuers and towards 
a distant light. She'd stumbled across a band of 
Gypsies. Relief struck her like lightning as the music 
of the camp had stopped and the Gypsies looked up in 
surprise. Men folk drew swords even as mothers and 
daughters ushered children towards the wagons. Her 
hands reached for them as she mouthed a plead for help 
that she did not get to speak. Out of the brush behind 
her hurtled a dreaded form, landing cat-like in the light. 
Half of a skull, sticky with old blood, gleamed whitely 
from within dirt matted fur. Devil-like eyes and a 
lolling tongue turned to look at her. It was Atar's 
favored hound, the chaos hound he had marked with a 
large bloody paw print upon its shoulder. 
Immediate chaos ensued. Men started shouting orders, 
women screamed even as children cried. Adalia fell to 
her knees even as Bloody Paw seemed to laugh with a 
choking growl before throwing its head back and 
howling long and loud. Men charged sticking swords 
ahead of them. Some found their mark, scoring the 
hound's flesh but it just bit at the steel and tore them 
from their hands. Massive jaws clamped onto the thigh 
of one and even through his screams the cracking of 
bone could be heard. 
From behind her more bellows erupted from the 
darkness. More brays came. The trees parted as large 
shapes barreled through. Each careful to avoid hitting 

her even as they relished hitting the targets ahead of 
them. Skulls were crushed. Limbs removed.  Blood 
spurted thickly. Crimson arterial sprays struck her 
with molten heat from so far away. Flames leapt up, 
more hounds emerged as the Gors played with fresh 
victims. She felt several heavy treads stop beside her 
and weakly she looked up. Atar stood beside her, 
flanked by his lieutenants; Brahma and Martok. Both 
watched the carnage with an expression of mild delight, 
alarmingly intelligent eyes watching everything, noting 
everything. Atar had eyes only for her. 
She flinched when his great hand came for her, 
expecting a blow to land, and shuddered with full body 
intensity when instead it patted the crown of her skull 
almost gently. 
"You did well man-cow, you did very well indeed!" his 
voice was like thunder matching the rhythm of the blood 
pounding within her. Adalia began to hyper-ventilate, 
suddenly coming to the conclusion that all these times 
she had escaped, the hunts and the chases, it had been 
all for this. All for the chance of her leading these 
animals to more of her people. 
And she had. 
Looking at the camp she saw wagons ablaze with 
orange intensity. Figures still trapped within writhed 
even as their flesh was consumed. Chaos Hounds 
chased runners as the men were butchered where they 
stood. 
Adalia sobbed loudly, brokenly and looked away. Atar 
pointed towards the carnage and growled something 
dark and twisted. Alien yet familiar to her ears. 
She had begun to decifer their language but all she 
caught from the bunch of sharp barks and grows was 
'tree'. Her skirts tight within her hands, she retreated 
within, blocking out the violence. Everything simply 
faded away. 
Hours passed. The fires continued to burn but 
screams no longer filled the air. They were replaced by 
roars and bellows, howls and deep chested brays that 
echoed through the fire lit darkness. 
Even as her gaze slid towards the tree, she flinched 
and looked at the moon. It's blood red colour unsettled 
her. It offered no sanctuary as her mind began to 
unlock. Drawn by some unexplainable force, her eyes 
moved back to the shadowed branches. 
The tree was covered in people. Nailed to the trunk, 
impaled on the branches, they hung from ropes of hemp 
and flesh. Beneath the slaughtered they danced and 
roared and howled for all the world to hear. These 
beasts turned men, dancing in a rain of blood with 
hooves stirring up the muck beneath them. Dancing wild 
with exhilaration and drunk on murder.  
Adalia curled into herself tighter. She would not run 
away again. 
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Submission Guidelines: 

If you wish to write for Letters of 

the Damned, we welcome your 

contributions. Please be aware of 

the following conditions, as they are 

non-negotiable. If you submit any 

material, it is under the premise that 

you agree to the following: 

By submitting your article you are 

handing over copyright and all 

rights to the material to Tom Bell, 

editor of Letters of the Damned. 

Tom Bell in turn claims no 

ownership of any IP of Games 

Workshop, and willingly hands all 

ownership of material included in 

this ezine to GW. You will, of 

course be fully credited for your 

work should we publish it. All 

submitted articles are unpaid. Please 

be sure to include your name and 

contact information with all 

submissions, as well as how you 

would like to be known in the 

Mordheim world. For example, 

Tom Bell may be referred to as Tom 

''Brahm Tazoul'' Bell, Tom ''Brahm 

Tazoul'', or simply as Brahm 

Tazoul. The choice is yours. 

 

Email your submissions to: 

lod@redclawgaming.com 

 

or mail them to: 

LOD c/o Tom Bell 

12820 64st 

Edmonton, Alberta, Canada 
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This Months Authors:This Months Authors:This Months Authors:This Months Authors:    
 
Crazy Grom's Mercs: 

Estalian Diestro by Martin ''Braganca 
Escher'' Greminger. Wood Elf Hunter by 
Daniel Logee 

 
Tales of Dreaded Atar: 

Roger ''Vargkrigare''. 
 

The Crone Foresees: 
rev larny 

 
The Scenarios: 

The Abomination: Dave ''StyrofoamKing'' 
Joria, based on the Necrarch Warband by 
yours truly. Undead Garden: Tom Bell 

 
Chaos Marauders: 

Christian ''Cianty'' Templin. Working with 
Chris these last few months on these 
warbands has been a treat. A Special 
thanks to all in the Edmonton Mordheim 
Guild who play-tested them tirelessly, it is 
greatly appreciated. 

 
Bretonnian Man-at-Arms: 

panMarek 
 

LOD Logo contest winners: 
A special thanks goes out to David Joria 
who created the “Letters of the Damned” 
logo on the cover page, Todd Schoening 
for the Edition Seal, and Peter Wright is 
responsible for our Table of contents 
page. Thanks to all who took the time and 
effort to submit your ideas! 

 
Correction; Quick Reference Sheets: 

I neglected to inform you all where I received 
these from. Chris “Miginath” supplied 
these to me years ago. He believes he 
received them from DaBank… whomever 
created them, you have our thanks! 
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RHYA’S CAULDRON 
For too long have you seen them looking at you from the 
corners of their eyes, and with good reason you find.  
Though you may remove the blemish, the stain on the soul 
will never be cleansed. 
 
 

CACKELFAX THE COCKEREL 
You will never have the item that you seek, for those who 
desire it more will snatch from your fumbling grasp 
before you can snap your fingers around it.  Learn speed 
above all others. 
 
 

THE BONESAW 
You can bolt the doors and nail shut the windows, but 
there is still no point getting out of bed any time soon, for 
THEY will come for you regardless. 
 
 

THE WITHERING STAR 
The love that you sought will blind you to the true way, 
but care not you shall, for you shall be in love, right up 
till the knife perches you. 
 
 

WYMUND THE ANCHORITE 
Wait too long and you shall miss that for which you wait.  
Move too soon and it will never happen. 
 
 

THE BIG CROSS 
Maybe you can say that it never happened, but the stains 
on your clothing will reveal the truth and they shall 
never be cleaned again. 
 
 

THE LIMNER’S LINE 
To err is to be human, accept this and let Sigmar decide 
what the result will be.  The bodies will be found. 
 
 

GNUTHUS THE OX 
You will be continually two minutes late for everything 
over the next week and this will lead to the deaths of all 
your close friends.  This will be luckier than you think. 
 

DRAGOMAS THE DRAKE 
Be afraid not of arrows or bullets, for from today none 
shall pierce your flesh.  Sadly knives will be a problem 
still. 
 
 

THE GLOAMING 
If the future is unwritten, then why do so many bad 
things keep happening to you that you have no reason for.  
If this is your destiny, end it all now. 
 
 

GRUNGI’S BALDRIC 
You will face down your darkest fear and your bloodiest 
enemy, but at the end of it all, the futility of continuing 
on will lead you to face a battle against the most unlikeli-
est of threats. 
 
 

MAMMIT THE WISE 
A grave miscarriage of justice will be done against your 
person that will ultimately end up with the transgressor 
being burnt at the stake for something they didn’t do. 

 
 

MUMMIT THE FOOL 
Pick up no money from the streets today and it is likely 
that you will live to see the sunset.  Tomorrow drop a 
coin in a well and you will be rewarded. 
 
 

THE TWO BULLOCKS 
The Ruinous Powers await your death with eagerness. 
 

THE DANCER 
Beware of tall women and dark-haired men, for together 
or separate, they will destroy your life and leave you a 
hollow, bitter shell.  Trust only the fair of complexion and 
red of hair. 
 

THE DRUMMER 
Eat, drink and make merry for today IS the last day of 
your life, more so if you drink at the Red Drake Tavern 
off of Sterncrofter stadt. 

 

THE PIPER 
All your sins will come back to haunt you this month, 
which will prove most fortuitous as you needed to fake 
your own death. 

 
 

VOBIST THE FAINT 
The final step in your plans for world domination will 
come to their conclusion by next Festag, but you will be 
surprised to find that a kitten playing with a ball of 
string will defeat you by keeping it’s attention firmly on 
it’s antics. 
 
 

THE BROKEN CART 
It is everybody else’s fault that you have never achieved 
your great goal of being exceedingly rich, powerful and 
beloved.  If only you were not a Bretonnian you might 
have achieved it all. 
 
 

THE GREASED GOAT 
A fish-carrying whore who claims that you fathered her 
last child will attack you.  As a woman, you will find this 
extremely off-putting and leave you smelling of fish for 
the rest of the week. 
 

 

The Crone does not use any form of Dire 
Magicks to foretell these futures and thus 
cannot promise that they will come to pass.  If 
they do, you only have yourself to blame. 

THE  CRONE  FORESEESTHE  CRONE  FORESEESTHE  CRONE  FORESEESTHE  CRONE  FORESEES…    


