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'le you will need two
armed with a sword and a
d with a sling and a dagger.
ollowing the instructions in
) can paint them, but do not

CROmIY

ish gamefougbl between opposing factions in the ruins
'blly If you've never played anything like it before, then read
ing examples to get an idea of how it works. Once you've run
baue a better idea of what to do, take a look at the rulebook.

Setting up

To play this combat through you'll need some open
space on a tabletop or the floor. Place the two
warriors facing each other 12" apart. You can use the
range rulers from the box to measure the ranges, ora
steel tape measure or ruler. The wartiors are NOW
ready for combat. They have both been scarching for
wyrdstone and stumbled upon one another.

Who Attacks First?

Mordheim is played in turns, first one side then the
other, then thc first side again and so on. Nognally
one player represents one side — but you can choose
to control both sides for the purposes oﬂ our
example: ‘l‘o decide who has the first turn both sides
'mﬂ a'dlqe. The player with the highest score goes
first Le.t's assume that the Skaven rolls a 5 t the
y 's 2, 50 the Skaven takes the first | mrn

Skaven Turn

Movement

During his side's turn, a warrior can move and then
shoot his weapon. Let's allow our Skaven o do just this.
Move the model directly towards the Mercenary,
measuring 5" using the range ruler. Note that
Mercenaries and Skaven do not move the same distance
This is explained fully in the rulebook.

Ihe Skaven moves 5
towarvds the Mercenar)

Shooting

After the Skaven has moved he can
fire his sling at the Mercenary, The
first thing w do is to check the
range. The sling has a range of 18"
and the targer must be within this
distance before a hit can be scored.

The ruler shows that the models are
7' apart which is well within the
sling’s range.




The Sharven is sithin rarge

vy be takees a shot

i score is 4 or more, a
.‘I.ct’y/ , we roll a 4. The

: cannotﬁght for the rest of this tuen). On a 3 or 4
is stunned (he will need two turns 1o recover) and
on a5 or 6 he is our of action (the model is so badly
~ injured that he is unable to fight anymore and is out
~ of the combart). We could be cruel and assume that
- the Skaven is really unlucky; the Human rolls a 6 and
the. §hwn is owt of action. Remove the Skaven







Card piesces 1, "2 &

1 corner hase

I wall corner.

1 beam,

1 small windou

1 large windou

STAGE 1

Assemble the plastic
frame and attach 7.1
and T3 as shown
Then insernt the

windows

comer

Beam

wall

base

comcr

STAGE 2

Slot card piece 7.2
into the holes
provided in 7.1
making sure that
7.2 is resting on
the beam that goes
along 7.3

elnlhmﬂdhupltuuncthenlﬁvnrdu:cznlshmnsﬂuulﬁﬂknwchc:qu'bysumx
u will find that the buildings will last longer if you glue them together and you could
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ST 1

Assemble the plastic frame

(note that the lower of

the wall comers goes

into the second
hole in the
beam) Insert
card pieces 3 1

& 3.3 into the

botom half of
the Ire
then andd

Card pleces 3.1, 3.2

i3& 3

attach 3.2 to the

1 corner base upper half of the structure
s Y ¢ B

2 wall cormers,
I beam,
3 sl windows

1 door

STAGE 2

Fold and attach 3.4 so
that the floor is
resting on the
overhang of the door
as shown. Finally,

attach the doors and

windows

STAGE 1
Attach 5.4 and 5.5
Then
fix a beam 10 the

as shown

wp of 5.4

STAGE 2

SlotinS2and 53

STAGE 3
Fold card piece 5.1. Slot the wall part of it into

the upper wall comer then rest the Hoor part

on top of the beam. Artach a wall comer to the

edge of 5.1 as shown, making sure that it Is

also attached to the beam. Put the window in

the space provided in secoon 5.2

STAGE 4

Fold $.6 and attach to
S 4 as shown, Fold the
tab on 5.0 and glue i
tat o the undenside ot
the upper Hoot

Cardpleces 51, 52 548 54 55¢
§ corner losex
§ wall cormers,

1 bown & 1 small windou
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Card pleces 1.1, 1.2,

I3 I 15 L& 17,

3 comer bases,

8 wall cormers,

4 boams,

1 door,

3 small windows,

1 large window,

1 window with a
sloping roof,

! small
ruined roof,

1 tavern sign

Assemble the plastic frame and insert
card picces 1.5 and 1.3 (this picce
needs to be folded first)

Fold section 1.2 and slot the
lower wall Into place. Attach the
wall of the upper floor to the
beam and add a wall corner to It
and the beam

ST
Fold card section
1.4 and slot the
wall part of it
into the upper
wall corner that
is attached to the
end of the beam
Then add a wall
corner 1o the

end of 1.4 as
shown. Rest the
floor of 1.4 on
the beam

To finish off the tavern,
slot the small ruined roof
to the top of 1.7 and
attach the tavern sign,
door and windows

STAGE 4

Put a beam across the top of 1.4, Then fix a beam
and a wall corner together and attach them ro the
wall corner that 1.5 is slotted into, Slide section
1.6 into the space as shown below and add two

wall corners as indicated

Add wall
corner

Add wall
corner

here >

Fold 1.7 and slot
the two taller walls
into the two wall
corners that were
added o 1,6, Rest
the loor of 1.7 on
the beams. Slide
1.1 into place as
shown, making
sure that (t slots
Into s appropriate
wall comers and
the underside of
the beam




Bridge House

Assemble 8.4, 8.3 and 4.4 as
shown, using two beams,
five wall corners and three
corner bases.

STAGE 3

Fold 4.3 to form the upper
floor of the bridge house.

STAGE 6 @
Fold 4.2 and ¢
attach it o
the upper
wall corner,
resting the
floor on the
beam

Assemble the plastic
frame shown and
slot picces 4.1 and

8.5 into it

To join the two buildings,
slot the tabs from one end
of the bridge into the holes
provided in 8.6. Then slot
the other set of tabs into
the holes in 4.2

To finish off the bridge

house, add the doors and
windows and slot the roof
1o the top of 4.3.

Fold and slot 8.2
into the two empty
wiall corners, resting
the ledge on the two
beams. Insert 8.6
into the wall corner
attached to 8.4,

Rest 4.3 on the two
beams and slot it into
the two upper wall
comers, Add another
wall corner to attach
4.3 10 the upper part
of 8.6. Slot 8.1 into
the floor of

section 4.3 and

the two holes in

the wall of 8.3.

Card pleces 4.1, 4.2, 4.3, 4.4, 4.5,
81,82 83 84, 85 &80,

4 corner bases, 8 wall corners,

3 beams, 1 door,

4 small windows,

3 large windows,

1 window with a pointed roof,

1 large ruined roof.

STAGE 7

Fold 4.5 to form the
bridge that connects
the two buildings.




Fold the bridge

into shape and then

glue the flaps at cach end in
place. The bridge is used to

CONNect two I\u;hhng\ (-)g('lht,'r

L

Fold the chimney 2.1 into shape and
glue it together. Then slot it into the

chimney stand 2.2

Finished chimney
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Fold the monument block 6.2

into shape and glue it together
Fold the monument plinth 1.8
into shape and glue it together
I'hen slot the tabs of the block

into the plinth
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