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INTRODUCTION

INTRODUCTION

In thee world of FAMNTASY WARKIORS there are few things more fearsome (han the silent onset of
am ursdisd army. First come the faceless wraiths; long dead scouts mounted on swift, lifeless sbeeds.
These borrors ane the mene harbingers of the ghastly ammy which follews, Walking skeletons and
shambling corpees, halt-clothed in tattered, worm-eaten fesh inecombly moving boswards Eheie
living foss |ake a thick, rolling fog bearing the cold of the grave.

Spectres, the swper warriors of the undead, strug among their decaying brethren. They bead the way
tr thee liches, undead wizards who draw their vile poseer firom the souls of the living slain in combat.
Among Hhvese sinisber berrors stride greal undead rhinos and mammaoths, impelled by magic bo a
grodesque ferocity against all the bving,

Fimally come those individuals whose dreadful powers alore can susiain the unboly abomination of
an undead army. Mighty yet furtive, sheltering in cloaked anosymity, creep the animadors of ithe
dead — the pecromancers!

MECROMAMNCER introduces the undead tothe FANTASY WARRIORS garme. It contains full niles
terallinw: playners b field undesd armies against cither any living army or other undead armies. A copy
of FANTASY WARRIORS i required to play NECROMANCER,

COUNTERS AND DICE

Couniers
The folbowimg counbers are used solely by an usdesd army, and can b fourd on the counter sheet
provided
d Mecromantic power counless.
< Mo additional dioe are suppied with the FANTASY WARRIORS OOMPANDOMN.

SEQUENCE OF BATTLE

The battle furn

Thesequence of the battle turm for an undead army s the same as ihat for a conventional living army
ecept for bao minor additions:
= At the start of the battle tum. Drawing and allocating necromantis power; and

< Al the end of the battle tum. The undead player gathers up recromantic power counlers in
prepanstion for drawing and allecating necromantic power at the slas of the pext battle turm.

Undead armies ignose the fellowing phases of a babibe turn:

d Phase five: new orders. The undead do nol requine orders, they reguire necromantic power
instead; and

d Phase six: influence. The undead never react, o peed to take threat, shooting or comibat bests
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PREPARING FOR BATTLE

ORGANIZING AN UNDEAD ARMY

Anundead army is not organized quibe the same way as a conventional Hiving army: an urddesd armmy
requines na battle leaders, commands, or orders i act an. Instead an undesd army uses necroman-
cers, who provide ecromantic power Ehroughout the hattle, Mecromantic power is the vital foroe
needed b activade the otherwise inest ranks of undead warriors

The undead warchief
Like his living counterpart, an undead warchief combrols the asmy. Unlike his counterpart, however,
beet i oot rardenasd by orders but instead be musi fugizh necromantic power (through necromancers)
b ensure his armiy is activated ancd therefore able o move, shoot and Aght. If his mecromancers have
imsuficient or no necromantic power, the undead warchied is unabie o move ar fight with his army,
anal helpdess to counter the enemny.

Leaders
Every unceasd unit must have a beader, Losders maintain order in fie units and organize them inko
an effective fighting force. If an undead beader is destroyed, te unil i belonged bo will Jose some or

all necromantic power allocated to it this tum. An undead unit that has lost it leader cannat
reorganize unless the undesd warchief or a wraih individual is in base-bo-base conbact with i,

Champions
Champions behave as i othser armies.

Musicians
As in other anmaes,
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EXAMPFLE DRGAMNIZATION OF AN
UNDEAT ARMY

The undead warchief

4 mECTITAROETS

Lich individual

Spectne individual

1 war mammnth anit

1 cavalry mmit

& infantry anils
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PREPARING FOR BATTLE

You who are the living -
beware. My mighity
army of undead is on
the march. When the
night is darkest, we will
be upon you and then
you will know true
terror, Huge beasts,
rank upon rank of
infantry, squadrons of
cavalry, dread spectres
and liches — all of these
are at my command. O
miserable mortals, look
upon my army and
despair!

Standard bearers
A standard bearer acts as a focal point for an undead unit, maintaining a powerful point of reference
for the unseeing eyes of the undead warriors. If an undead unit has a standard bearer, its movement
is improved. The presence of a standard bearer also improves a unit’s expansion or contraction
during movement.

Individuals
Undead individuals are powerful additions to an army. They differ from living individuals and there
are fewer of them... the undead do things differently.

Necromancers
Mecromancers are mandatory; they alone provide the necromantic power that activates an undead
army. Necromantic power waxes and wanes during the hours of darkness and light. Necromancers
are the most important part of an undead army and should be carefully protected: the army is useless
without them,

Wraiths
These individuals are the eyes and ears of an undead army during scouting. Wraiths can be used
during a battle to help control leaderless undead units. They also make good fighters in combat.

Spectres
Among the most powerful of individuals are spectres: they are super warriors, fast, and cause
undead dread. In the hands of a cunning warchief, just one or two spectres can cause mayherm among
enemy units,

Liches
Because they are undead wizards, liches do not gain power by resting; instead their power comes
from the death of living specials and living individuals. Liches also have one spell that is available
only to them.

The profile
The profile remains essentially the sameas itis in FANTASY WARRIORS, a Ithough there are a couple
of additions.

Type (TYP)
There is a new type: Undead (UND).

Bad light (BAL)
Bad light affects undead armies more than living armies. During the hours of darkness an undead
army is at its most powerful. During the hours of daylight the army has less necromantic power
available to it.

Undead dread
Undead creatures like the spectre are so terrible that they cause a fear greater than terror; this fear is
called undead dread. It affects any living creature, regardless of which side they fight on. Undead
dread is a terrifying aura that disregards any rules about line of sight and so on —any living creatures
within range can be affected.

An undead army gains its full horrific power during the hours of darkness. During the hours of
daylight it can operate at only a fraction of its potential, making it far more vulnerable to disaster.
Against any enemy it is vital that an undead army gets the light in, or running into, its favour. To do
this the undead need to scout with the aim of outscouting and perhaps outmanoeuvring their
enemies.
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BEFORE THE BATTLE

SCOUTING

<4 Undead do not scout by command, they scout by units.

J4 A necromancer individual must accompany each unit used for scouting,

d Wraith individuals can be used on their own for scouting. They do not need to accompany units
and do not require necromancers to accompany them.

Scouting method
Throw 1D6 and modify the result as follows:
+2 for each foot unit
+4 for each mounted unit
+6 for each flying unit
+1D6 for every two wraiths (round down) used for scouting

After scouling
d Undead scouting units set up no further than 6in from their army’s base line.
3 All undead scouting units start the battle disorganized.
J Each necromancer used to scout must start the battle in base-to-base contact with the unit he
scouted with.

BOASTS AND OMENS

Morale has no effect on the undead, therefore the undead warchief has no need to boast or have the
omens read before a battle.
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UNDEAD SCOUTING

An undead warchief decides to use a
scouting force of one cavalry unit and
twio infantry units, plus two wraith indi-
viduals.

First he rolls 1Dé: the result is a 3. To this
he adds +4 for the two foot units (at +2
each) and +4 for the mounted unit, mak-
ing a total of 11.

MNext he rolls 1D6 for the two wraiths: it
comes up 4. He adds this to the total,
making a final scouting score of 15 (11 +
4 = 15) for the undead.






























































































































































































































