SPECIAL RULES

In addition 10 the special rales deseribed on page 114 of the masual, Treemen cause teeror as
described above. Also note that Wyverns and Dragoas cause tereor. not fear s stated in the
manual.

MISSILE WEAPONS

Missile Weapons form aa impostant part of aay army. whether they are archers, crosshowmen
or war machines, The cffectiveacss of each type of missile weapon can oltea depend oa the
weapans range, which arc listed below tn descending otder. Using this information, your
missik regiments can often rake on enemy regimears with 3 smaller rasge, rendering thee
unable to fire backl However, the reverse is truz for the ceemy. so be on guard!

‘Weapon Ranges in descending order:

Goblin Doomdiver Catapult “Unlimited range!
Orc Rock Lobber

Imperial Creat Canzon

Cannon

Mortar

Crosshow., Longhow *Equal ranges
Wood Elf Bow, Vallcy Gao, Bow *Equal ranges
Short Bow
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SUPPLEMENT

IMPORTANT - This sapplement coatains information not foasd ia the Shodow Of
The Horned Rat manual Please read it in conjusction with the massal 1o casuee you eapoy the
game to the fullest.

PAYMASTER DIETRICH'S CARAVAN

Details of the facilities available in Districh’s Caravan cas be found oo page 47 of the manml
Note that you caa also access the Optioas mezu by clicking oa the bookesse. Refer 1o the
mena fenctioes on page 45 of the manml

SAVE CAMPAIGN

lastructions for saving 3 campaign are given oa page 49 of the manual Note that 10 astosave
{eatare has been added, allawing you 10 revert 16 3 position priot 10 the bartle just fosghr.

Simply select Lood Campaign from the main mens. and chooss the Last Game slot.

MISSION SELECT

Whea reviewing the availible missions (sec the Mision Select scction oo page Sl of the
manual) make surc you huve cnough funds to pay 2n army to fight If you acecpt 2 mission and
then find 1hat yoo cannot pay 3 sisglc regiment 1o fight, yoar patros will sor be pleased! Ar
this poiat all regiments will leave your aray to find work which actually pays. 22d the game
will eod. If you are low oa funds it is wise to embark os missioss which pay iz advance.

TROOP SELECTION SCREEN

Details oa tr00p selection cas be found on page 33 of the minmal However, you should note
that your armyy may comaist of 2 maxi of B3 rega If you try 10 sclect more thas this
aumber, 3 warniag tone will sound and the words Roster Full will appear at 1he bortom of the
page. If you wish 1o take 20 unselecred regimest when your roster is folk you must first
deselect one which was previosly selected,

During troop selection you may open the troop roster to examine 3 regiment’s detaiks. Hold
down the CTRL key oa your keyboard 2ad click oa 2 regiment: the roster will be opened at
that regimentis page. To returs to the troop sclection seroea click the Dese bookmark at the
bottom of the sereea.

Note that for some missioes, some regiments may be automatically seleeted for you, 20d
cannot be desclected This occars when the regiment coocerned has 2 canee of their own to
folfil by winnisg the bartle. Similarly, some regiments will sot be selectable for cerain
missions. This occurs when the regiment has reasoes of their ows for oot fighting the battle.




THE COMPASS

‘Wheacyer a regiment Jeader apeaks, 1he compass will be temporarily replaced by bis portrait (see
page 61 of the manwal), Left-clicking oo the portrait will snap the camena to the regiment in order
1kat you can scc what the regiment is doing. Righr-clicking on the portrais will remove 31 20d

seturn to the compass.

THE PREVIOUS/NEXT REGIMENT BUTTONS
The operation of these buitons is deseribed oa page 62 of the manual. Note that right-clicking on
these huttons will ¢ycle bickwards and forwards through your regiments WITHOUT snapping
the camera to cach regiment’s position. This is useful if you need to check oa a particelar
regiment’s status while watching the hattle proceedings clsewhere an 1he battlefield.

THE REGIMENT CHARACTERISTICS PANEL

The Banaer: As deseribed oa page 65 of 1he munml. clicking on the hanncr will snap the camera to
the regimentis position and select/desclect the regiment. Note that righ-clicking on the banoer
will sclect/deselees she regiment WITHOUT smupping the camera to the regiment’s position.

THE A.L. (ARTIFICIAL INTELLIGENCE) BUTTON
The operation of this butron is detailed on page 69, Howerer, Wizards and Archers behave
slightly diffeseatly from other regiments when their AL is switched ON - ihe regimeat will
actively attack a0y encmies who arc close enough, If the enceny regiment routs, the
Wizard/ Archer regiment will attempt to porsue them.

All regiment types who bave their AL switched OFF will stand firm awaiting your orders,
1od will oot sexk tasgers for themsclves. They will, bowever, defend themsclves if aitacked.

DWARF GYROCOPTERS
Moving: When movisg 1ctoss the barthe(icld, a gycocopier will fly 10 it’s destination and bover
there. If you wish 1he gyrocopter 1o descend 10 ground level, click the Halt bution oa the

movement hayer of the control pancl. The gyrocopier will awsamatically retura 1o flying altitude
l whea you order it to move chicwhere.

Weapoas: Gyrocopters are armed with bombs aad a steam cannon. The steam cannon fires a blast
of soperheated stcam. and is fired in 1he same way a5 other missiles (see Fire Button in the
Combat Layer Controls scetion on page 73 of the manual). To relcase bombs, first casure that
your gyrocopler is aitborec, and not hovering at ground level Thes hold the CTRL key on your
keyboard and click 1be Fire bolton oo the enmbat Iayer of the control pascl, A bomb will be
rekeased and will drop to the groand immediatcly below the gyrocopter. Exch gyrocopier carrics
22 valimited supply of bombs.

la Melee: Gyrocopiers may be used in melee much like an infintry regimeat, When in melee, the
gyrocopters pilot fights as best bic can while kecping oac hand oa the controls [ an sitempt 1o
keep the machine aitboracl However; bear in mind that be in oaly 2 single troop snd iy mot fulr
well agaiest Lisge coemy regimentn,
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AFTER THE BATTLE

As desesibed in the Debricfing seciion on page 78 of 1he mananal, iroops wha fell in battle are oot
necessarily dead. However, ooce a regiment is below 20% of it's original sizc the troops become
s0 demotivated thit the eatire regiment will desert your army! To preveat this, ensure that you
support badly decimated regiments by recruiting sew troops for them wherever possible.

EXPERIENCE POINTS

Expericace Poars are denailed on page 87 on the maoual. However, you should sote that at 4000
points a missile regiment will receive+1 Initiative instead of +1 Streagth. Also. bear in miad that
the cost of employing a regiment increases along with their experience points, so your army will
become more cxpeative 1o operate as it increases in skill. (This docs ot apply 1o regimenns
which work for you for no puy: these will reauin o 0o pay regardless of their experieacc).
Abso, Wizards ae¢ promoted ane level for every 1000 experience poiats gained, sot for every 2500
points as described.

THE SPELL BUTTON

I you bave 2 magic user selecred the Spell button will appear oa the Combat Layer of 1he contro!
gancl (sec Bartle Magic on page 92 of the mansal). O you bhave clicked this bartoa 1o display
1he list of spells availible. you may decide not to caar 1oy of them. If yoo hare pot yet selecsed a
spell to cast, simply click the Skull butioa on the Coatrol Pasc! 10 remove the List. If yoo bave
sclected 2 spell 1o cast but Bave not yet choscn a target {1he spell will have 1 green tick (oext 10 it)
click the Skull hunion on the control panek; the use of the spell will be cancelled (ote that the
power points required 10 cast the spell will be Jost), If you have sclected 2 spell which requires vo
target. it will take effect immedianely and 1herefore cannot be cancelled. If you wish 10 remove the
spell Eist after casting, simply click the Skull bution oa the Coatrol Pancl

MAGIC ITEMS

If 2 regiment’s Jeader possesses 3 magic item, the Magic ltem bulton will ippear on the Combat
Layer of thie control paoel {sce Magic ftems on page 96 of the manual), Once you have clicked
this buttoa to disply the list of magic items, you muy decide 0ot 10 vsc the item. I you have sot
yet seleeted an item 10 use, simply click 1he Magic liem burtos again to remove the list. I you
have sclected 20 item 10 use but huve 001 yet chosen 2 target (1he item will have 2 greea vick sext
to it} click 1he Skull buttoa oa the coatrol pasck the ase of the item will be cancelked. If you
have scleeted an item which requires ao fasget, it will tske effect immedistely and therefore
canvot be cancelled. If you wish to remove the magic item list after naing an item, simply click
the Magic Item button agiin.

Notc that 1 is 2 regimeal's keader who bolds the magic item(s). Therefare if 1he keader has falkcs
in battle, the Magic Item(s) will pot be available for the duration of the banik.

PSYCHOLOGY

Terror: Some mansters are so huge and 1hreatening that they are cven mare frightening than
those described i 1he Fear rules (e Psyehologyon page 88 of 1he muswal). These evearures
case terror, Troops coafroated by soch moasters will be completely overwhelmed with
borror and will {lec immediatcly.



