Middenheim List for Warmaster

The city of Middenheim stands proudly atop a rocky mount deep in the Middenland forests of the Empire. The people of this mighty city are ferocious and wild, with a reputation for hot-headedness. Middenheimers worship Ulric the god of wolves and winter above even Sigmar himself and they reflect the nature of the wolf god, revelling in brutal close combat. Most famously, Middenheim is home of the Knights of the White Wolf; although other knightly orders may have a presence in Middenheim it is the mighty knights of Ulric who hold sway here, proudly adorned in their white wolf skins and swinging their mighty warhammers. In many ways Middenheim is a backward looking place, placing faith in force of arms and eschewing black powder and weapons, however few are the forces that dare stand before a charge of the mighty White Wolves!

	Halberdiers
	Infantry
	3
	3
	6+
	-
	3
	45
	2/-
	*1

	Skirmishers
	Infantry
	4
	3
	0or6
	-
	+1
	25
	-/-
	*2

	Crossbowmen
	Infantry
	3/1
	3
	0
	-
	3
	55
	2/-
	*3

	Flagellants
	Infantry
	5
	3
	0
	-
	3
	70
	-/1
	*4

	Knights 
	Cavalry
	3
	3
	4+
	-
	3
	110
	1/-
	*5

	Inner Circle Knights
	Cavalry
	3
	3
	4+
	-
	3
	120
	-/1
	*6

	
	
	
	
	
	
	
	
	
	

	General
	General
	+2
	-
	-
	9
	1
	125
	1
	*7

	Hero
	Hero
	+1
	-
	-
	8
	1
	80
	-/2
	*8

	Priest of Ulric

	Wizard
	+0
	-
	-
	7
	1
	45
	-/1
	*9

	Griffon
	Monstrous Mount
	+2
	-
	-
	-
	
	+80
	-/1
	*10


1. Halberdiers 



As Empire

2. Skirmishers



As Empire

3. Crossbowmen


As Empire 

4. Flagellants



As Empire

5. Knights



As Empire

6. Inner Circle Knights


As Bretonnian Grail Knights. In most Empire armies the Inner Circle Knights combine the finest men available to the province: level headed, fearless and brave they are amongst the Empires best soldiers. However, in Middenheim the Inner Circle Knights are always the most headstrong, ferocious, eager for battle die-hard lunatics the White Wolves can muster.
7. General



As Empire

8. Hero




As Empire 

9. Priest of Ulric



Wizard. Spells below.

10. Griffon



As Empire

Spells

Hammer of Ulric
5+ to cast

Range 30cm

A mighty hammer flies forth from the priest’s hand to smite the enemies of Middenheim. 
Apart from that it’s the same as the Empire fireball spell.

Wolf Pack

5+to cast

Range 60cm

The Priest invokes the spirit of Ulric to summon a pack of ferocious White Wolves to dismay, disorder and drive back his enemies. 

As per Gerroff! Orc spell

Spirit of Ulric
4+to cast

Range n/a

The Priest transforms himself into a giant White Wolf
As per Kislev giant Bear spell

Fury of Ulric 
5+to cast

Range 30cm

The priest imbues the followers of the Wolf god with ferocious bloodlust and they surge forward to spill their enemy’s blood.

As per Voice of Command, except the unit MUST charge an enemy unit


Designer notes

The purpose of this list was to create a simple alternate list for Empire generals. My aims were

1. No new rules

2. No new models

3. No new spells

I wanted an army that could be used within the existing game mechanics and one that people could actually use without having to convert extensively. I also wanted to be able to field lots of the cool White Wolf models. 

No New Rules

Most Warmaster players think the rules are elegant and sleek exactly as they are and resent adding extra complications in the form of new rules. I am in agreement with this and therefore wanted to create the Middenheim list using only existing game mechanics. I tried a variety of options within the existing Empire list before I realised I was looking at the wrong list. No black powder weapons, mounted nutters leading the line, these were closer to Bretonnians than regular empire troops. With that revelation the list fell into place, remove all the black powder stuff and add the option of Grail Knights to represent the cream of the White Wolves and a new list was born.

No New Models
Well this was a no-brainer. The Fanatic guys already have a schedule stretching off into the far future, and I’m no sculptor and I’m far too lazy to do mass conversions. Besides which, the signature models of a Middenheim army already exist: White Wolves.

No New Spells

This was a trickier decision. I wanted to leave magic alone for largely the same reasons as I didn’t want any new rules. There is also a feeling that magic has got more powerful with later armies and I didn’t want to add to the magical arms race. At first I was content to give the Middenheimers the standard Empire list, but in the end couldn’t resist giving them a magic list of their own. However the spells I came up with are all just renamed variants of existing spells. Hammer of Ulric is the standard magic missile spell, Wolf Pack gives an army lacking in cannons the chance to break up attacks at range using magic, Fury of Ulric is the existing command spell, tweaked for an army based on hand to hand fighting, and Spirit of Ulric just seemed to fit with the whole bloodthirsty lot!

