


Idol of Gork

Read about this campaign on pages 6
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and Goblins charge the guns of the




1 should probably begin this with an introduction. My name is Mau Keefe and for
the past 18 months or 50 I've been working for Fanatic as a senior editor,
specifically with responsibility for Bartlefleet Gothic, Epic and Necromunda. With

* the untimely passing of Steve Hambrook, I will henceforth be senior editor for
Warmaster too. That means P'll be responsible for making sure all the Warmaster
articles we need are written, helping out other GW staff or enthusiastic players who
want to arrange ournaments, taking a role in deciding what new miniatures to
release and generally keeping an eve on all things Warmaster, in much the same way
as Steve dlways did. What is different, is that [ won't be editor of Warmaster
magazine, This, in fact, is to be my first and last issue at the helm of Warmaster
magarsine, because afier this, there won't be any Warmaster magazine. Now don’t
panic, just turn to page 2 for the full story.

As far as this fine issue goes, we begin on page 6 with the third in our ‘campaign

pack’ series of articles, raking classic Warhammer campaigns and translating them ti

Warmaster complete with updated scenarios and army lists. This time around its

*dol of Gork with an Empire army intent on rooting out the {'rLLmkjn menace from
the nearby mountains.

" Next up we have the Road to Nottingham, wherein Erwin Jackson provides an

account of his journey 1o the recent 'Call to Arms’ event, and his participation in the
Warmaster tournament there. Turn to page 22 o see how Erwin fared.

MNext, Karl Hiestermann presents some simple rles for generating terrain by means
of a random card svstem. We all know what a hassle setting up terrain can be, s0
why not turn to page 30 to read Karl's new system.

Most of you will probably remember Mike Headden's house rules Albion army from
last issue. Well, this issue, Mike brings us a battde report showcasing his new army.

Last up, we have a new scenario featuring one of this month's new releases — the
mighty Emperor Dragon. Turn to page 2 to see the new model, or pages 42 and 43
fior the scenarico.

5o, I guess that is just about the end of that. Until Fanatic magazine. ..

Matt
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WHAT'S NEW?
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This issue we have a very special pair of
releases — a unit of Bretonnian Knights
Errant and their dangerous guarty, a
gigantic Emperor Dragon.

Knights Frrant are young, rash Knights, yet
o become a master of their own Realm,
They pursue honour in the form of
crrands — miraculous feats
which they must achicve
1o become fully fledge
knights.

Knights Errant make an
ideal alternative unit for

Knights of the Realm in a
Bretonnian army.,,

As well as the Knighes
Errant we have the
absolutely enormous
Emperor Dragon (along
with suitably distressed
female caprive).

Knights Errant
sculpted by Colin Grayson and painted by Stuart Witter

We've decided to sculpt this
model without a rider so that
with a little conversion you can
use it as an alternate mount in
Chaos or ITigh EIf armies {or any
other army you see fit, really). The
Dragon makes an ideal alternate
unit for any large monstrous
mount,

Alternatively, the Emperor
Dragon is ideally suited o
specially designed scenarios
where it can act as an unusual
ally for one of the armies, be
controlled by an umpire
against both armies or even
form an army in its own
right. You can find an
example of just such a
scenario on pages 42
and 43.

Emperor Dragon
sculpted by Bob Naismith
and painted by Tue Kaae




News

FANATIC MAGAZINE
As many of you are probably by now aware,
this is the last issue of Warmaster — ever. Let
me say the first bit again, so it's completely
clear — there will be no more Warmaster
magazine after this issue. Let me also make
it clear that the game of Warmaster is not
going away — in fact it's going to get a lot
better. For a while now we have been
wanting to increase the quality of the
products we produce at Fanatic and so,
rather than the small black & white
magarines that we currently publish, we are
instead going to publish Fanatic magazine,
a White Dwarf-sized, full colour, monthly
magazine which will cover all of the
Specialist Games (Warmaster, Bartlefleet
Gothic, Epic, Mordheim, Necromunda,
Inguisitor and Blood Bowl)y. What's more
this new magazine will be available all over
the world on the same day. 5o, if you live in
America, Canada or even Australia, you'll
no longer have to

—

wait 3-6 months from the day of the UK
release.

Fanatic magazine will have a minimum of
80 pages every month but we estimate
maost issues will be around 96 pages and
with every page bigger and in colour vou’ll
tend o find that the amount of good
guality material in each issue is a lot higher
than in the current comic sized black and
white magazines.

But T only play Warmaster...

Well, the Warmaster Annual and other
supplements will collect all the material so
you've got it in one handy volume. Also, all
of the Fanatic Magazine articles will be
available as [ree downloads on the Fanatic
wehsite, 50 you'll be able 1o ger hold of any
Warmaster articles you wish without having
to buy Fanatic magazine.

Having one magazine also means it will be
a lot easier to manage than trying 1o sell
seven different publications. I'm sure many
of vou will be able to tell me tales of how
getting cach issue of Warmaster is an uphill
struggle! Well no more. With one

magazine released at the same time

across the globe, it will be much
simpler to get it into the hands of
the people that matter — you!

What about myy Subscription!
If you have a subscription to
Warmaster magazine then voun
should have already received a
letter with this issue
cxplaining yvour options, if
not then please give your
local Games Workshop
Direct Sales a call.

Ifvou have any
uesons or
comments then vou
can ermail them to the

ustal address or leave
a message on the
forum at
wwwwarmasier.couk
where the Fanatic staff
will do their absolute
iz, bestto answer
" your guestions.
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THE FUTURE

This is, undoubtedly, a time of change.
Inevitably, change will concern, possibly
even frighten some of you, so what follows
is a rather lengthy discussion on some of
the changes which are going on around
Warmaster at the moment.

First up, new editorship. As of now, I'll be
taking responsibility for Warmaster, looking
alter its planned miniatures and publication
schedule, oversecing any new rules we put
into print and generally keeping an eye on
the game in much the same way as my late
colleague, Steve, did.

What is different is that I won't be editing
Warmaster magazine (this issue is the only
one I'll ever get 1o be editor for), noe will 1
be directly editing the new Fanatic
magazine, in which Warmaster is going to
be covered from now on, That job will be
handled by Andy Hall, current editor of
Blood Bowl magazine and Exterminatus.
Instead, U'll he responsible for ensuring
that Andy gets all the Warmaster related
articles {and Battlefleet Gothic and Epic
relaved articles for that matter) he needs for
Fanatic magazine. This doesn’t mean that
Warmaster is going to get overlooked, or
that Blood Bowl and Inguisitor will get all
the attention, Fanatic magazine is obligated
to cover all our games, and I'm obligated o
prowvide support for Warmaster, Important
people like Jervis and Rick will be endlessly
sticking their noses in (o ensure that me
and Andy fulfil those obligations, and
they'll be just as keen to sece Warmaster
properly represented in the magazine as
you, the readers,

The new system also means that 'l spend
a lot of my time planning what articles will
really benefit Warmaster, what issues need
tackling in the game, which aspecis of the
hobby it would be fun to highlight and so
on. Sometimes in the past, to be brotally
honest, the need 1o simply [l 48 pages and
get the magazine out on time meant that
we were working very much hand to
mouth, with very little time to plan ahead.
The opportunity for this kind of advanced
planning will also allow lot more
opportunities to properly consider our
other support [or Warmaster, 100 — s0 it
becomes feasible to think of things like
permanent supplements for Warmaster,
new editions of the rules and so on.

When it comes down (o actually producing
these planned articles and supplements,
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the work will be shared by mysell, other
members of the Fanatic team and all of the
regular contributors whose work you've
been used Lo seeing in Warmaster
magazine. The higher gquality which we'll
be aiming for in the new magazine will be
matched by our new payment rates, which
will be roughly TRIPLE what they used to
bhe.

O the subject of Fanatic magazine, there is
another point I think worthy of mention.
Every issue of the mapgazine has 16 pages
ser aside for articles written by gamers, for
gamers. S0, whilst many of our articles will
be written in-house or to a brief set by
Fanatic, we will still always want articles
from a gamer's perspective, about the kinds
of subjects that Games Workshop as a
company can't ever really cover properly.
Gamers own campaigns or how they built
their armies are perfect examples and, with
the new higher quality magazine, any
articles the readers submit will be
presented in a far prettier fashion than was
possible before, and be read by far more
penple.

Matt

Rick Speaks...

When Jervis came to tell me he wanted o
combine all the specialist games mags into
a single White Dwarf quality publication 1
was skeptical to put it mildly. Quite rightly
too. WarMag has acrually managed to come
out bi-monthly with 48 pages and has
maintained a very respectable quality of
content IMO. This is largely thanks to the
efforts of some very able contributors,

Sales of WarMag have always been healthy
and stable - but never quite cnough to
justify including extra colour pages or
going monthly. The most frustrating
problem has always been the route to
market - as testied by frequent




correspondence [rom readers like vou. T've
always felt that the magazine was ler down
by poor availability. The ideal is thar every
W stockist has stock of each of the current
specialist games mags, displaved clearly,
updated as new issues become available,
Well it doesn't happen - not even in GW
shops - and you can see why, The staff ger
confused about which issue is which, they
plainly can't distinguish the speciality mags
from Black Library products (don't ask me
why.. they always jumble them up); they
don't know when the next issue is coming,
and so on...

50 - we have two possible futures. In the
first we bump along as we are, resigned o
the fact that we have the magazine that we
have - and nothing wrong with that - but
with no obvious potential for improvement.
O we go for a combined mag with the
same kind of visibility and quality as White
Drwarf When I say 'quality' | mean shiny and
with proper magazine layout. I don't mean
to imply that our new magazine should
have a "WD-like' character or manner, or a
WD style or approach.

The advantages are fairly obvious - we get
full eolour quality reprographics. The
higher print-run will cover increased costs -
s0 we will get more for our money. Our
editors will form a mutually supportive
team instead of one man having to deal
single-handedly with two entire magazines
through thick and thin (Steve used
handle hoth WarMag and Town Cryer). This
should alloww Jervis and his crew o produce
a much more professional magazine - good
enough to stand beside WD - theoretically
good enough for mass distribution should
our sales businesses decide to go that route
{t.g WH Smiths in the UK). 50 - what I'm
describing is something WD sized or
thereabouls - dedicated entively 1o specialist
games and gaming. It should be casy o
supply - easy to tell which is the latest issue
- and it should go beside W as it will be
regular magazine sized.

And the disadvantapges are... it's going to he
difficult. 1 keep telling the guys how hard
it's going to be 1o maintain quality,
production standards, content, photos,
erc... but they seem determined not to be
put off. Difficulty aside, T feel that it's
important that Warmaster is well
represented, specifically that over a vear we
have at least as much Warmaster content as

News

we would have had with the current
WarMag. Indeed this was my chiel concern -
and I have given the project my blessing on
this very condition - namely that Jervis has
assured me that our new magazine will,
over a year, have at least as much Warmaster
content as before. On that basis - and
strictly on that basis - I'm wholeheartedly
behind a combined mag.

I'd like to take this opportunity to address
all of our regular contributors and make
clear just how much the success of Fanatic
Magazine depends upon their support, how
appreciated that support has been to dae,
and so forth. Because - like 1 keep saying -
this is going to be diflicult enough anyway
and there's nothing so reassuring as a stack
of new contributions from good writers
and painters who know their staff

One more point that hasn't been covered -
though the plan is to launch as a bi-
maonthly mag the new magazine is
visualised as monthly just like WTD.
However it will take a few months o get
sufficiently ahead to be able to have a
monthly release. This delay is to enable the
team to get a 3 month gap between
production and release so the magazine
can come out simultanecusly in the USA
and UK... and ves... Australia oo 1 believe.

I'd also like to re-iterate that we will be
publishing the Warmaster content on the
web site, The specialist games team is
planning on putting all the Warmaster
content from the magazine onto the GW
Warmaster site as soon after the magazine is
published as practically possible. 1t's
certainly a very bold decision, but there you
go. In effect that's the old WarMag content
[ree aver the net in monthly chunks.

S0, is it a good thing? Tt can be, if done
properly and I'm prepared to give it every
encouragement and as much help as I can
muster. I'm also prepared to criticise and
jump up and down excitedly if T feel that
the commitment to support Warmaster is
being compromised. 1 can't 'make’ anyone
do anything vou understand - in the
hierarchy of Games Workshop I have long
since been bundled off to the House of
Lords - but I can be damned annoying - or
s0 I'm told (this is very definitely true —
Matr).

Rick

>



Those Warmaster playvers who are also
veterans of Warhammer will remember when
GW released several narrative hased
campaigns for Warhammer <4th edition, This
was onc of these campaigns from way back in
1997, We thought what a great idea it would
be to adapt it for Warmaster and so here is
the Idol of Gork, the story of an ambitious
border prince and his battle with the Orc
Warlord, Grotfang,

THE CAMPAIGN

In this campaign, there are three preliminary
hattles which then lead up to an all-out, death-
or-glory final conflict. The

first three batles are relatively small actions with
up to 1,500 points per side, The final baule
invohees massed armies of 3,000 points or more.
The campaign you are going to fight is set in
a particular time and place, and involbves two
al the great races or kingdoms of the Old
World. The events leading up 1o each hattle,
the motives of the leaders and the story
behind the campaign are all described. There
are also hints on transporting this campaign
ta another time or place, and fighting it using
different armics.

THE FOUR BATTLES

The campaign is designed so that the results
of each of the three preliminary games affect
the final battle in some important way. For
example, il the Goblinsg win the Da Snatch
then they are assumed to have found the
arcang Croan of Command and Grotfang, the
leader of the lron Claw tribe, may use this
potent item in the inal battde. On the other
hand, il the Gohlins lose the battle then
Grotfang is denicd the use of this incredibly
powerlul item in the final battle.

WAR OVER THE MOUNTAINS

Onee, during one of those rare moments in
human history when the Counts of the
Empire were not busy fighting each other for
their lives and their lands, the lords of the
Empire cast envious eves upon the green and
fertile valleys that laid to the south beyond
the Black Mountains between Black Fire Pass
and Blood River.

Ower the years that [ollowed, many attempts
were made o colonise this region and claim

it for the glorv and people of the Empire. The
discovery ol rich veins of gold in Blind River
and the abundance of precious gems in the
foothills of the Worlds Bdge Mountains led
many pecple to brave the dangerous journey
southwards in search of fame, formne and
prosperiiy.




Idol of Gork
7 T T A e s A T S TR

Others, those who lived a more simple and
humble life, were tempted to leave the
Empire with the dream of a new life tlling the
fertile valleys in the lee of the Black
Mountains. The leaders of these would-be
colonisers honoured themselves with the tide
of the Border Princes. And as time went on,
they stvled themsehves as the lords of the
realm that laid beyond the borders of the
Empire and the domain of the Emperor,

Rutgar was the younger son of Count Wilhelm
of Wissenland, one of the dukedoms of the
Empire. From an early age, Rutgar had known
that it was his elder brother who would
succeed their father and rule in Wissenland,
This did not trouble him. After all, as a troe-
born noble of the Empire he had been mised
to believe in right and order. TTe was not one
to stir up rebellion through jealousy, even if
he fele such feclings, which he did not.
Instead, Rutgar had made up his mind to be
his brother’s right-hand man upon his
inheritance. Meantime, he would practise the
art of war and achicve outstanding prowess
through honourable deeds and bring honour
10 his noble lineage.
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Rurgar's nobility and righteousness must have
been recognised by the god Sigmar because
one day an incredible oppormanity was offered
to him. One, that if he wook it, would
guarantee his place in the annals of the
hravest and the most noble in the Empire,
Ot of the blue, an envoy artived at the court
of Wissenland. As soon as he had heard the
man’s tidings — which had come across the
mountaing from the distant and danperous
realms of the Border Princes — the old Count
summoned Rutgar into his presence and told
him of the grear events which had ocoured.

An old comrade of the Count, Margral
Frederik, had been waging war against the
(res, and had at last proved victorious, He'd
conguerad a vast iract of land and was now
secking mighty warriors of proven ability to
help him secure it The implication was plain
for all to see: here was a golden opportunity
for Butgar to carve out 2 domain for himsell
and his Father's peaple and become one of
the Border Princes in his own right,
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SCENARIO 1 -

THE IDOL
Rutgar and his retinue marched for many days
across a barren wasteland fit only for Ores and
Gobling. Indeed, until very recently it had only
been inhabited by Ores and Goblins. These
were the lands capiured from the Ores by
Margraf Frederik and given to Butgar to hold
on his behalf, Rutgar’'s task now was 1o set his
[ollowers oy work o build a castle, while he
and his troops defended it against the Ores,
When the settlement was properly fortified, his
people could set about mrning the wilderness
into a prosperous cultivated Tand.
Eventually, Butgar's column of soldicrs, scitlers
and wagons came to a halt on a spur of low
hills. Tis soouts had relayed the message hack
that it looked like a suitable plice to build a
castle, There were some natural rocky crags at
the very edge of the scarp which could be
quarricd for stone, On one of the crags, the
workmen found the abandoned ruins of an
Ore stronghold, blackened and scorched by
fire, and all around were scattered the debris
of hatle. Rutgar himself inspected the site,
“This is where Fredernik besieged the Orc
warlord in his stronghold and vanguished
him,” Rutgar announced to his soldiers,
“Sigmar has led us here, so it is here that we
shall build our stronghold.”

In the days and weeks that followed, the
foundations of the castle were laid upon the
very crag where the Ore stronghold had been,
The site was the best natural delensive position
for miles arouind. The most impressive feature
was an incredibly old tower. Tt had been there
long before the Orcs had arrived to build their
fortress and had been incorporated into their
own building as a walchiower. Although it had
heen ruined by Frederik's cannons, Rutgar
gave orders that the ancient tower should be
restored and form the keep of his new castle,
At the base of the outcrop, below the rapidly-
growing lorress, Rutgar’s civilian followers
were building their hovels and starting o till
new fields,

One afterncon, as the work continued, Rutgar
rode out to an isolated hill where some
workmen were rving o uproot a groiesque
Ore monolith using ropes and a tweam of oxen,
“It will make a goodd stone for the castle,”
shouted down the forcman.,

Suddenty there was a terrible, Bood-curdling
vell. The ropes snapped and with a groaning
crash, the idol toppled over. It fell on top of
the workmen who vanished from sight as the
colossal image of Gork embedded itself into
the ground. Everyone nearby had a look of
terror on their faces and men began making
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the sign of holy Sigmar. Had they just been
witness 1o an evil portent sent by the twisted
Orre deity?

Rutgar took control of the scene and ordered
the idols to he left alone for the time being, He
set Manfred von Book, a reliable captain, and a
picked band of troops o guard the idols and
keep watch for anything strange or suspicious.
It rankled with Butgar's profound faith in
Sigmar that these vile Orc idols should remain
there to taunt him and his people. When he
returmed to the camp, be despaiched a
messenger 10 Alidoef o consult with the
Colleges of Magic and the arch-priests of the
temples of Sigmar and Ulric. He would not
disturh the idols until he knew it was safe to
e 50, but he was determined that this land
would be made pure.

DA SNATCH
Skulking unseen among the gnarled and
stunted trees of a nearby wood, Goblin woll
riders spied on the vain attempis of Rutgar’'s
men to shift the idols. Staving only long
enough to assess the situation, they hurried
back o Grotfang’s hidden camp with their
repont. Groting and Oddgit were hormor-
stricken that the Crown of Gork would be
found before they could get to it
Grotiang consulted with his trusty shaman.
“Round up da Gobbo's fer a raid, Oddgit. 1
wants va ter snatch da Crown of Gork from
under da noses of dem stinkin "'uman gice.”
Oddgit felt a sudden sick feeling down where
his food usually went. “Why me, er, T meenz,
okay boss!™
Grotfang grinned. “T knows T can count on
vou, (xddgic. Fetch me da erown an den we
can get dem "umans out of da tribal lande, It's
wit Mork and Gork wants! Now get @ work!”

Oddgit, Goblin Shaman.
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Odddgit scurried off to round up as many of his
fellow Gobbos as he could find. Trust the
Warboss o send them on the impossible
missions. On the other hand, maybe the
Warboss knew that Gobbos had a much betrer
chance than Ores of sneaking right up to the
cnemy’s camp and snatching the Crown of
Gork from under the sacred idols. Oddgit’s
feverish shaman brain began to form a cunning
plan. What could be better than a night attack
using the Night Goblins! They could see in the
dark better than men, Oddgit began o believe
that the Warboss was indeed being inspired by
Mork and Gork.

FIGHTING THE BATTLE
Da Snatch is the first in a series of clashes
between Grotiang's Ores and Goblins and
Rutgar's Empire forces that will eventually
climax in a huge final battle. The cutcome of
this baittle will decide whether Grotfang gets
hold of the Crown of Gork.

THE BATTLEFIELD
The battlefield is dominated by the hill on
which stand the twin idols of Gork and Mork.
The Idol of Gork has now fallen over, which
will make it Far easier to dig up the Crown of
Gork buried beneath it.
Set up the battleficld as shown on the map
below: Alternatively, you can agree on a
varation of the battlefield to suit the scenery
which you already have available.
The hill where the idols stand is a fixed terrain
feamure which must be placed first, Tt should be
positioned in the middle of the hattlefield, no
further than 40cm from cither side’s
deployment zone,
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THE ARMIES
THE EMPIRE
The Empire force consists of 1,000 points,
chosen from the army list in the Warmaster
rulebook. The only restrictions are that the
Empire force may not field any war machines,
artillery, war aliars, wizards or Knights. In
addition, the Empire army may not purchase
magic items of 30 points or over. The Emjyire
army is led by Captain Manfred von Bock who
is a Hero but counts as the General in this
battle.

THE ORCS & GOBLINS

The Orc & Goblin force consists of 1,000
points chosen from the army list in the
Warmaster rulebook (alternatively, the Ore &
Goblin player may use the Gobhao army list
from Warmag 12). The only restrictions are that
the Ore & Goblins may not field any Ores (this
includes Black Ores, Boar Bove, Boar Chariots,
Rock Lobbers, Ore characters and Wiyverns). In
addition, the Ore & Goblin army may not
purchase magic items of 30 points or over. The
Goblin force is led by the Gohlin Shaman,
Ordegit, who counts as the army General. He is
spectacular for a Goblin Shaman in that he has
a whopping 8 Command (he is stll restricred
0 20 em command range though).

DEPLOYING FOR BATTLE
The Empire force is guarding the idols and is
therefore deployed first, before any of the
Goblins, The Empire force is deployed no
further than 20cm from the Empire plaver's
edge, The only exception (o this is that one
Empire unit may be deploved directly in front
of the idols’ hill, as long as this is not within
the: Goblin player's hall of the table.

11
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THE BATTLE
WHO HAS THE FIRST TURN
The Goblin army is attacking at night, so it has
the clement of surprise. The Goblin plaver
therefore has the first murn of the game,

HOW LONG DOES THE BATTLE TAST
a Snatch is a Goblin night raid to snatch
the Crown of Gork. Unlike a usual bartle
which ends at sunsct, this battle begins ar
midnight and lasts until sunrise. To represent
this, the game lasts for five game turns, each
game turn representing an hour in the
original battle. Each player will therelore
complete five turns unless the battle ends
earlier in a ‘sudden death’ victory.

As soon as dawn comes, the Gobling will
break off from the battle and head for home
to avoid the glare of the sun, Butgar's men
must thus try to keep the Gobling away from
the idols until sunrise in order to win,

SPECIAL RULES

DARKNESS

The sieaky Goblin miders hive chosen (o anack a
night. This makes it difficult to shoot at them in the:
gloom. To represent this, all missile roops in the
Empire foree suffer from a -1 to hit modifier for
shooting in the dark, The Night Goblins are
unaffected by this rule being that they are
underground dwellers and have Fanastic night

Lipr 1
_ﬁmﬁﬁre_,fbrmgr‘wi A féto feet cioay, Manjred von Bock
celm cirvad envepsedd, seenringly oblivions to the
mm delots estrich et sl shoadoiws doross the
Y pciir oy them. Storns cfosds bad been gathering for the
fm, Bomers, e alfthoaigh no radn bad fallen, the
w?m qrhmre.ﬁ‘ the Hebt of the muooe, learing omly the
ering camp fire o illuminate the dark.
Felgry, Digter decided to strerch i leps, f only for
bimg 1o di, fust siitheg staring ot the fdols wes
ur te prate on the soldier's nevees. Despite
It bie cosdatn't shivke the feeling of being watched,
- i when ddissaint forks of Rgbtning briefly plerced the
darltwess, be cowld almost suear the grotesque carved
fetres of thue ddofs were feeving at by, their eves afight
th malice, Mesttally cursing bis sufwrstition, Dieter
Grdec ter teelse Bris mind off the ddols.
Do yau think this area will make good farmland. Sire”
Manfredd tilted bis bead slightly to ecknodedye bis
wte, the firelight fuminating the stight smile

MW across bis foce,
=Hhey hother you, don't theys”
R, en,. T suppose it just dhat | can't seem to get the

tre i those dead workemen ot of sy mind, S Yo
orr 't suppose, T e - mdﬂn’tmm&mﬁsg Wdﬁi
ot fetirpose do pons”
anfred seereced to comtensplate this fast thought very
seriously before finatly coming to g decision. Kalstg
{nmﬂﬂ’ﬁw the Beird packed earth;, be wandered over o
.r.tyg rrearer af the ten idols, the one that bad fallen that
sncrring, and geatly latd bis band against its rosugly,
thor-fueten: surface. 1t was cood to :fae_: ﬂ.mi

Ancl thew i began to rain.

EERIE NOISES

The idols of Gork and Mork make cerie noises all
night long. This unsettles the Empire soldiers. No
Empire troops may be deploved on the idols’ hill
at the start of the batile. Any Empire troops
intending o move onto or over the hill suffer a-1
Command penalt

VICTORY OR DEFEAT

VICTORY POINTS

I the bartle continues until sunrise, decide who
has won by counting up victory points as described
in the Warmaster nilebaook. In the event that both
sicles have (he same number of victory points, this
is counted as an Empire victory, because unless the
Goblins acually win the battle, they are unlilely to
et hold of the Crown of Godk, If a Goblin unit is
touching the fallen idol at the end of baule the Orc
& Goblin player gains + 300 Vicoory points.
YICTORY GAINS

GOBLINS

If the Guoblin player wins the game, it means that
Oellgit has pot the chance he needs o dig up the
Crown of Gork from the hole where the Idol of
ok fidl over, The warlord will therefore have it
I the final batde.

EMPIRE

If the Empire army win , Grotang will not get the
Crown of Gork. This will make it far harder for him
o control his tribe in the final barde to ecapture
his lost stronghold.

Ay s E-' o EE-" R e L
sirceimgely micdst, despite the fact thar no rain fad folln

ire secrly @ iweak. Numercws insects and spiders crawled
across the face of the idol, fosing themselves f the cracks
af the stone, beedloss of any malevolest force the idol
righl oot

“thay seem barmless enough to mee " seid Meangred
guietly. “Mavbe there Is wore to thew thay reels e eye,
Bt A that’s so thewn T think wa'ver seen the most of what
Hhey can din " Steprping back into e wars clircle of the
caripfive, Manfred Iotvered bimself back donm to the
grovind and yawned sleepily.

Aectdent or not, & madters Sitfe. When Rutgar gives the
wowrel, e I tecr then dowen and obfterate thelr
Blagpheny omce and for all, You never ko, " Mafred
ctcloliel teiith @ eicked grin, . tve mipht even e the stone
to butld the latrines!”

Dieter laugbed and rejoined bis Captain by the campfire, 3
Seeling much rrore al ease. Manfred was right. of conurse,
They were fust criede staties, Why, come the clear fight of
day, be would wonder whatever possessed bive to take i
siich fright aver two lumps of inarimale stone. Stretehbing
out, Dieter opened o wineskin and offered some to
Manfred. It was all wtterly abzurd. After all, what cowld
passibly go wrimng?

St cistance away at the edge of the twoods, el red
eyes reparded the pair of sulediers intently, before
disappearing beck intg the undergrowth. A few meowents
Leiter, oo farep drueni-ont boad shattered the calm,
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SCENARIO 2 - 'THE AMBUSH

MISSION TO ALTDORF

Rurgar's messengers arrived in Altdorf,
unaware of the outcome of the Goblin
attempt to snatch the mysterious Crown of
Gork. There they set about finding wizards
among the various colleges of magic. Their
task was o persuade ar least one wizard,
maybe more, to return with them to Rutgar’s
domain to solve the problem of the sinister
Ore idols.

Rutgar wanted his lands purified of all
lingering taint of the Ores. The idols were
obviously potent with Ore magic and were
dangerous things 1o leave where they were to
menace his people. Rutgar had rightly
voncluded that they would act as a magnet for
Ores and Goblins, drawing the tribes towards
them with their strange and unnatural
powers. The best way to keep the (Ores from
returning to their lost lands was to uproot the
iddols and break them up. Before that could he
done, however, the noble realised that in
order to counteract the power of the idols, he
would have to enlist the aid of a wizard
skilled enough to negate their dark power.
Eventually, after much searching, they found a
wizard crazy enough to accompany them back
to Butgar. His name was Zom, and for certain
reasons which he would not reveal to them
he was keen to set off for the distant land as
soon as possible. He gathered together his
own retinue of bodyeuarcds and mercenarices
and set off over the mountains w the Border
Princes. The party rested there for a few days
at Frederik's castle where they gathered
cannons and further supplies for Rutgar. Then
they set off for the last and most bazardous
stretch of the route through the wilderness.

GROTFANG GETZ SNEEKY

Some of Grotfang’s boyz were deep inside
Butgar’s territory, which was once Orc tribal
land. Their rask was to scout for ways of getting
up o Rutgar's camp undetected, They had
been successiul up tll now and had remained
hidden from the infrequent human scouts, In
fact, they had penetrated as far as the only rack
linking Rutgar's camp o Frederik's castle - and
heyond that was the road to the Empire,
Taking up a vantage point on a ridge of hills,
they spied a column of dust. It was Zorn and
his escort heading for Rutgar’s camp. Snagpa,
leader of the warband, was cager for battle.
Grotfang would reward him well for
intercepting and wiping out his enemy’s
reinforcements.

FIGHTING THE BATTLE

The Ambush is the second in a series of
encouniers berween Grotfang’s Ores &

Goblins, and Rutgar’s Empire forces. Fach of
these clashes will influence that climactic
hattle in some important way, The outcome of
this particular battle will determine whether
Rurgar receives reinforcements from the
Empire, including a valuable wizard, or
whether he will have to defend his new
settlement with only his regular forces,

THE BATTLEFIELD

The main leatures of the battlefield are a road
from the Empire mnning directly across the
table and a long ridge that runs parallel with
it, behind which the Orcs are poised ready to
ambush the Wizard's convoy,

Set up the baulefield as shown on the map on
the next page. Alternatively, you can generate
the scenery randomly vsing the Terrain
Generator in Appendix 111, or agree on a
variation of the battlefield to suit the pieces of
scenery which you have available.

The road from the Empire is placed first. This
runs from one side edge, across the width of
the table, and cxits on the opposite side, Tt runs
no further than 20cm from the Empire player's
table edge. The road can be represented by a
line of dice, strips of cloth, or by scattering a
trail of lock or sand. The road should be wide
encough for twio units abreast.

The ridge where the Ores lurk is placed next.
This is represented by several low hills placed no
closer than 20cm to the Ore player's 1able edge.
The Crc army will therefore be screened from
view from the road at the stant of the game,

THE ARMIES

THE EMPIRE

The Empire lorce comsists of 1,500 points,
chosen from the army list in the Warmaster
rulecbook. The only restrictions are that the
Empire may not field a Steamtank or war altar,
Also, the Empire army MUST include the
wizard, Zorn, a barery of cannons and a
Helblaster. In addition, the: Empire anmy may
not purchase magic items of 50 points or over,

THE ORCS & GOBLINS
The Orc & Goblin force consists of 1,500
points chosen from the army list in the
Warmaster rulebook. The only restrictions arc
that the Ores & Goblins may not field any
Fock Lobbae, Trolls or a Giant. In additon,
the Orcs & Goblin army may not purchase
magic items of 30 points or over.
DEPLOYING FOR BATTLE
Due o the natre of this scenario, the Empire
force must always set up first for this hattle,
They are deploved along the road, no further
than 20cm from the Empire player's table
edge and no closer than 60cm to the side

13
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edges, Tts units are deployed in a marching
column heading towards the Empire plaver’s
lefi-hand table edge,

Zorn the wizard is placed in the middle of the
codlumn, no closer than &0cm to cither side
edge of the table, This is because the Orcs do
not attack until the middle of the convoy is
right in front of them.

If the wizard docs manage to voluntarily leave
the table via a side edge, it does not mean
that he gets away or wins the battle. Instead,
the battde continues until sunset and il the

THE BATTLE
WHO HAS THE FIRST TURN?

Because they are hidden behind the ridge, the
ambushing Ores have the element of surprise,
so the Orc plaver has the first urn of the game.

HOW LONG DOES THE BATTLE LAST
The Ambush lasted from mid-afternoon to
sunset, 1o represent this, the game lasts for
five game turns, cach representing about an
hour of daylight in the original battle. Each
player will therefore complete four turms
unless the battle ends carlier in a sudden
death victory for the Ores by them wiping out
the Empire column, The Empire force must
thercfore either hold out against the Ores or
repel them during this time to win.

SPECIAL RULES
Unlimbering the: Artillery: The Empire artillery
picces begin the game being dragged by the
Empire troops and are neither Ioaded nor batde
ready The Empire gunners must spend their
entire: first tum unlimbering the guns and making
them ready to fire in thedr next (um. As a result,
the Empire artillery may nol e issued orders,
move nor fire in the Empire player's first mm.
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Empire army is defeated, it is assumed that
the Ores catch up with Zom later and finish
him off. Alternately, if the Empire army wins,
Zorn survives to fight another day:

The Orc force which is lying in ambush
awaiting the arrival of the column is deployed
no closer than 40cm to the Empire army and
no nearer than 20cm o the side edges. It is
partially screened from the Empire troops by

the intervening ridge of low hills.

VICTORY OR DEFEAT
VICTORY POINTS

If the battle continues until sunset, decide
who has won by counting up Victory points as
described in the Warmaster book, In the event
that both sides end up with the same number
of victory points, this is counted as an Empire
Victory because, unless the Ores actually win
the battle, the reinforcements will get through
to Rurgar and the road to the Empire will
remain open for more o arrive later.

VICTORY GAINS

ORCS & GOBLINS

If the Ores & Goblins player wins the game,
Rutgar will not be reinforced by Zorm or his
escort of troops. Tn addition, the route to the
Empire will have been cut, s0 Ruigar cannot
receive any further Empire reinforcements.
The Empire plaver will therefore not be able
o use a wizard in the final hartle, nor will he
he able to include artillery.

EMPIRE
If the Empire army win the game they may
have Zorn and the artillery for the final battle.
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SCENARIO 3

w7 qfkumsmcmpfmm He observed the
workmen quarrying stone and Ioading it onto
tweigenes. In the distance, on top of the very Bill
sere bis stronghold once stood, the Brnans
e were mione Buileling thedr own fortress. Grotfang
km:wbemus:mmda soci, before the huntans
of building their castle. If be delated any
- be wonld never get bis tribal lands back.
b Sowrpe e late, ek in bis vien camip, Groffiang
strririoned Bis new adviser. the Ore shamean
¥ Dreg whbo bad recently risen to fre-ominence in
eyes of the warlord.
@ ‘wranz iz buildin® a_.l"ﬂrt'x\ I myﬁg@in'

it iz 1 settel 5o, did'n I? But we needs more
. boyz. We gotta get ovver tribes ter come i wiv us

an | weants yer lo organize it, know wot I mean?”
1 fink 5o, said Dreg dubiovsly. “But yer'll bave
- dor prowmise ‘e sormefink. "
L Wor

GROTFANG SEEKS REINFORCEMENTS
Grotfang sent his trusted Shaman Dreg to
enlist the help of the Iichy Skab Orcs.
Scurrving o their encampment, Dircg came
across an old friend, the Shaman Nazgob. The
pair caught up on local stories and rather oo
much fungus brew, then Dreg raised the
prospect of a pact between Grotfang's Tron
Claws and the lichy Skab tribe, who were led
at the time by the warlord Uzgue, The shaman
slipped in a mention of a buge hoard of gold
which the humans had stashed in the castle
that they were huilding. Tempted by the
thought of the treasure, Nazgob agreed to
persuade Uzguz and the tribe to migrate
southwards to join forces with Grotfang, A
rendezvous was agreed ar a place called Troll
Rocks.

ENCOIUNTER AT TROLL ROCKS

Some days later, a rider charged into Rurgar's
camp at full speed to report that a band of
Ores had been spotted massing near a big
cluster of boulders out in the hills. The stones
were already familiar to Rutgar, as they
marked the boundary of his new domain.
Something had 1o be done straight away o
deter the Ores from invading his lands.
Rutgar ordered his trusted henchman,
Konrmad, to set out immediately with a sirike
force of cavalry, to attack and rout the Ores.

THE BATTLE OF TROLL ROCKS

m

Dwmq. mdﬂreg. ﬁ;wkmga! tbesk_’r&sf?n
- search of some divine inspivation.

“Wort if el “urncinz Beis gent gold bid in det fort
ot dey is buildin? supgested the warlord in a
flesh of inghivaiion.
“Yer! Dat's why dey is buildin' it in da first place,
irtatdl, tuineke winke? I follows yer finkin’, boss, we
Colrt et some opver wdrbosses ter come i el us
if we prowises dem some of de golel! Brill picn,
boss! Bt "

“But went?” said Grotfang.

“Wot if dere really aint mgx}.ﬁdm e exvrer
Bosses pets mdffed?” :
“Don't matter,” veplied the warboss. “Tus' teil ‘'em
dat we fink dere iz gold. Worddn't ye jump al da.
chence ter bash da ‘vmans fer da prospeck r:.:f
some freshur, Dreg?”

“Conrse I wud!" the shaman declaved, now
convinced of the sense of the pfan.

“Right der, Dveg, get ot there and [ind yer
sharan mates in da Broken Toof da Crooked
Clan, dea lohy Skab and da oveer tribes wot ix
roarin’ about rownd bere-and give ‘em an offer
dley can't-refuse!”

Konrad was a renowned Ore hunter who had
fought Ores before when posted out in
distant Kislev. Rutgar believed that these were
undoubtedly the very same tribe that Frederik
had warned him would try to recapiure their
lands and he was not about to let thae

happen.

Actually it was Uzguz and his Itchy Scabs who
had sct up a ramshackle encampment
beneath the Troll Rocks. Thue o an
unfortunate problem with mutaally
unintelligible Ore dialects and the inherent
brain-rotting problems of performing too
much Orc shamanic magic, the shaman
Mazgob had misinterpreted Drep’s
instructions and led the tribe to completehy
the wrong place. The Iron Claw were at that
moment encamped miles away, wondering
when the Itchy Skab tribe would appear!
Meanwhile, Uzguz had been waiting for
several days and was beginning to get
anwious. It occurred 1o him that the sneaky
Iron Claw might have changed their minds, or
something worse, when Konrad's men
suddenly appeared on the scene.

FIGHTING THE BATTLE

The Battle of Troll Rocks is the third ina
series of encounters between Ores & Goblins
and Rutgar’s forces. The outcome of this
battle will determine whether Grotfang can
increase the size of his army for the final
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encounter by gathering another tribe to his
standard - or whether his Ores must fight on
alone.

THE BATTLEFIELD

The dominant feamre of the bardeheld is a
cluster of huge boulders, rumoured to be the
lair of Mountain Trolls. Meanwhile, the Ttchy
Skab tribe have built a temporary
encampment in the shadow of these rocks.
Set up the battlefield as shown on the map.
Alternatively, vou can agree on a variation of
the bartlefield to suit the scenery which you
have available.

The fixed features of this battlefield are a
cluster of big boulders, the Troll Rocks, which
COUIE A% VETY diffwcult E,mundi and the Ore

encampment. The latter is made up of foar
Ore huts grouped together, sheltering behind
the Troll Rocks. The rocks are placed in the
middle of the table no further than <40cm
from the Ore plaver's table edge, The Orc
huts are placed by the Orc player anywhere
herween the rocks and the Ore player's edge
but no hut may be placed more than 10cm
away from the rocks. The huts should be
arranged to look like an encampment and can
be as cramped and squalid as the Ore player
thinks appropriate.

THE ARMIES

THE EMPIRE

The Empire force consists of 1,000 points,
chosen from the army list in the Warmaster
rulebook. The only restrictions are that the
Empire may not field any war machines,
artillery, Knights, a wizard or war altar, In
addition, the Empire army may not purchase
magic items of 50 points or over.

b e e e e e e e e e e S

THE ORCS & GOBLINS

The Ore & Goblin force consists of 1,000
points chosen from the army list in the
Warmaster rulebook, The only restrictions are
et the One & Goblins ey not feld amy
Chariots, Woll Boyz or a Giant. In addition,
the Ore & Goblin army may not purchase
magic items of 50 points or over,
DEPLOYING FOR BATTLE

The entire Orc force is deploved first, It is
deploved no further than 20cm from the Orc
player's table edge. This represents the Ores
hastily mustering around their huts when they
realise that they are about to be attacked.

The Empire force has the element of surprise
so it should be deploved after the Ore force.

Tt is deploved no further than 20cm from the
Empire player's table cdge.

THE BATTLE
WHO HAS THE FIRST TURN?
The Empire army has the element of surprise,
s0 the Empire player has the fiest turn of the
battle.

HOW LONG DOES THE BATTLE LAST?
The Battle of Troll Rocks lasted from mid-day
to sunset. To represent this, the game lasts for
five game turns, cach game turn representing
about an hour of daylight in the original
batle. Bach player will therefore complete
five turns — unless the battle ends carlier in a
sudden death victory for the Empire,

L T SR S ——
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SPECIAL RULES
Burning down the Huts: Any missile troops in
the Empire army are assumed 1o be equipped
with fire arrows, coated in pitch. They have
prepared these to set light to the wrerched
O huts. Not only are they intent on driving
away the Ores but they want to purily the
rancid encampment of any pestilence and
vermin that might be lurking in the huts. The
Empire troops set fire 1o the huts by shooting
these burning arrows at them, Because they
are quite big, each hut may be rargeted even if
encmy troops are closer to the missile troops
- shooting at the buts benefits from a +1
modifier to hit. Each hut has 4 Hits and no
armour save but the only way to destroy them
is with fire arrows — they cannot be charged
or engaged in close combat! Therefore all
four hits have to be inflicted in a single round
of shooting for a hut o be burned down.
Huts (guite obviously!) do not suffer from
drive backs.

VICTORY OR DEFEAT
SUDDEN DEATH
VICTORY CONDITION
If the Empire roops succeed in burning down
all of the Orc huts, the tribe will abandon their
camp and migrate somewhere else. They will be
seething with rage, but Ores being Ores they will
vent this on someone else (probably the Iron
Claw), rather than having another go at the army
that has just beaten them, IF there is a point

g

i e

o et e o e

when all the huts are on fire, the gane ends in a
sudden death victory for the Empire side at the
end of that mm.

VICTORY POINTS

If the battle continues until sunset, decide who has
won by counting up Victory points as described in
the Warmaster rulebook. If the Empire wins, it is
assumed that the Iichy Skab tribe have been driven
off and their camp destroyed. TF the Chres win, it
means that the Empire force was repulsed and the
Ohnes stay pat,

When all the Victory points have been
counted, a draw is considered to be an Orc
victory because unless the Empire force
actually win the batile, the Trchy Skab tribe
will not migrate out of the area, and will be
all the more eager to join forces with the Iron
Claw to get back at the humans,

VICTORY GAINS

ORCS & GOBLINS

If the Orcs & Goblin player wins the game, it
will mean that Uzgguz and his tribe can later
join forces with Grotfang for the final barde.
The Ore player will therefore benefit from an
extra 750 points in the final battle.

EMPIRE

If the Empire army win the game, the Itchy
Skab Orcs will migrate elsewhere and will nog
join forces with Grotfang,

17
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SCENARIO 4 - 'THE BATTLE FOR RUTGARBURG

ORCS, HUNDREDS OF "EM!

It was a day when the destinies of many hung
in the balance. Grotfang and his army were
about to make their final assault on Butgar's
encampment. The noble's retinue was
occupying the site of Grotfang’s old
stronghold, from which the Ore lord had
been ousted by Margraf Frederik, But now,
the Warboss had sworn, it would be his once
more.

The settlers had named their new home
Rurgarburg, in honour of their commander.
High on the most prominent hill, Rutgar’s
men had started o build a new castle. They
had not had time to progress beyond the
foundations, so the castle consisted of litde
more than incomplete stretches of stone wall
and the restored Ore watchtower. Rurgar
intended 1o use this as a strong point in his
defensive line in the bartle which he knew
must come. Grotfang had cunningly decided
to attack before the castle was completed,
knowing that any delay could make the
human forces far harder to root out and kill,
This was his last chance of recapturing his old
tribal lands. He knew that he must not fail,

Everyone in the Rutgarburg was hard at work,

either labouring on the castle buildings or
training with weapons, Suddenly the
watchman, using the old Orc keep as a look-
out tower, blew loudly on an immense horn.
The effect was instantaneous and rapid. As his
people struggled into armour and cavalrymen

called for their horses, Rutgar scrambled up
the ladders inside the keep to take a look for
himself. There was no doubt about it today
would be the day. A huge horde of enemy
troops were approaching fast across the plain,
Quickly, Rutgar set about mustering his men
as the Orc tide surged relentlessly onward,
bearing down on Rurgarburg,

CHARGE, YOU GITZ!

Grotfang raised his notched blade and began
the traditional war chant of his tribe: “Iron
Claw! Iron Claw! Iron Claw! Waaagh!™ The
chant was taken up enthusiastically by the
entire horde, their cracked voices ululating in
a manic hloodlust. Leathery hands battered
the blades of rough-hewn weapons against
metal-rimmed shiclds in the vaguest
approximation of a rhythm. Soon the din was
making the mob's shamans feel dizzy, their
minds began whirling with wild incantations.
Their fingertips crackled with unstable Orcy
energy and thunder began to rumble
overhead o match the pounding of the
soldiers' feet.

Close by, the ancient idols of Gork and Mork,
one flat on its face, the other peering down at
the battleficld from their sacred hill, creaked
and groaned 1o accompany the cerie dirge of
the shaman. The Ore gods were with their
crazed followers today.

The Tron Claw ribe was back, and the land
was theirs for the aking.
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The battleficld can be made more interesting
by placing a few hovels or tents behind
Rutgar’s keep and within the Empire player's
deployment zone, These can represent
Rutgar’s camp and the settlement, which his
retinue are building around the site chosen
for his castle.

THE ARMIES

THE EMPIRE

The Empire force consists of 3,000 points,
chosen from the army list in the Warmaster
rulebook. If the Empire lost the “The Ambush’
(scenario 2) then they may not take any
wizards and the only artillery they may take is
a single Helblaster, In addition, the Empire
army may not purchase magic items of 30
POInts Or Over,

THE ORCS & GOBLINS

The Orc & Goblin force consists of 2,500
points chosen from the army list in the
Warmaster rulebook, IF the Ore & Goblins
won ‘The Battle of the Troll Rocks™ (scenario
y 3} they may include a further 750 points as
Grotfang, Orc Warboss. the Itchy Skab tribe decide to throw their lot
in with Grotfang. If the Orc & Goblins won
‘Ta Snatch’ (scenario 1), then Grotfang may

FIGHTING THE BATTLE take the Crown of Gork for free. In addition,
The Battle of Rutgarburg is the final battle in a the Orc & Goblin army may not purchase
series of encounters berween Ores & Goblins magic items of 50 points OF OVEL

and Empire forces. Each of the carlier battles
will have influenced this final condlict in some
important way. The outcome of this battle
decides whether Rutgar can hold on o his
new domain or whether Grotfang throws out
the invaders and regains his tribal lands.

THE BATTLEFIELD

The main feamire of the battlefield is Rutgars
half hnished castle, centred on the restored
keep. These half-finished fortifications
surmount the low hill on which the Ore
stronghold once stood,

Set up the battlefield as shown on the map
which vou’ll ind on the previous page,
Alternarively, you can agree on a variation of
the battlefield to suit the scenery which yvou
have available.

DEPLOYING FOR BATTLE

RButgar's army should be deploved no further
than 20cm from the Empire player's edge of
the table, although its troops can be deployecd

Rutgar’s keep is a fixed feature of the
battlefield. Tt is placed mid-way between the
sides of the table and at least 20cm from the
Empire player’s edge, but within his own half
of the table. It can either be placed on one
low hill if vou wish or between two, The keep
counts as an individual tower and troops
placed in it are Fortified. Three 20cm sections
of stone wall are placed next to the tower,
and may be placed on the hills. The wall is
unfinished with large gaps in it, 5o no two
wall sections may be placed so thar they join
up. Troops sheltering behind the wall count
as defended,
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within the walled enclosure just in front of
this deployment zone (sec the map). The Orc
& Goblin army should be deploved no further
than 20cm from the Ore player's edge of the
table.

When the Ore & Goblin army thunders down
on Rutgarburg, Rutgar’s men are spread oul
attending to various tasks, The walchman
sounds the alarm and evervone rushes to fetch
their weapons and horses ready to repel the
attack. As Rutgar hurries to muster his bartle-
line, the Orcs surge onwards. Thar is, unless
Grotfang is having just as much rouble getting
his own troops in order, in which case Rutgar’s
men will be in position all the sooner.

To represent this, each side should take turns
at deploying a single unit, one after the other,
starting with the Orc & Goblin player, until
every unit is on the ficld. Characters are then
placed Last,

Once one army has been completely
deploved, the opposing army continues to
deploy one unit at a time, and when it is his
turn to deploy, the player who has already
completed his deplovment can move any one

unit one move towards the enemy, In this
way, the smaller army can start advancing into
battle while the larger opposing army is still
positioning its troops.

THE BATTLE
WHO HAS THE FIRST TURN?
The Ore & Goblin army has the first turn, to
represent their sudden appearance surging
down across the plain and the disorderly
scramble of Rutgar's troops to equip
themselves 1o meet the enemy.

HOW LONG DOES THE BATTLE LAST?
The Battle of Rutgarburg lasted from mid-
morning to sunset. To represent this, the
game lasts for eight game turns, each game
turn representing about an hour of daylight in
the original battle. Each plaver will therefore
complete eight turns unless the battle ends
earlier in a sudden death victory for the
Empire.

VICTORY OR DEFEAT
VICTORY POINTS
If the battle continues until sunset, decide
who has won by counting up victory points as
described in the Warmaster rulebook,
In the event of a draw on victory points, this
is counted as an Empire Victory, Unless
Grotfang wins the bartle, Butgar's men will
tenaciously hang on to their ground. The ron
Claws however, will probably overthrow their
warlord and migrate somewhere less stressful.

VICTORY GAINS

ORC & GOBLINS

If the Iron Claw tribe win the banle, Rutgar's
troops = if there are any left = will be unable
to prevent Ores resettling in their old tribal
lands. The humans will have no option but to
retreat, hghting desperate rearguard actions
against rampaging Orcs & Goblins. Grotfang
will recapture his stronghold and refortify it
Mew idols of Gork and Mork will be raised as
a victory monument and Grotfang’s renown
will spread far and wide,

EMPIRE

If Rutgar wins, it means the end of the Iron
Claw tribe, Whatever remnant of the tribe
survives will either break up or migrate to
somewhere less dangerous. If Grotfang
survives his defeat, he will have lost face
before his followers and will inevitably be
deposed. The tribe will abandon its claim to
the lands Rutgar has taken and Rutgar’s hold
on his new domain will be secure — or at least
until another Ore Warlord turns up.
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CONTACTS PAGE

SURFING THE WEB

All our games have great websites
full of free downloads, resources
and up-to-date news.
www.BloodBowl.com
www.Mordheim.com
www.Epic40000.com
www.Necromunda.com
www. Warmaster.co.uk
www.BattlefleetGothic.com
www. Exterminatus.com
www.Specialist-Games.com
The websites now contain an articles
archive. This will tell you whether the
ritles are experimental, official or bouse
rufes. Some can be downloaded
as free PDFs. Check out the website
Sor mare details.

HOW TO ORDER

To order any of the products seen in
this magazine, phone your local
Games Workshop Direct Sales on the
numbers given below or check out
the on-line store at:
www.games-workshop.com/storcfront

UK 0115 91 40000
Australia 02-9829 6111
Canada 1-885-GWTROLL
France 01-4908 5220
Germany O049-211-5402 200
Italy 39-06-452 113 353
Spain 0034 902 13 10 56
USA 1-800-394-GAME
Any other (M4 115 91 40000

Specialist Games calalogues contain the
compiete range of miniatures for each of
the Specialist Ganes, You can purchase
them from your local divect sales diviston,

Contact Us We welcome feedback on the magazines and experimental rules we publish. We also have
letters pages that need Glling so don't hesitate o get in touch! We can be contacted via email:

fanatic@ games-workshop.co.uk or by post at: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham,
MGT 2WS, (Note: if vou hive a sales or purchasing issue then you should contact your local Mail Order, see
the *How To Order’ section, as they will be able 1o help vou much beter than us!),

Write for Us We welcome submissions for our magazines — the majority of the articles are written by
dedicated hobhyists like yvourselves, Before you send us anything, we recommend you read the submission
guidelines, These can be found at our website wow specialist-games.com in the Fanatic Studio section.




09.05pm, 21 July 2003 1 am sitting in my
home office contemplating my latest gaming
adventure. My Ticket to Call to Arms in
October arrived in the post this morning and
I am considering my army list for the event.
But let’s not get ahead of ourselves. ..

It all started about a year and half ago when,
I decided that my second Warmaster army
would be a Chaos horde. Al the time 1 had a
few decisions to make as 1 always consider
few questions when 1 start this kind of
project. “What is the theme of the army,
what do I want it to look like and whart is its
background?”

The first question was easy 10 answer.
Slaanesh. The second question was a bit
trickier as the decision T made here would
aftect my army selection choices, In the end
I sertled on a “Mortal” chaos army with very
few “Beast” units. Overall this left me with
an army of Chaos Warriors and Marauders
with the odd Chaos Hound and Harpy unit.
However | also decided that it could not be
a Chaos army without its daemons so in my
first call to Mail Order 1 ordered a selection
of the old Epic Slaanesh daemons to use as
Characrers.

Finally I outlined the background to the
army. | decided to make the general a fallen
wounded elf who was drawn into the Chaos
Wastes during the time of Aenarion and over
the millennia took the journey into

Daemonhood.

elf child playing in the mead:
- The mountain valleys.
The love of a motber,
The comfort of bome,

THUNDER.
The coming of darkness.
Dragons and daemons, screams of
anguish and pain.

child from the beasts that come. =5,

E« The mother, siwword in band defends the
g
B

Escape. The fleeing child

e COMFORT.
A warm embrace, a journey,

kiss, the caress, the pain, tbe madness.
i; A myriad of places, times, and pleasures
i merge in fo one,
s;,m Alweays the siren song.
fh- RECOGNITION.

< Mountain peaks and places long forgotten.
'é‘“’ The sword, the baitle, pain, screams,

blood, death and ecstasy.

’ Elf maiden, face full of sorrow
o and courage.

Always the siven song,
THE COMING OF MAN,
g WORSHIE AINMRATION.

The chanting of a name ... "Ttal ashi,
Ntal'ashi, Dalashi .. "
War, rapture, blood, battle, bliss, victory.
Afways the siren song.

THE PRESENT.
“Elf no more. Daemon eternal. Evil Ecstasy!
% Asinging blade. Dead eyes eternal.

‘L Blood War before us, All Elf-kind to fall.
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With all this decided
and starting with the
compulsory (roops 1
began to paint the
army. However, other
projects soon got in
the way and my Chaos
army was relegated to
a box on my shelf and
for a time forgotten ...

It was not untl two
weeks ago that they re-
emerged and saw the
light of day. A message
was posted onto the
gw-warmaster forum
{hitp://groups.yahoo.com/group/gw-
warmaster/}) about the Call 1o Arms event
and this gave me some inspiration 1o paint
the Chaos army, as 1 wanted a change from
my normal High Elf force, A week and a unit
of Warriors, Marauders and a couple of
Characters later my ticket for the event
arrived in the post

08.20pm, 23 July 2003: In the car and
driving to Christinn Burnett's for a game.
Chris and | are old sparing partners and |
am keen to see how the army I had chosen
would work against his Lizardmen. T am not
really that interested in whether [ win or
lose but am more curious about how the
various elements of my army work together
on the battleficld. 1 would be using Chris’s
miniatures from his 3,000 point plus Chaos
force so I could choose what | wanted. We
where using 1,750 points but I chose an
army that had all the elements and brigade
structure | wanted in a 2,000-point list. The
list was:

s Characters: General, Hero, Sorcerer

mounted on a Chaos Dragon

s Brigade 1: Chaos Warrior ¥x3 one with
Banner of Shielding, Marauder

« Brigade 2: Marauder x2

¢ Brigade 3: Chaos Hound, Marauder
Horsemen

# Brigade 4: Chariot x2

¢ Brigade 5: Chaos Knight with Sword of
Fate, Chariot

# Flyers: Harpics

I plan to use the Chaos Warrior Brigade as

an anchor around which the rest of the

army swings and pivots. 1 see it as a kind of

Road to Nottingbam

mobile fort. The rest of the Marauder
infantry and the Chaos Hounds would act
as interceptors and screens to block enemy
charges and clear away things like enemy
skirmishing wunits. The Chariots and
eventually the Knights and Warriors
brigades were my primary strike units and |
planned to advance them behind my screen
of lighter troops. We shall see. ..

09.33am, 24 July 2003: The game last
night threw up lots of questions about the
army. The game ended in a draw with Chris
breaking me but my army causing more
Victory Points. For most of the game, my
Chaos Knights stayed at the back of the
bartlefield- curse Mazdamundi's Revenge —
and my Warrior brigade sat in a wood just
off the centre. These units never saw any
action but their mere presence was enough
of a threat to stop Chris advancing towards
them and exposing his line to my charge.
The rest of my army then harried Chris’s
flanks. My Chariots and the Harpies were
the stars of the show overall taking out six
units between them leaving Chris one away
from breaking. As a result of this game and
the post game discussions with Chris [ am
going to take more Chariots (replacing the
Marauder Horsemen), Chaos Hounds and
Harpies. The Chariots will give me more
punch and the extra Hounds help to
increase my Break Point. 1 am not sure
ahout the extra Harpies at 2,000 pts but this
is something T want (o (st in my next game.
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09.20pm, 18 Augwst 2003: | had a 2,000-
point game with Chris last night. He took
Drwarves as he is thinking about taking them
to Call to Arms. My list was:

e Characters: General, Sorcerer with Scroll
of Dispelling, Sorcerer mounted on a
Chaos Dragon with Wand of Power

# Brigade 1: Chaos Warrior x3 one with
Sword of Might, Marauder

& Brigade 2: Marauder x2

# Brigade 3: Chaos Hound x2

# Brigade 4: Chariot x3

# Brigade 5: Chaos Knight x2 one with
Banner of Shielding

s Flyers: Harpies x2

The game itself was a real slogging match -
killing dwarves is like pulling teeth.
However, with a bit of help from the dice
gods I managed to pull off a win by 200-300
victory points. The big lesson in this game
was that Chaos magic can be really usetul. In
two key combats Boon of Chaos and Rage of
Chaos turned the odds in my favour and
allowed my Marauders and Warriors to
extract Chris's Dwarves from the wood in
the centre of the table. 1 am however
becoming increasing frustrated with the
performance of my cavalry especially my
Enights. For 200 points a unit they do not
seem (o be pulling their weight having failed
to cause any significant impact in the game.
If it were not for the fact that 1 like the idea
of them in the army [ would probably bow o
Chris’s advice at this point and take another
three chariows instead. I will persist however
as | remember having the same problem
with Reavers and against other cavalry
armies I can still see their worth.
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09.48pm, 01
September 2003: 1
have been doing a lot
of thinking about
what to do with the
Chaos army today. 1
had a multi-player
game against Mike
Wilkinson and Dave
Simpson's  Empire
armies at the club last
night that led o my
first ~ defeat (by
around 500 points).
Mike and Dave had
1,500 points  of
Empire apicce — with about thirteen units of
cavalry between them!!! T ook 2,500 points
of Chaos. I had much the same army as for
2,000 points except T added a brigade of
three Trolls and a Marauder and a Hero. The
game was great fun and hung in the balance
for a few turns before the combined
pressure of both Empire armies’ cavalry
broke me. Now [ did not play a particularly
good game and Dave refused to fail his
armour saves but it did bring home to me
that the current structure and strategy [ have
been using is not quite right. 1 had been
coming at the enemy too picce meal and I
feel I need to consolidate my forces a bit and
add more punch to my advance brigades,
The little Chris on my shoulder started
muttering more Chariots almost
immediately and while rationally T think this
is the best choice having five to six of them
in a 2,000-point army is starting to boarder
on the cheesy in my opinion. | then
considered taking a unit of Dragon Ogres. T
really like these models (and the six atacks)
and was planning to take them at 3,000
points anyway but their 5+ armour save
makes them slightly too vulnerable to enemy
charges for my tastes, I nearly had convinced
myselfl to trv them out until I rummaged
through my box of blisters and saw the
Marauder Horseman models. Ever since my
first game | had dismissed these guys
because for five extra points [ could get a
Chariot unit. However, looking at the lovely
models T changed my mind. Images of
horses with Pinto colour schemes began
popping into my head and my mind was
made up, Gone were a unit of Marauders
and a unit of Warriors and in came two units
of Marauder cavalry and some magic items.
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12.57pm, (08

September  2003:
Well after all the
thinking about what
to do with the list last
week, [ had a chance
to try out my ideas
against Conrad
Gonsalves” Orcs and
Goblins  last  night.
The main changes 1
instigated were
dropping the
Marauder foot screen
brigade and adding

the Marauder
Horsemen  to the
Hound brigade. 1 added the Horsemen to
give this brigade some punch and as it
moves forward ahead of the rest of my army
the Horsemen can engage and start to put
pressure on the opposition early. I also
decided to mix up my Chariot and Knight
units. 1 have been hesitant abour doing this
because the lower armour save of the
Chariots might make the Knights more likely
1o lose combats. However the opposite is
also true and it also meant that 1 did not
have all my eggs in one basket and gives me
more versatile formations. The army looked
like this:

¢ Characters: General with Orb of Majesty,
Sorcerer with Scroll of Dispelling, mounted
on a Chaos Dragon with Wand of Power

& Brigade 1: Chaos Warrior x2 one with
Banner of Shielding, Marauder x2

& Brigade 2: Chaos Hound x2, Marauder
Horseman x2

& Brigade 3: Chariot x2, Chaos Knight

& Brigade 4: Chariot, Chaos Knight with
Sword of Might

& Flyers: Harpies x2

The game was a very enjoyable one (as it
always is against Conrad) and in the end a
good solid victory to me by around 600
points. Despite the fact that one or wo
‘Gerroff” spells a turn made a mess of my
lovely formations [ like the way the army
worked  this game, For example, the
Marauder Horse with some help from a
Chariot unit did their job and managed to
break through Conrad’s line of Goblins, take
out some Ogres and remain a pain in his
command dice for the rest of the game. Both
units had one stand left and just sat behind

his army giving him 2 =1 command to a few

brigades. This combined with Harpics
sitting behind his cavalry and Anger of the
Gods spells allowed me to stall his army and
bring to bear a killer charge with my Knights
to finish him off. [ am now happy with my
choice for Call to Arms. The only uncertainty
I have is about the Banner of Shielding in
the Chaos Warrior unit, as it has not really
had any effect on the games o dare.
However, in theory it should be useful and 1
have decided to keep it in favour of the
Banner of Fortune in a Knight unit and
upgrading my Wand of Power to a Ring of
Magic. Now where is that paint brush... only
two units to go.

10.00am, 08 October 2003: Well 1 have
finally recovered from a great weekend!! I
managed fourth overall, not bad given T was
using a new army. [ arrived in Nottingham
carly on Saturday morning and afier
checking into my hotel made my way o
Warhammer World. The fun began on time!!

Game 1: Scott Bowman,

Oves and Goblins, 6th Overall

I knew of Scott by reputation as he has done
quite well using High Elves at various
tournaments around the place, T knew that
this was not going to be an easy game even
if he was not using his elves. Scott deploved
his Orcs and Goblins in a defensive
formation stretching from the centre of the
battlefield to my far left Mank. He had Goblin
and Orc units to the fore screening his
cavalry brigades and a couple of rather
menacing looking Giants. 1 decided to
advance on his lefti flank, use my lighter
units 1o destroy his screen and draw out his
counter attacking units. 1 would then crush
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his chariots, cavalry and monsters with my
own Chariots, Knights and Chaos Warriors, 1
could ignore Scott right flank as it was
positioned too far from my units 0 cause
me any worry. That was the plan anyway.
Things went slightly astray as I managed to
roll no less than four blunders!! Lucky (or
unlucky) for me three of them came up “Up
and ‘at ‘em men!” so my army staggered
forwarded anyway! Scott on the other hand
could not make a command roll to save his
life and staved in his deployment zone.
When we fnally did engage 1 charged his
screening troops and managed to destroy
six or seven of his units. His counter charge
took around three of mine and he got off a
couple of key ‘Gerroff’ spells that stopped
me bringing the full might of may Knights
and Chariots to bear. A great fun game with
the end result a 4-3 win 10 me,

Game 2: Andrew Thompson,

High Efves, 8th Overall

This was a very tough game. Andrew’s army
selection focused on lots of infantry and
only one cavalry/chariot brigade. My plan
wias to destroy his
cavalry  early  and
advance my infantry
behind cover into a
wood on his right
flank. I would then
charge and hopefully
eat his infantry for
breakfast. 1 did cawch
his  cavalry  and
manage to destroy
mast of them, but
due to some bad dice
this cost me more in
units than 1 would
have liked and
Andrew had me very
close to my Break Point a lot of the game. In
the end I was saved by my infantry moving
into the wood as planned and charging into
the flank of Andrew’s infantry. End result
wis 4 3-2 win o me.

Game 3: Mike Headden,

High Elves, Znd Overall

“Great High Elves again!! [not]” 1 thought
when 1 saw the third round draw. 1 knew
Mike from his articles in the WarMag and he
came as expected with lots of Silver Helms
and the maximum number of Dragon
mounts. Once Mike and 1 had deployed [
knew exactly how the game was going to go.

Mike's infantry would sit on a hill at the back
of the battlefield and our respective cavalry
and chariots would battle it out in some
open ground on my left flank. With this in
mind I moved evervthing towards this
combat zone and waited for Mike's first
wave of cavalry. Sure encugh they swept
across the baulefield under command of his
General and took out some of my light
cavalry and chariots. Mike had joined both
his Dragon mounted Mages to these
combats. “Excellent,” 1 thought grinning
maniacally,. My counter charge of Knights
and Charions then did their job and took out
his first wave of cavalry and both Dragons.
Now things got a liede sticky and the result
of the game came down to one dice roll!!! If
Mike could get into my deployment zone
and kill my two units of Hounds he would
break me and pull off a draw. To do this
however, he needed to roll a 6 on his third
order and if he failed he would be initiative
charged in the flank by my Knights. Drum
roll ... up come a 5 and game over. Another
fun game!! End result a Draw and 3-3.

Game 4: Christian Burnett,

Lizardmen, 1st Overall and Best General
Arriving at Warhammer World on Sunday
morning and hearing that you are playing
Chris is not the greatest experience for a
hung over gamer. Chris is always good to
play against but when thinking about
Lizardmen 1 knew on paper [ was outclassed
on every turn. Iis flyers, infantry, cavalry,
maonsters and magic are all better then mine
and the only potential advantage 1 would
have is that I had more cavalry than him. 1
guessed that Chris would advance his
infantry through terrain and patiently wait
for an opportunity to attack with his

el S
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Stegadon and Cold Ones. Charging the
infamous “Lizardman Pillbox” of Stegadons,
Cone Ones and Carnosaurs is a harrowing
experience {50 attacks back at me - great!)
and not even Chaos Warriors are going to
dig Kroxigor out from defended positions so
I had to wait for Chris to stick his head out
in order to chop it off. With all this in mind,
I deploved my infantry in position to move
into a wood in front of my right flank in
order to keep it out of Chris's hands. This
would guard this flank. | then deployed my
cavilry and chariots o my centre so they
could auack when and where 1 needed.
Then evervthing went pear shaped!!. My
infantry failed to move until the third urn
and by this time Chris already had some
Kroxigor and Saurus in the woods on my
flank. While 1 finally managed to ger my
infantry into position and take our the
Saurus, the Kroxigor would not be moved.
Chris also had managed to move his
Stegadon and Cold Ones around the wood
{the kind of thing my infantry were
supposed to discourage) and would soon
seriously threaten my line. I then saw the
opportunity to  initiative charge his
Stegadon in the flank with some Chaos
Warriors and took it. “Fortune favours the
bold," I said to Chris and threw my Sorcerer
on a Dragon into the combat. You can feel
the tension in the air as [ pick up the 20 odd
dice. I roll ... three hits ... Chris and I both
burst out laughing, Needless to say scratch
one unit of Chaos Warrior and one Dragon
mounted sorcerer, From there everything
fell apart and Chris's Cold Ones supported
by Carnosaurs chewed their way through my
army until we ran out of time. End result 6-
1 o Chris,

Road to Nottingham
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Game 5:

Christof Simons,
Orcs and Goblins,
10th Owerall and
Best Painted Arimy
After being trounced
by Chris I did get
some good news, My
army had been
selected as one of the
three candidates for
Best Painted Army, 1
know [ was not going
win this as Christof
Simons'  Orcs  and
Goblins are absolutely
beautiful but it was nice to be nominated
none the less. As it turned out it was
Christof that | was to play nexi. Keeping
with the trend for the event, he deploved his
Orcs and Goblins on a hill in  his
deplovment zone and did not move much
after that. I chose o concentrate my forces
on his left flank. By doing this | effectively
kept half his army out of the game as they
had a long way to come before they could
threaten me, T was also going to use my
Harpies o drop in bechind him and slow
down this flank further bur they never
Homed Back more than 10cm (Christoff and
I decided they needed to be sent to Weight
Watchers after the tournament.) There were
a few hairv moments when Christoff
managed to get a Giant and some chariots
supported by a Wyvern into my flank. 1
managed to survive this and even killed his
Wyvern and Chariot unit with a frontal
charge from some Chaos Hounds!! (1 did
frel sorry for him at this point.) The game
ended with my Chaos Warriors and Knights
supported by my dragon storming up the
hill and tearing his Trolls and Black Orcs to
pieces. This was a great game!! The end
result was 6-1 to me,

Game 6: David Simpson,

Empire, 3rd Overall

Wwell back on Table Two and this match up
would probably determine the second to
fourth positdons for the event. Dave and 1
have know each other for vears so 1 had
some idea of his sirategies and tactics. My
basic plan was 1o send out some bait to
either draw Dave's Knights from behind his
inevitable infantry screen. If necessary this
bait (either my infantry or Marauder Horse)
could also directly attack his screening
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troops clearing them out of the way. The
dice gods however had other ideas! 1 failed
the majority of my orders and Dave couldn’t
win a combat to save his life. In the end we
had 15 minutes to play the last urn. Dave
threw everything he had at me in an effort to
break my army but did not manage due to
the dice not falling in his favour. 1 then only
had five minutes to do my last turn but ran
out of time hefore | could finish all my
counter charge combats — curses!! Oh well,
this is what happens sometimes at
tournaments. End result 70 point difference
and 4-3 to Dave.

10.30pm, 09 October 2003:
I have been considering whart 1 could have
done differently with my Chaos horde over
the last day or so. First of all, 1 don’t think
my army selection
ler me down at any
point. Any failures
or losses came
down to mistakes
made on the
battlefield in using
the army and not in
the army itself The
only thing I may
have changed s
giving my Sorcerer
on Dragon a Ring of
Magic. On a number
of occasions getting
off Rage of Chaos
would have been
really helpful.

The unit tvpe that

really shone
throughout the event
was my Chaos

Warriors, They took
full-blown cavalry
charges on the chin,
marched up hill into
the teeth of Trolls and
came  out Swinging
and saved my bacon
on more then one
occasion. As a result
of this 1 am going to
invest in more
infantry as the next
stage in the
development of my
army just to see how a
less cavalry based
army would work.

The unit I have revised my opinion of is the
Chaos Knights. In early games I tended to
use them on their own but when I combined
them with chariots the two units really
worked well together, My Enights would go
in the [ront and pin the enemy in place. A
Chariot unit would then slam into the
enemies flank — ouch!!! The other great
thing I found about them is that people are
rightly or wrongly absolutely scared to death
of them. On a number of occasions the mere
threat of a charge from them kept enemy
forces at bay and made my opponents
revised their plans mid game.

The unit that caused me the biggest problem
were my Chaos Hounds. Every time they got
killed I either broke or got so close (o
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breaking the rest of the barle
became very touch and go. As a
result of this, I began to hide them
hehind my army and out of the way
and use them to cover my rear from
flyers and units that had broken
through my line. On the whole this
worked much better than using
them as screen roops (see diagram
below).

S0 what next for my Chaos horde? [
painted some Chaos Spawn (would
not be a Chaos army with out
them) and Dragon Ogres the other
day as part of building the army
towards my goal of 3,500 points.
When the Slaanesh Warmaster Daemon
models are released | will add a few of these
units o the army - Deamonetres as
Marauder alternartives and Deamonettes on
Steeds as Chariot or Marauder Horsemen
alternatives. In the meantime a few more
Chaos Warriors and a Marauder or two
should then round things out nicely.

Owver the last few months it has been a fun
and challenging experience building the
new army. It has made me feel like a newbie
again. At Call o Arms itself 1 had some
mixed results but 1 had a fantastic time and
congratulations should go to  Brian
Anderson and the Games Workshop team

for organising such a great event. The
camaraderie  berween the players was
fantastic and it was great to see new and old
faces alike.

Until next time, Erwin (Now where is that
European Warmaster Circuit schedule ...}

Acknowledgments: Big thanks to Conrad
Gonsalves, Martin Turner, Michael Bolton
and Christian Burnett for comments on the
article and help with cditing. Special thanks
to all the players mentioned in the article for
the great games and lessons learned.
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General von Gottlieb’s plight is a Familiar
one, Although a Commander’s job on the
day of the bartle is what a Warmaster game
deals with, often a large amount of
manocuvering oceurs in the days and weeks
before the battle. The following is a method
for generating interesting and varied terrain
for Warmaster battles. 1t seeks (o simulate in
an abstract manner the manocuver that
takes place before the battle as the two
generals oy to foree their

the two sides. The sectors on each plaver's
side of the board will be “their” sectors, Now
cach side of the board is split into sectors
30cms wide. This can be easily marked with
small dice placed on the board. The scctor
lines have no bearing on the Warmaster
game itsell, and will be removed before the
game begins. See the example below of 2 Tm
by 2m gaming table split into sectors,

FPlayer f % :.Mf? r:_.l"!-ﬁe boreirel

1
§
i
£
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ﬂmde their final inspection. The men bad awakened before dawn and were already in their §
- formations, weiting for the fog to burn off and at long last reveal the enemy they bod 3
ﬁnfmed these many weeks. Rarely were troops this eager to engage the foe, but loday the
| Greneral could feel it It wasn't a batred of the enemy, per se, or bloodlust that drove them, |
e ey just wanted to get this over with and go bome.

reneral von Goitliel agreed with bis men; He was pleased to finally bring the Orc borde to
iattle. The Baron bad fought off Greenskin raiders before, but this time it was different. These 3
e mare orgarized, more focused, and led by a crafty warrior called Gorbag. Gorbag bad |
et led bis band on a systematic plunder of the towns and villages surrounding the bills 1o ]
the south. Once the Emprive troops bead arvived, the Orcs did not disperse and run as before 3
t instecid led von Gottlieh's arnry on a merry chase through the countryside, piflaging s 4
went, - 3

be General was wary in bis pursuit, for bis scouts reported that the invading borde was
arger than bis own army. Careful choice of the terrain on bis part would assure victory, and
e kaew the local area well, Several sites would suit bis plans perfectly, but the OUrcs were
eftesing to cooperaite, Just as il seemed be bad them where be wanted them, the borde would |
1o away. Then the rains began, slowing bis progress further 3

- This time, bowever, be bad them. The Greenskins bad fled along a tribulary of the Reik with
| few inbabitants and, more importantly, no fordable crossings for miles. Hemmed in by bis |

Sarmies and low on supplies, Gorbag was forced to deploy bis forces and fight or break up and
"1 ee through the countryside. With the river at bis back, Gorbay accepted the General's |
- inspoken invitation to finish it once and for all... ;.
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March and Counter-March

First determine who is the attacker and who
is the defender. Each side rolls a dice and
adds their Army’s Aggression number. The
general with the higher total is the atacker,
the other is the defender.

Now we will place three pieces of terrain on
the board. The terrain tvpe(s) are chosen by
the Defender, and they are deployved in any
sector, one at a time, alternating between
the defender and the attacker, heginning
with the defender. If the defender wishes to
deploy a river, this will count as two terrain
pieces, and must be placed on the board by
the defender.

Now we create the deck of cards that will be
played with. This deck consists of three
cards of each terrain type, plus three more
cards of the terrain listed on the defender’s
army list, and all the other non-terrain cards.
Shuffle the deck thoroughly.

Each player then secretly rolls a d6 and adds
their Delay modifier. This is their Delay
number, the number of delays that must be
played against them in order to force them
to fight the battle. Once a plaver has
received as many Delays as their Delay
number, the card game stops immediately
and the batle is played as the terrain and
commands are at that moment.

Now, ecach player must designate their
Commands and place these Commands in
their own sectors to represent where the
units in their Commands will set up. Each
Command consists of a character and at
least one unit. You must predetermine
which character will have which units in his
Command, and record these secretly. There
are no other limits to the number of units in
a Command. Note however thart all the units
in a Command will have 1o deploy in the
same sector and will sill have to conform o
the Hcm No-Man's land for setup, so things
can get a litle cramped.

Beginning with the defender, each player
places one character, representing - that
character’s Command, in any of the sectors
on their side of the board. You may have
more than one Command in one sector,
When the battle begins, the units in a
character’s Command must deploy in the
SAme SeCLor,

Now deal out three cards 1o each side. Play
begins with the defender drawing a card,
and playing a card. Each player must draw a
card and play a card, and only one card, on
their turn. :

Terrain and Commands will be moved
around or repositioned on the board due o
card play When placing, moving or
repositioning terrain, the terrain must be of
the type listed on the card. Most of the cards
are sclfexplanatory, but below are a lew
more specific rules:

- When repositioning terrain, the terrain
must stay in the same sector, but can be
moved within that sector and/or turned. The
ferrain picce must stay in its  sector,
however; it may not be replaced with a
different piece of the same type.

- When moving commands or terrain they
must be moved to an adjacent sector, but
not diagonally,. Terrain moved from one
sector o another must be in the same
rclative position and facing in the new
secior as it had in the old. Commands may
only be moved to a sector on their side of
the board but may not be moved to a sector
on the enemy’s side of the board.

- Rivers may not be moved, repositioned, or
removed until a Bridge or Ford has been
placed on the river. Placed rivers may not be
in more than 2/3rds of the scctors on the
board. Just before the battle begins, a 3
worth of Fords are placed on the river, in
addition to whatever Ford/Bridges were
placed during setup. These are placed by
the attacking side.

A battle occurs when:

® Both sides agree to fight.

® One side has as many Delay points as
their Delay number,

® The last card has been drawn from the
deck, after the drawing player plays one
last card.

When a battle begins, it takes place
wherever the terrain and commands are at

that time. Roll for random trn length as per
usual in Warmaster.

e
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OVERVIEW

Having worked out a list and converted
some figures naturally I wanted to get the
army into action. What follows is a report
of a game we played that I feel gives an
idea of how the army plays. The game was
quite small, at 1250 points, but fun none
the less. The 1250 point total was chosen

Battle Report b}a Mike Headden

for no better reason than it allowed me o
get everything 1| had converted and
painted into action!

ARMY COMPOSITION

The two armies were as [ollows:

As I've said the Army of Albion was chosen
by the simple method of:

“What've 1 got - I'll ‘ave it",

ALBION ARMY

: &
F & ﬁ' E A ¥
¢ ¢ & & & d S &
Characters % LA L AN $ & &
King Creneral +2 - - 9 1 155 1 Orb of Majesty
Hero Hero +1 - - 8 1 o 1 Sword of Might
Dyrnid Wizard +1 - - 7 1 95 1 Scroll of Dispelling
] o
h‘? ‘aé g g xé:f Q';’ $¢' "a‘

_ g ¥ & £ A A
Unit K G AN R &
Youths Infantry 21 3 0 0 3 35
Warband Infantry 3 3 5 ] 3 al -

Warhand Infantry 3 3 5 3 Lill] -
Ogre Mercenarics  Infantry 4 4 5 3 105 -
Cavalry Cavalry 3 3 5 0 3 90 -
Cavalry Cavalry 5 3 5 3 90 -
 Chariot Chariot 3 3 5 0 3105 - Sword of Cleaving
Chariot Chariot 3 3 5 )} 3% 105 - Sword of Destruction
Wolfhounds Cavalry 3 3 0 0 3 4l
Giants of Albion  Mon 2] 8 3 0 1 150
Giants Eagles Mon 2 3 & 0 3 70 -
BREAKPOINT: & Total: 1.250
e L s S S S




The High EIf army was chosen not
knowing what thev'd be facing — beyond
the less than informative, “I've got a new
army list 1'd like to oy ourt, would you pick
a High EIf Army and play against i?"
Though the High EIf figures being used
were mine the army was not what I'd
normally take by a long shot. No flyers,
comparatively few cavalry, no monstrous
mount! The IE player had decided on a
three-brigade army, two foot brigades and
a mounted one. Each initially deploved as
one missile unit in line backed by three
melee units in column. Given the small
table we would be using (3" x 4%) and the
comparatively dense terrain I thought 1
might find myself fixed in place by the
infantry and then run down by the cavalry.
Indeed, later on, the High EIf plaver
confirmed that his plan was to use their
supcrior Command values 1o grab terrain
they could use to launch a single co-
ordinated and devastating attack while
shielding the infantry from the cavalry
and/or monsters in my army.

The battleficld. The space available at
the time meant that we were restricted Lo
a3 x4 (90 cm x 120 cm) playing arca.

Armies of Albion

Normally we play games ona 4 x 4" or &
x 4" table and initially we worried that the
3" width would be too narrow 1o give a
good game. In the event we plaved 3
games in the course of the afternoon and
had fun with each. Terrain was fairly dense
and included a few non-standard terrain
types. The woods and village had trees or
houses laid loose on wop of a felt “base”.
and the various bits could be shulffled
round {or removed completely) to allow
units to occupy them. Three items were
considered  immovable an  elven
waystone, a gallows and a stone circle -
and troops had to be positioned round
them, possibly resulting in units winding
up in irregular formation. The gullies were
judged to be passable only by infantry who
counted as defended if shot at by troops
not lining the edge of the feature but gave
a -1 to Command troops in the gully We
agreed that the area of broken ground
berween the small hills could only he
cntered by infantry, who counted
defended 10 both shooting and melee. The
infantry would again be -1 to Command
but as with the gullies line-of-sight was not
affected.

HIGH ELVES ARMY

; & & &

¢ F e £y ES f
Characters & ¥ < v ¢ ) q ¥ )
General General ] 0 10 1 185 1 Orbof Majesty
Wizard Wieard LI ¥ 0 Ly 1 95 1 Red of Repetition

¢ § fg} S o & 8

Unit &?{? ‘-‘7? ~$F ?f ¢ & ¢ & &
Archers Infantry 31 3 i 0 3 75 -
Archers Infantry  3/1 3 6 0 3 75 :
Spearmen Infantry 3 3 5 0 3 G0 -
Spearmen Infantry 3 3 3 ] 3 (i) s
Spearmen Infaniry 3 3 5 0 3 60 -
Spearmen Infantry 3 3 5 0 3 o0 -
Spearmen Infantry 3 3 5 3 60 5
Spearmoen Infantry 3 3 3 0 3 i} -
Reavers Cavalry 31 3 & 0 3 100 -
Silver Helims Cavalry 3 3 + 0 3 140 - Banmer of Steadfstacss
Silver Helms Cavalry 3 3 ! 0 3 110 -
Silver Helins Cavalry 3 3 4 L] 3 110 -

BREAKPOINT: 6

Total: 1.250
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Armies of Albion

_ T T e
THE BATTLE turn to a close. They opted not to move
Tura One their characters and nothing was in

The Army of Albion won the roll to see
who would go first. The Hero used his first
command to send the Woll Hounds
forward but failed an attempt to push
them forward a second time. The Druid
managed even less, failing to get the
Giants moving at all even the roll on the
chart resulted in him doing nothing. Just
as | was resigned to my army standing sill
while the High Elves raced about my
general {King Cunobelin of the Black Bull
tribe}  sent the four infantry  units
forward... not once, not twice but three
times! With the infantry racing ahead to
the hill at the edge of the area of broken
ground I decided not to push my luck and
tried to send the cavalry and chariots up in
support. Two orders soon had them up
next to the stone circle ready to intercept
any threat to the infantry's flank. Flushed
with success 1 ordered the Eagles up
alongside the cavalry but the birdhrains
refused to mowve. With the Characters
repositioned ready for next turn and with
no shooting possible the Druid decided to
try summoning a Fen Beast but, not
surprisingly since he needed a 6, he failed.

The High Elves started their turn with the
General successfully pushing his rightmost
brigade of infantry up on o the big hill 1o
their front. Needing a 10 or less he
confidently ordered the sccond brigade
forward to a position on the left of the first
- and rolled a double six. Deciding that it
was too carly in the game (o use the Orb of
Majesty the Iligh Elves brought their first

shooting range so the tirn was over.

Turn Two

Once I'd got over the shock of making
more successful command rolls than the
High Elves I tried 10 work out how to
capitalise on this.

I started by getting the Hero to order the
Wolthounds forward towards the infaniry
units on the hill. Succeeding in a second
order I threw caution to the winds and
charged  the Archers. Throwing
unarmoured cavalry uphill into defended
archers was probably stupid in retrospect
but time would tell.

Next the Druid ordered the Eagles
forward, first into a position to see the
IMigh Elf spearmen on the hill and then
charging into their flank,

An cffort to get the Giants to join in failed
dismally and once again he stood around
doing nothing.

The General started by pushing the
infantry brigade [orward across the broken
ground, bringing the Youths in range of
the High EIf cavalry then moved the
cavalry up in support, A second order to
the cavalry saw one unit charging the elven
archers while the other unit and the
chariots manoeuvred into position for an
attack but the General failed both the third
order and the re-roll from the Orb of
Majesty.

The general moved forward o better
control the infantry and cavalry, the hero
joined the Eagles and

ld before

¢ bloodbath!

the Druid remained in
command range of the
now isolated Giants and
once again  failed 1o
summon a fen-beast.

The Youths shot at the
Reaver  Knights  and
scored a single hit which
confused the Reaver
unit. Since the Reavers
were confused anyway
the Silver Helms behind
opled not to make way.

Looking at the
battleficld 1 realised
how suicidal the charge
by the Wollhounds was.




Armies of Albion

The elves needed only slightly better than
average luck to take out a stand before
they made contact and even if they
survived the dogs needed 5's or hetter to
hit. The Eagles were in a slightly bertier
position as they had hit the spearmen in
the flank and made contact with the rear
corner of the archers. The high elves
started the combat badly; with three
shooting attacks needing 3+ to hit they
failed to inflict a single hit. In the melee,
one stand of Eagles and the Hero joined
the Wolfhounds in attacking the archers
while the other eagles attacked the spears.
The elves lost the combat and were
pushed back. A couple of rounds of
combat followed and at the end of the
combat the Hounds had fallen back a full
18cms with only a single stand remaining
{and that with only onc hit left) while the
Eagles, falling back a round later, managed
to go only 3cms. The Eagles had lead
charmed lives and still had all three stands
left. The Elves had had the archers and a
spear unit destroved, a second spear unit
had lost a stand and the [inal spear unit in
the hrigade had become confused while
making way. Things were definitely not
zoing the High Elves way.

The lone cavalry unit destroyed a stand of
archers but lost a stand in return, with
four casvalties to the archers five the
cavalry won the fight and the infantry were
pushed back. Even though the archers
were now confused 1 decided to pull the
cavalry back rather than risk losing
another stand.

So far this had been a spectacularly
successful urn for the Army of Albion and
I was feeling very pleased with myself —
always a big mistake!

The turn High EIf started with the spear
unit that was not confused charging the
Eagles on initiative. Then the High EIf urn
looked to be going disastrously with the
General rolling an 11 for his first order to
the Silver Helms. Unfortunately, from my
point of view, the re-roll from the Orb of
Majesty got them moving., Suddenly they
were all over the place, manocuvring
around the confused Reavers and crashing
into my cavalry,

Fortunately for me he returned to usual
form when moving a unit of Spearmen
forward to try to flank the cavalry and
chariots and they stopped on the edge of
the big hill.

This brought the High EIf moves to an end.
Having been confused by the fire of the
Youths, the Reavers got their revenge by
scoring two hits on the Youths — being
defended the Youths only had 1o suffer
one drive back die but it too came up 6
causing them to become confused in their
turn.

With the same number of attacks and
berter armour the clven spearmen ought
to have had the edge over the Eagles but
inflicted three hits and took five. The
Eagles followed up killing the last of the
elfl unit just as it found its form. Three
artacks, three hits, no saves — another dead
stand of Eagles!

The Silver Helms rolled over the
cavalry and chariots. Caught on the
defensive by better-armoured
opponcnts two units of cavalry and
a unit of chariots were wiped out,
The last chariot unit was down to a
single chariot but the only Silver
Helm unit in contact with it had
already lost one stand and was
carrving two more so decided to
fall back rather than risk losing
another stand - after all a one
stand chariot unit wasn’t much of a
threat.

Suddenly the Army of Albion had
gone from a victorious, rampaging
horde to a tattered remnant.
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Armies of Alhion
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Most of the mounted troops were dead,
the hounds, eagles and remaining chariots
were reduced 10 a stand each — something
had to be done.

Turn Three

Desperate times, desperate measures. The
remaining  stand of Eagles initiative
charged the spearmen who had moved on
to the hill last turn.

For two turns potentially the most
powerful unit in my army had stood
around staring at their toes but now an
order from the Druid galvanised them into
action. The giants lumbered obediently
forward twice but failed a final order just a
move away from contacting one of the
deadly Silver Helm units in the flank. At
last the roll on the “giant goes wild™ chart
came up something other than a one! 1
rolled a 5 and the Giants went charging
into the flank of the Silver Helms after all.

Finally the general ordered the Ogre
Mercenaries into the wood near the centre
of the battlefield, intending to charge the
Silver Helms from the front but the
messenger must have got lost in the irees
{or got eaten!) because once in the wood
the Opgres remained where they were
despite the general's urging.

Once again the Armies of Albion turn
ended on a failed order.

The hero re-joined the Eagles, the Druoid
moved up closer to the action and the
General repositioned slightly to be in the
best possible position (o command
whatever was left next turn - if there was a
next rrn.

The chances of a next turn for the Army of
Albion looked distinctly more likely when
the druid, at last summoned a Fen Beast. 1t
was summoned into the combat between
the elven spearmen and the lone stand of
Eagles, taking the elves in the flank from
the opposite side.

The Youths now turned their attention to
the Silver Helms, as they were closer than
the Reaver Knights this time, Their fire
caused no lasting damage but did drive the
target unit back Scms, pushing them out of
line with the other two Silver Helm units.
The charge by the Eagles had originally
been a matter of desperation - caught in
the flank the spearmen couldn’t inflict
more than two hits maximum and couldn’

pursue so the Eagles could possibly do
some damage then run away — but with the
Fen Beast adding its weight the fight was
definitely winnable. The Fen Beast was
attacking uphill so needed 5's on its six
dice but the Eagles were on the Hat so got
a further ¢ attacks nceding 4 or hetter.
Once again the High Elves were unlucky
taking six hits and inflicting only one on
the Eagles in return. The last remaining
stand had nowhere to go and was
eliminated.

the Dragon Prin

The Giant charg

The damaged stand ol Eagles rallied back
alongside  the remaining  stand of
Wolthounds while the Fen Beast advanced
into the rear of the Silver Helms who
already had a mob of enraged Giants
attacking their flank. With only three
attacks in reply to eighteen the Silver
Helm's resistance was brief. The Fen Beast
had already advanced and so it fell back a
little while the Giants charged the
remaining stands of Dragon Princes, With
two attacks to the Giant's ten the High EU
plaver expected the Dragon Princes to go
the way of their Silver Helm predecessors
— especially since their 3+ save had gone
with the loss of their first stand to the
cavalry and chariots. Surprisingly, after
losing a stand in the first round the
Dagon Princes saved an amazing seven
out of eight hits in the second round of
combat tying the combat at one hit apicce.
Both sides fell back, the Giant contacting
but not quite lining up with the Fen Beast
ready for next turn.

Both armies were now pretty much on the
ropes. The High Elves were one unit from
their break point and the Army of Albion
only two. The High Elves had one unit
reduced to a single stand and two down to
two stands while the Army of Albion had
three units down to a single stand.

The High Elves started by having the
Wizard successfully order the last stand of
Dragon Princes back out of harms way.
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The general’s orders were much more
aggressive. The two-stand unit of Silver
Helms, perhaps rashly, initiative charged
the Giants while the foot and mounted
archers moved forward to shoot at the
Ogres. The two spearmen units near the
centre charged the Youths in a column
formation getting both units into contact
but only with a stand cach. The remaining
unit was far from the general, down a
stand and within @ 20cms  of the
Wolfhounds, though the latter were out of
sight behind the hrow of the hill, and so
failed to move, In the shooting phase the
archers scored four hits on the Ogre
Mercenaries, despite the cover of the
trees, but the Ogres saved three and were
therefore not even driven back. The
Wizard failed in his attempt o cast “Light
of Battle™.

The Silver ITelms inflicted three hits on the
Giants and ook only two in return,
winning the combart but the lecm pushback
lined the Giants up neatly with the Fen
Beast. Unwilling to pursue when the
enemy would get fourteen artacks to their
eight they decided to fall back, hoping to
get far enough away to hide behind the
hill. Disaster! The Silver Helms rolled
three 1's and stopped within both sight
and initiative range of the Giants, Fen
Beast and the Ogre Mercenarics.

The Spearmen were the only hope of
retrieving the battle. In charging the
Youths they took two hits from stand-and-
shoot and saved neither. Not a promising
start, They ook a further three hits in
hand 1o hand and saved one but only
inflicted three in return on the defended
Youths, Losing by one hit the Spearmen
fell back a centimetre. Things did not look
promising for the High Elves.

Turn Four
By now things looked grim for the High
Elves. The Giants and Ogre Mercenaries
initiative charged the Silver
Helms, the Ogres catching
them in the flank.

The Fen Beast was ordered
forward by the Druid and
joined the Giant  in
attacking the front of the
Silver Helms,

Armies of Albion

The Youths shotr ar, bur failed to hit, the
Spearmen. The Druid failed to cast “Mists
of Albion” on the Giants,

The melee was brief and one sided. With
thirty-three attacks to three the Army of
Albion wiped the Silver Helms our several
times over. Unable to make any difference
tr the final outcome the High EIf plaver
decided it was not worth rolling those
three dice.

With half of their army desiroved the
surviving units of the High Elf army stole
away into the mists and escaped.

After the Battle

The High Elves were undoubtedly unlucky
in some crucial die rolls but equally much
the player felt that he had allowed himself
to be unsettled by the swifi advance of
much of the Army of Albion. The Dragon
Mounts, which he normally decries as too
expensive, (“1 could have another unit of
cavalry for thar™) would undoubtedly have
been uselul to counter the terror causing
Giants and Fen Beast,

Despite the cramped battlefield — I'd
normally play on at least a 4' x 47 able —
and the comparatively small armies we had
a lot of fun. In the event, the small size
allowed us to fit in three games in that one
aflternoon. All were equally eventful, if not
as successful for the Army of Alhion.

S0 far I've only been able 1o play a smallish
number of games and some of the units
are still bare metal stuck to the base with
blu-tak but even so the Army of Albion has
been fun to play with and 1 look forward
Lo using it every time it gets an outing,.
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This battle took place many years ago at the
edge of the Grey Mountains near the town of
Pont A'Liess Emns. A chance encounter
between two armics of different purpose,
drawn together by the threat of an ancient
maonster, resulted in one of the most
infamous battles of Bretonnian history, and
one that will be sorely remembered in the
Book of Grudges.

The Bretonnian army had marched 1o the
mouth of the dragon's lair on an errand of
utmost importance - to rescuc Louis Marguis
11 daughter from the cluiches of a mighty
Emperor Dragon, Similarly, the Dwarl force
of Grunde Grunginson had come forth to
defeat the dragon and reclaim  treasure
stolen from their ancestors.

On a plain a1 the foot of the Grey Mountains
and at the entrance to the dragons lair the
armics clashed. The Knights of Bretonnia
demanding that they have the honour of
facing the dragon first, and the Dwarves
refusing to let anvone else near their gold.
As the armies clashed, the Emperor Dragon
awoke, ..

The battle was fought berween the Dwarf
Army of Grunde Grunginson and a
Bretonnian force led by Louis Marquis I1 It
is a variation on the standard “Pitched Battle'
scenario and could just as easily be played
berween any two forces. The most important
feature of the game is the dragon's lair and
the Emperor Dragon that lurks within, Apart
from the dragon’s lair (the position of which
is pre-determined) players should agree on
scenery for the battleficld hefore starting.

Once the board is set up players should dice
for edges and then roll again to see who sets
up first. During set-up each player takes it in
turn to place a unit, brigade or similar
number of troops (plavers should decide
beforehand between themselves). Once out
of wunits a player should place all their
characters onto the table.

The battle last for a random number of urns
and players should roll to determine how
long the game lasts as normal (sce page 79
of the Warmaster rulehook). The player with
the least number of undts takes the frst turn,

Emperor Dragons are intelligent and
powerful creatures that have lived for
countless centuries. Emperor Dragons can
of course fly and they can also breathe
flames. An emperor Dragon also causes
terror in any opponent it should face in
combat.

Because Emperor Dragons have a greal
many hits (8 in fact), which are difficult to
inflict even during a lengthy combat
engagement  we  must  consider  the
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possibility of hurting an Emperor Dragon
and  reducing  its  effectivencss in
subsequent murns. Therefore, if an Emperor
Dragon has accumulated 5-7 hits by the
end of the Shooting or Combat phase, it is
deemed to have been badly hurt. Once an
Emperor Dragon {5 badly hurt all
accumulated hits are discounted and its
maximum Hits value and Attacks are halved
for the rest of the barttle (o 4 Hits and 4
Artacks).

e
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The Battle of Pont A'Liess Emns

Moving The Emperor Dragon

The Emperor Dragon starts the game
slumbering in his lair, During the game the
noise of the battle raging outside will wake
him from his slumber and he will rise to take
to the field of battle. At the start of each
players turn each player should roll 1D6 and
consult the table below. If the dice rell
cquals or is greater than the score required
the Emperor Dragon has awoken from his
slumber.

Turn 1 2 3 4 5
G+
M Roll Required 6+ 54+ 44 34+ 24
24+

When the Emperor Dragon awakens, place
him at the entrance to the dragon’s lair If
within Initiative distance of any unit during
the Initiative phase of either players turn
then the Emperor Dragon will charge that
unit. This move is not made first and the
player whose murn it is free to make initiative
moves in any order they like.

If no unit is within Initiative distance the
Emperor Dragon moves in the following
manner. Either player may issue the
Emperor Dragon an order during their own
Command phase. As such it can potentially
fight for each side in their own turn,
assuming a character manages (o give il an
order. If the Emperor Dragon is not in
Command rage it may home back as normal.

In combat, the person who the Emperor
Diragon isn't attacking will control it. If
engaged by both sides roll dice to see which
player gets to control the Emperor Dragon.

As it can potentially switch sides from one
turn to the next it is important that the

—

Emperor Dragon is always placed so thart it
is not touching any other stands at the start
of a turn. If, for whatever reason, it happens
o be touching another stand just move
them apart before starting the next turn.

The Emperor Dragon doesn’t count as
belonging to either side. Tt costs no points
and vields only the bonus victory points for.
killing it as described below. It does not add
to an army's size or point value and makes
no difference to the number of units that
must bhe destroyed before an army
withdraws. As it belongs to neither side it
can be shot at as an enemy should a player
wish to do so. An Emperor Dragon may
however be ignored as the closest target and
plavers are not compelled to shoot at it.

VICTORY POINTS BONUS

In this game the players are tryving to drive
off the enemy and gain control of the
entrance o the dragon’s lair. If they can
manage to kill the Emperor Dragon in the
process victory and control of the lair will
almost be assured.

+300 points For killing the Emperor
Dragon.

+ 1(M) points Fricndly unbroken unit within
20cm of the entrance to the dragons Lair and
is closer w the entrance than any encmy
urit.

Bonuses are given for 1000 points a side
and should be increased proportionately if
fighting bigger battles. Due to the natural
toughness and fighting capability of the
Emperor Dragon it is recommended that
you only fight this battle with a minimum of
2000 points on each side.




The following starter armies include enough unies o make up a 1000 pts Warmaster army. These are ideal [or
hoth new plavers to Warmaster and for those who wish to expand their existing armies in increments of a
1,0pts, Contact vour local Mail Order department for prices and bow to onder.

and two units of Peasants

A Kislev Character set, two voits of Axemen, two
upits of Koights, two onits of Howmen, three anits
Horse Archers. 3 War Wagon

and onc wait of Bears

A Bretonnian Character set, t['m:t units ni' ng]'l.tq
vnit of Mounted Squirss, two upits of Bowmen, two
units of Meo-At-Arms, a vait of Grail Knights

of

one Hone Giant and two onits of Cavalry.

An Undead Character sct, two vnits of Skeletons, tw
wnits of Skefeton Bowmen, one wnit of Carrion, one
unit of Skull Chukkas, two units of Chaniots,

iﬂm&mmmumdﬂmﬁm

units of Cheos Marauders, one unit of Ogres, oo unit of
Harpies. ooe vait of Chacs Knights, two uaits of Marauder
Horszmen, onc unit of Diragon Ogrs

and coe unit of Chace Hounds.

Two units of Skinks, two units of Saurus,
1 Stegadon, wnit of Cold Ounes, wnit of Salamanders.
unit of Kroxigor, vnit of Temple Guard, vmt of
Terradons, the Character set
and the Slon on Palinguin,

I VAMPIRE COUNTS |
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A Vampire Counts Character set, theee units of
Skeletons, three units of Zombics, ooe unit of
Ethereal Host, two units of Grave Guard, one unit of
Fell Bats and two units of Grave Knights.
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An Orc Character set, two units of Orc Warriors, ope
unit of Black Orcs, two units of Goblins, one upit of
Trolls, onc unit of Boar Riders, ooc wnit of Wolf Riders,
one unit of Woll Chariots, one Giant
and ope Rock Lobher.

A Dwarf Character set, [oor units of Warriars,
two units of Thunderers, one unit of Troll Slayers. one
unit of Canposs, one wnit of Rangers. one Gyrocapter

and ope onit of Flame Cappons.

IBKGH IBHVIES

A High EI Character set, two units of Spearmen,
two units of Archers, one unrt of Bokt Throwers, two
units of Silver Helms, one unit of Reavers, a Dragon
Rider apd two units of Chariots,

A Character set, two units of Halberdiers, one wort of
Hendgunners, two units of Crosshowmen, one unit of
Flagellants, rwo vaits of Knights, one unit of Pistoliers,

onc Empire Steam Tank and onc unit of Canoons.

A Duk Ei Character set. two units of Spearmen, two

units of Crosshowmen, ope unit of Elven Balt Throwers,

two units of Cold One Knights. ose wnit of Dack Riders,
a War Hydra

and two umts of Witch Elves

A Skaven Clu:mcr sct, two units of Cliorats, two
wnits of Plague Mooks, one woit of Jezzails, one uwnit
of Rat Ogres, one unit of Gutter Runners, two units
of Rit Swarms, one Doom Wheel and two Warp-
Lightoing Cannons.




The Warmaster Range

These pages bave a complete fisting of all the models and printed material availabie for
Warmaster. Get in touch with your local GW Mail Order department
ar pisit the GW website to find owut prices and bow to order.

Rules and Supplements

Warmaster rulcbook
Warmaster 2002 Annual
Warmaster magazine(48 page bi-monthly support)

Bretonnia

Bretonnian Bowmen (6 random strips)
Men-at-arms {1 Command & 5 random strips)
Bectonnian Knighes (1 Command & 5 rndom strips)
Mounted Souines (1 Command & 5 random strips)
Bretonnian Character set

Bretonnian Peasants (6 random strips)

Grrail Knights (1 Command & 5 random strips)

Chaos

Chaos Warriors (1 Command & 5 random strips)
Chaos Marauders {1 Command & 5 random strips)
Marauder Horsermen (1 Command & 5 random Smips)
Chaos Knights (1 Command & 5 random strips)
Chaos Spawn {2 Spawn)

Chaos Hounds (1 Command & 5 random strips)
Chaos Harpics (6 random strips)

Chaos Dragon Ogres (3 complete Dragon Ogres)
Trolls (9 Trolls)

Ogres (9 Ogres)

Chaos Character set

Lord riding Chaos Dragon (1 complete model)
Chaos Sorcerers (2 complete models)

Chaos Chariot (3 chariots)

Dacmon Prince {1 complete model)

Khorne Bloodthirster {1 complete model)
Khome Character set

Flesh Hounds of Khorne

(1 Command & 5 random sirips)

Khorne Dacmon Honde

(1 Command & 5 random strips)

Nurgle Daemon Horde

{1 Command & 5 random strips)

Cheaos Worrfors

Dark Elves

Dark EIf Spearmen

{1 Command & 5 random strips)

Dark Elf Crossbowmen (0 random strips)
Dark Riders (1 Command & 5 random strips)
Cold One Knights

{1 Command & 5 random serips)

Witch Elves (1 Command & 5 random strips)
Dark EIf Character set

Dark EIf Bolt Throwers (2 complete models)
Harpies (6 random strips)

Corsairs (1 Command & 35 random strips)
Hero on Manticore (1 complete model)

Dwaris

Dwarl Warriors (1 Command & 5 random strips) -
Dwarf Hammerers

{1 Command & 5 random strips)

Dwarf Rangers (0 random strips)

Drwrarf Troll Slavers (6 rancdom strips)
Dwarf Cannons (2 complete models)
Iwarl Flame Cannon (2 complete models)
Dwarl Character set

Dwarl Gvrocopier (1 complete model)
Dwarl Thunderers (& candom strips)
Dwarf King on Throne {1 complete maodel)
Drwarf Anvil of Doom (1 complete model)

Empire
Halberdiers (1 Command & 5 random strips)
Hand Gunners (0 random serips)
Crossbowmen (6 random strips)
Empire Character set
Flagellants (6 random strips)
Empire Skirmishers (6 random strips)
Empire Knights (1 Command & 5 random strips)
Fistoliers (1 Command & 5 random strips)
Empire Cannons (2 complete models)
Empire ¥Volley Gun (2 complete models)
Empire Steam Tank (1 complete model)
Empire Hero on Griffon {1 complete mocdel)
Empire War Altar (1 complete model)
Knights Blwing Sun (1 Command & 5 rnckom strips)
Knights Fanther (1 Command & 5 mndom strips)
Knights White Wiolf (1 Command & 5 random suwips)
Empire Mortar (2 complete models)
Elite Halberdiers (6 random strips)
Elite Handgunners (6 random strips)
Empire Cart (3 complere models)

High Elves

High EIl Spearmen

{1 Command & 5 random strips)

High EIf Archers (6 random strips)

Reaver Knights (1 Command & 5 random strips)
Silver Helms 1 Command & 5 random strips)
High EIf Chariots (3 chariors)

High EIf Character set

High EIf Bolt Throwers (2 complete models)
High EIf Hero on Dragon (1 complete model)
Hero on Giant Eagle (1 complere model)

High EIf Giant Eagles (3 complete models)
Phoenix Guard (1 Command & 5 random strips)
Swordmasters (1 Command & 5 random strips)

Kislev

Axemen (1 Command & 5 random strips)
Archers (6 random strips)

steppe Horse Archers (6 random strips)

Horse Archers (1 Command & 5 random strips)
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Winged Lancers {1 Command & 5 random strips)
Beair Handlers {1 Commaned & 5 random strips)
Kislew Character set

War Wagon (1 complete model)

Lizardmen
Saurus (1 Command & 5 random strips)
Skinks (6 random steips)
Temple Guard (1 Command & 5 random strips)
Lizardmen Character sct
Cold One Riders (1 Command & 5 random strips)
Kroxigor (Y Kroxigor)
Salamanders (6 random strips)
Terradons (3 Terradon stands)
Stegadon (1 complete model)
Mage-Priest on Palanguin (1 complete model)
Hero on T-Rex (1 complete model)

Miscellaneous

Drark Shadows Albion set (3 complete models)
Rat swarms (10 pieces)
Casualty Markers (10 pieces)

Orcs

Orc Warriors {1 Command & 5 random sirips)
Ore Boar Riders (1 Command & 5 random strips)
Black Oecs (1 Command & 5 candom strips)
Night Goblins (1 Command & 5 random strips)
Forest Goblins (1 Command & 5 random strips)
Goblin Wolfboyz (1 Command & 5 random strips)
Forcst Goblin Spider Riders

(1 Command & 5 rancdom strips)

Gohlin Wolf Chariot (3 chariots)

Orc Rock Lobber (1 complete model)

Ore Character sel

Orc Boss on Wyvern (1 complete model)

Trolls (2 complete Trolls)

Ogres (9 complete Ogres)

Giant (1 complete modely

Night Goblin Archers (6 random strips)

Goblin Fanatic Cannon (3 cannons)

Orce Carts (3 complete moddels)

Siege
Empire Sicge Tower {1 complete model)
Chaos Siege Tower (1 complete model)
Ore Siege Tower (1 complete model)
Earthworks set
Gun Emplacements set
Siepe Accessories set
Battering Ram {1 complete model)
Manponel (1 complete model)
Trebuchet (1 complete modely
T Mergomed and Trebuwchet requive crew meodels. The folfow-
g crety farcks are geaiiable: Bretonedan, Undead, Ore, Thigh
EIf Empire angd Dhoarf,

Skaven

Clanrats (1 Command & 5 random strips)
Jewzeails (6 random strips)

Plague Monks (1 Command & 5 random strips)
Rat Swarms (8 random strips)

Gutrer Runners (6 random strips)

Rat Ogres (3 rancdom strips)

Warp-Lightning Cannon {2 complete models)
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Doom Wheel (1 complete model)

Screaming Bell (1 complere model)
Stormvermin (1 Command & 5 random strips)
Skaven Characrer set

Undead

Skeletons (1 Command & 5 random strips)
Skeleton Bowmen (6 random strips)

Unelead Character set

Uneead Cavalry {1 Command & 5 random strips)
Unelead Chariots (3 chariows)

Skull Chukka (1 complete model)

Bone Thrower (2 complete models)

Undead Carrion (3 Carrion stands)

Bone Giant (1 complete model)

Undcad Sphinx {1 complete model)

Hero on Zombic Dragon (1 complete model)
Undead Cart (3 complete models)

Lndead Giant Scorpion {1 complete model)

Vzmpin: Counts

Skeletons (1 Command & 5 random strips)
Ghouls (6 random strips)

Zombies (1 Command & 5 random strips)
Vampire Counts Character set

Dvire Wolves (1 Command & 5 random strips)
Fell Bats (3 Carrion stands)

Grave Knights {1 Command & 5 random strips)
Grave Guard (1 Command & 5 random strips)
Vampire Hero on Winged Nightmare

(1 complete model) .




High EIf and Chaos Emperor dragons clash on the battleficld, -

High EIf and Chaos conversions of the new Empérpc._r-dmgm. by 5‘%‘5!;151 Wimr '
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