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WARHAMMER CAMPA]CN

Peritous Quest is one of a series of Warhammer
Campaign supplements, Each campaign presents 2
number of encounters between two rival forees,
culminating in a decisive bartle to determine the winner.

BRETONNIANS
AND WOOD ELVES

This supplement deseribes the adventares of a Questing
Knight numed Agravain de Beau Guest. He is the hero of
a famous Bretonnian troubadour ballad which tells how
his quest to resene La Damoiselle de Challote who
appeared to him in a vision, gathered momentum into @
small Errantry war against the Wood Elves!

Each Warhammer Cumpaign supplement is designed
avound two rival forces, bur with the chief emphasis on
one army in parteular Perilons Quest, as its title
suggests, is based around Breronnians, and will prove a
useful supplement for any Bretonnian player, Not only
does it include rules for fighting the campaign, but it
also includes special rules for Bretonnian  jousting
tournaments, and a set of card buildings for a
Bretonnian encampment and reliquary wagon which
will be equally usehul in future hattles,

Periforrs Caest and other supplements in this scrics are
created for plavers who already have suitable armies.
The games are designed so that players who have typical
3.000 point armies should be able to ficld appropriate
troops without purchasing vast numbers of new
miniatures, Plavers who wish to increase their armies by
adding a few units or chamaciers especially for the
campaign can take the opportunicy of so doing.

CHOOSING FORCES

You do oot need specific units to fight the campaign.
Instead you are allowed to choose forces of an
appropriate points value for each hattle.

There are some extri restrictions that apply to the
choices from your Warhammer Armies list, and in some
cases vou are allowed more units of a certain type than
normally. This is because the Warhammer Armies lists
are designed o be generally representative of the armics
covered. The campaign armies, on the other hand, arc
based on specific conflicrs.

We have allowed a degree of choice so that players can
fight the games with the armies they already have, as
well as allowing players 1o use a bit of cunning o ourwit
their enemy. The choices permitted though are sl
consistent with the descriptions of the batrles.

e T

Tir choose your army refer to the relevant Bartle Seroll
for the batle and vour Warhammer Armies book. The
Bartle Scrolls describe which troops youn may choose,
whilst the Warhammer Armics books describe their
gquipment, options and points values. The Barde Scrolls
alse indicate where magic items arc allowed and usually
place a separate limit on the maximum points values of
permirted magic ilems.

Mote that magic items can only be included as described
on the Battde Seroll. This includes magic standards for
standard bearers as well as magic items for characters,
For players interested in such things we've included a
separate list of the forees thar fought these battes —
these were the forces used by Rick Pricstley (Wood
Elves) and Nigel Stillman (Bretonnians) when the
campaign was fought for the first tine.

Each game in the campaign was fought several times and
different forces were chosen on each occusion, gradually
improving the selection as we got o grips with the
obijectives of the bartle. See Appendix | The Chanson de
Challotte for our example armies.

ROSTER SHEETS

A pad of roster sheets are included. As you choose your
army for each barde, write down the detils on the
roster sheet so that you can refer we it during the game.
Youll find this is more convenient than constanty
looking up derils in the Armics books,

SPECIAL CHARACTERS

This campaign feamres a oumber of special characters
[or both the Bretonnian and Wood EIFarmics You'll find
details and rules For these chamcters on the Battle
serolls, They can be represcated by any suitable maodels
from the Citadel Miniatures range — wherher you wish o
purchase and paint new characters for the campaign, or
simply use an existing model that fits the deseription is
entirely up m you.,

The characters described in Perifous Quest are
compatible with Bretonnian and Wood EIf armies, and
can be used as specinl characters if you wish. These
special characters should only be used with prior
agreement by vour apponents, Of course any characrers
prepared for the campaign can be fielded as basic
heroes or wizards in your other battles.

T




2)  THE PERILO

Perilons Ouest s based upon the famons Bredoniain
froubadovr ballad "L Chanson de Challotte' adapted
By the minstrel Blownde! from the carfier Bretonstian
chanson ‘La Damoiselle de Challotie’,

TROUBADOURS’ TALES

Night fell over the Domain de Beaumarchais. A roaring
fire lit up the great hall ol the castle keep. The wavelling
troubadour had just finished his song La Damatselle de
Challotte, a tale of Bretonnlan faith and honour and
Wood EIf weachery, and was now tucking into his
reward. the best venison and a flagon of good wine.

are not the King and Quceen in the Wood allies of the
King of Bretonnia?” asked the Lady Isabelle.

“Yes and no.” said her brother Agravain thoughtfully,
Yes and no, no and yes, yes, no, maybe sometimes,
never!” interrupted the jester, brandishing a puppet on
a stick in front of Agravain's face.

“shut up and go away, ol snapped the iritatcd
Agravain,

“Do not be nasty 1o poor Jasper, Agravain! He is the only
thing rhat brings a smile to mother's face now that father
is away at warl” said Isabelle. “And you haven’t answered
my question properly.”

Her brother contnued, “The fairy folk in the Forest of
Loren are loyal 1o no ane but themselves. [ have heard
of many Knights thar have gone on a quest or errand
there and never been seen again! Despite this, our King
stll honours the ancienr pledge to respect the fairy
realm. As for the fairy folk, the legends say that they
helped us of old, but any fool can see that they did it
berause our enemies were also their enemics!”
“I have another question,”™ said Isabelle. “The Queen in
the Wood, is she the Lady of the Lake?®
Do you not pay attention to anything at the grail
chapel?*

Is she the Fay Enchantress?” asked
mischievously baiting her brother.

Isabelle,

“sister, your ignorance amazes me!”
“What is she then, brorher, sinee von koo evervthing!”

she is called ‘La Belle Dame Sans Merci® because she is
2 fairy who lures valiant Knights to their doom in the
forest.”

Itake it, brother, that you are afraid of the fairy folk!™

US QUEST

i e,

“Iam not afraid of them!™ Agravain protested, “If anly
the King would Lift the ban and declare an Ercantry war,
the forest would make a fine additon to his realm!
There are many young Knights looking for land these
days. None of them fear anything, and neither do 117

“What nonsense!” said their mother, the Baroness de
Beaumarchais, as she entered the hall. The vells of her
Ll ead-dress walied elegantly behind her as she sat by
the fire o continue her tapestry “Impetuous vouth! |
don’t want  see you going off on some Ercantry war!
It's bad enough with your father gone, and he is honour
bound o serve the King. Your time will come soon
enough, and when it does, for vour sake, T hope it is
only the Ores vou have o face!”

Agravain, now old ¢nough to bear arms as a Knight
Errant, bad been lelt in charge of his father's castle
instead ol going to war with him as a squire. Sometimes
he felt angry at being lefi behind, bur he undersiood the
trust invested m him: o hold and defend his father's
dlomain and provect his sister, mother and all the folk of
the village. S0 he was not at all stung by his morher's
tebuke., which in any case was kindly spoken. He knew
how she waited anxiously for the Baron's remurn. As
indeed, they all did,

o




THE BARON’S SHIELD

News travels slowly along the muddy roads of
Bretonnia. The Baron had ridden off 1o war with twenty
men in the spring. Now the harvest had been salely
prought in One day, three men rode into the village.
They were all that remained of the Baron's retinue of
Mounted Squires. The drawbridge was lowered and the
Baron's family hurried down into the courtyard Lo meet
them., They were all but dead in the saddle with fatigue
and wounds, The Baron was not amaong them, but one
of the Squires was hearing the Baron’s battered shield.

“Where is my husband!” eried the Baroness.

The Squires were downeast, "Alas, our Lady, he has fallen
in battle!”

The Baroness and her Gamily received the shoclk of this
woeful news with all the dignity that bevomes rue
Bretonnian nohility. The weeping would be reserved for
later, not in front of the comMmMONErs.

“Why have you rewrned and not him!" asked the
Ruaroness, accusinghy

“Enough mother!” interrupted  Agravain. “Do oot
question the valour of these brave men,”

The Squire continued, his voice hoarse wirth the effort,
157 have brought back his shiekl, my lady. The Baron de
Beaumarchais fell with honour, accomplishing a great
foar of arms. It was his valour that won us a famous

vietory as he led the charge into the hordes of Skaven
and hurled them back into the sea. But in their spite the
cnemy struck back with evll spells and dishonourable
devices! We were assalled with fire, flame and foul
vapours, and of all the retinue we alone survived, We
scourcd the hattlefield madam, but all we could find was
his shigld.”

Then the Baroness spoke. “The shield is a sacred relic
from the grail chapel. Alas! 1 thoughr it might siave my
husband from such a cruel fate. Even so, since it is all
that is left of him, T shall be buried with itt” Having said
this she took the shiell wd went back into the great
keep of the castle. Two days Jaer, the Baroness died. Lt
was said she died of grief and was laid o rest in the grail
chapel, beneath her hushand’s shield.

“BRING ME THE
HEAD OF DROGO LE MAL!”

The first frost came. Soon afterwards, Ores wore sighted
on the margins of the outlying fields. Agravain and
Isabelle were wanming themselves before the fire in the
grear hall when old Jules, the Baron's reeve approached,

wrhere is 4 matter which 1 must diseuss with you laoth. It
is time to decide the future of the domuin and you, my
lady, must declare the errand of chivalry and offer the
domain to whosoeyer proves himself worthy of it.”

swhosoever?” repeated Agravain, puzzled.

“Yes," said Jules, “There will be another Knight Errant
present. Some of the peasants have persuaded Jacques
to take up the task. | have arranged for your sister to go
before the village and set the task romarrow afternaon.
Ores have heen seen Once again so we cannot delay this
matter any longer!™

“Why does he dare compee with me, for my own
father's lands! Has he no respect?”

“Iyo not be angry with him, brother,” said Isabefle. “He
is a good man, | can see why the peasants chose him.”
Anyway, in the end the Lady of the Lake will decide
berween vou.”

Agravain was an observant young man. fe had seen the
way that his sister often smiled at the handsome young
shepherd, Jacques, who had already slain several Orcs in
defence of his flock. *It was not just the peasants who
persuaded Jacgques, was it Isabelle?”

Agravain's sister blushed. “Much as | desire to sec you
inherit our father's lands, 1 do not want to spend my life
as a damsel in the grail chapel while the Fairest wench in
the village sits beside you as Baroness, | want a brave
husband! What happens if you do not return from the
task, Agravain? This way, whocver refurns, oul father's
land shall remain in our blood line, cither through you
or through me if T mary Jacques. As | saicl, dear
Agravain, let the Lady decide!”




The following afternoon two  Knights Errant  sac
mounted upon their warhorses before the castle
gatchouse. Agravain was convinced that his mischievous
sister would send him on an ermand into the Forest of
Loren, perhaps never to return again. As they waited for
the Lady Isabelle to appear on the ramparts i annaounce
the task, Jacgues uened o Agravain. “Tf only one of us is
destined to return, Agravain, then I pray by the Lady that
it be vou.” This brought a great cheer from the peasants
and not a few tears from some of the peasant girls.

“Spoken like a rue Brewonnian!” replied Agravain, who
had enough nobility (0 know in his heart that Jacgues
was equally worthy w become lord of his father's
domain. “Likewise. Jacques, may I only succeed il you
have already fallen!” This raised more cheers and tears
from the assembled villagers.

Then a trumpet sounded and the Lady Tsabelle
appeared, looking radiant, cven though she had spent
the entirc night praying in the grail chapel seeking
inspiration for the task she was to set the rwo fine young
men. “I have decided, as is fair and fitting, to ser vou the
same task, so that you will both face equal perl”
announced the lady Isabelle. “Whosoever is first o
achieve his errand will become lord of the Domain de
Beaumarchais. The task is this... " The assembled crowd
hushed, © . .bring me the head of Drogo Le Mall”

The peasant throng erupred into a loud cheer, whilst the
womenfolk burat into tears once again, as did the Lady
Isabelle as she quickly withdrew into the castle.

It was a very traditional errand of Knighthood. Drogo Le
Mal was a persistent scourge on Beaumarchais and the
neighbouring  domains; a fearsome Dragon who
swooped over the fields and plucked ploughmen and
milkmaids from their work to feed his ravenous
appetite. Knights Errant [rom neighbouring domains
had attempred this sk many times before, but the
Dragon was still alive and they were not.

Agravain breathed a quict sigh of relief Only a Dragon!
So he was not destined to vanish forever in the
mvsterious Forest of Loren like so many before him. At
least not vet!

THE DEMANDS OF HONOUR

Later that day the o Knights Errant set out, Soon they
reached the fork in the road thart led from Beaumarchais
to the neighbouring villages, “We must not delay,” saicd
Agravain, “Isabelle is all alone, this task must be
accomplished urgently!”

1 will not delay!” replied Jacques as he spurred his
horse on towards the path that led to Dinan, Agravain
ook the road rowards Payens and Bellay.

As Agravain rode through the villages of Payens and
Bellav he questioned the peasants working in their

tields. At Payens he was given hospitalicy at the castle. At
Bellay, he slept in the forest under his shicld because the
domain was deserted. On the thicd day, Agravain tarned
towards Dinan. There, he discovered that the locals had
recenty been victims of Drogo Le Mal, They pointed to
some distant crags, indicating where the Dragon had
flown, The crags were within the wild heath that
surrounded the mysterious Forest of Loren, bevond the
fairy stones which no man may pass. That was why no
one had tracked Drogo wo his laic before, at least no one
who had ever remimed!

The peasants said that they had scen another Knight
ricling in the same direction only a day before, but they
had not seen him ride back again. Learing this, Agravain
made haste towards the crags. Soon they were [ooming
before him, rising out of a thick, clammy mist which
covered the hillside. Agravain heard a horse neigh
somewhere ahead of him. He spurred on his own steed
and soon found himself before the gaping mouth of a
huge cave. There was a great mass of bones scattered
around the mouth of the cave, and the air was heavy
with the stench of rotting carcasses. Standing a little way
ahead, and waiting in front of the cave was Jacques, “It
will be dark soon and Drogo will return. Since you dre
here Agravain, 1 give you the honour of the first steike.”

“Mo Jacgues, vou will have that honour”

“But Agravain, Tinsist! [ give you the first strike, and with
it the chance o win vour father’s landst™

“Mo, upon my honour, Jacques, I insist! You were here
first, it is your right to strike the fivst blow!”

“Since we cannot agree, ler us hoth sirike when we wish,
and whoever strikes the mortal blow shall claim vicrory
in this fear of arms,”

“accepted! Let the Lady decide between us!” agreed
Agrravain.
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ar that moment there came the deafening roar of the
Dragon as it approached. The warhorses began to shy
away in fear as Drogo suddenly descended out of the
mist and landed directly in front of them. Both Knights
levelled their lances, shouted the war ooy of Bretonnia
and charged,

The Dragon was taken completely by surprise, and just
as Drogo opened his great jaws o unleash his fiery
breath Agravain thrust his lance deep into its gullet. The
lance snapped clean in two as the monster reeled up,
mortally wounded. At the same time, Jacques plunged
his lance through the beast's heart.

The great carcass mumbled down the cragey hillside.
Agravain and Jacques watched as they recovered their
breath. Jacques was the one who spoke first.

“Truly Agravain, you struck the mortal blost™

No Jacgues, it was you who picrced the monster’s
heart. It is you who inflicted the mortal wound!™
Agravain protested,

“1 will swear that it was you who struck the morral
blow!” Jacques argued.,

And I will swear that it was you!” replied Agravain,

If we cannot decide now, we shall have to fight each
ather in mowtal combat when  we  return 1o
Beaumarchais.”

“Indeed we shall'” said Agravain.

BEAU QUEST
The jubilant peasants of Dinan provided a wagon and its
driver to carry the head of Drogo Le Mal back to
Beaumarchais. Isabelle appeared on the ramparts as
soon as they arrived.

Behold the head of Drogo Le Mal,” dedared Agravain,

“1 give rthanks to the Lady of the Lake that you are hoth
alive and well. It is more than I could have haped for!
Now answer me truthfully brother, which of you slew
the Dragon®”

“Ir was Jacgues who struck the mortal blow” came
Agravain's reply.

No! T oswear it was Agravain who stack the moreal
blow!” insisted Jacques.

Honour demands that we decide this by maortal
combat.” Agravain called out to the assembling crowd,
“Let the Lady of the Lake decide!™

“This lady will decide!” said Isabelle, angrily. “You will
not fight each other wo the death! It is my right to declare
both of you worthy Knights; and this 1 dot”

IThen who shall be lord of Beaumarchais?” asked
Agravain.

“Bv the Lady of the Lake, that is also my right to decide.
I give my hand o Jacques’™ Both Agravain and Jacques
knew that by accepting the errand they had bound
themselves by the sirict code of Bretonnman chivaley to
accept her decision. There was nothing else to be said
and no more 1o be done than for Agravain to swear fealey
to hiz new brother in law Jacques, the Baron de
Beaumarchais.

He swore to serve him as a Knight Errane until he was
granted land of his own, cither by the Baron or by the
King. The reply of Jacques de Beaumarchals came as a
total surprise. L release vou from this obligarion,
Agravain! You arc free to ride to Couronne and serve the
King. He is sure to reward such a valiant Knight as you
with & worthy domaint”

“Not" replied Agravain. “Tv is clear what [ must do. T
hereby declare myself pledged w the grail quest. Tswear
devorion 1o the Lady of the Lake. Unic death will 1 serve
her and her alone. Wherever she bids me go, 1shall go!™

This stunning declaration was met with an enommous
cheer [kom the villagers. Everyone knew that such a vow
wiould bring the good favour of the Lady of the Lake to
Beaumarchais. The sun would shine, the aops would
grow! lsubelle wept with admiration for her brother and
not without a litle sorrow [or she knew what this vow
would mean for him, “Beau Quest!” she declared. “That
is the title 1 shall bestow upon you! Agravain de Beau
(Quest, you bring honour and blessings upon us alll”

All that remained was for Jacques and Agravain o be
properly invested as Knights by Lady Isabelle at the grail
chapel. This was followed by the festivities of Isabelle
and Jacques' wedding. Agravain spent that night in silent
vigil at the grail chapel seeking inspiration for his quest.
[nn his dreams he saw the dim vision of a beauriful lady
with a look of sorcowful despair on her lovely face,
casting a magnificent golden chalice into a deep river.
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I SCENARIO 1
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Several verses of the Chanson de Challotie el of rhe
greal tourney of Cuenelles tn which Agravain and the
pricle of Bretonnian chivalry jousted with the arrogant
Princes of Athel Laren. The prize of the tourney was the
Chalice of Chanterelle, ibe fabled Lady of Challotte’s
goblel

THE TOURNEY AT QUENELLES

Agravain emerged from the grail chapel ar Beaumarchais
and made veady to leave his ancestral home. He donned
the surcoat his sister had sewn for him, bearing the
colours of Beaumarchais and the fleur de lys emblem of
a Questing Knight, I1c had forswaorn to bear the hlazon
of a Dragon, which Jacques had chosen for his own coar
of arms.

“Where shall you go# asked Tsabelle as she bade
farewell toy her brother.

“I shall attend the tourncy at Quenelles,” replied
Agravain, revealing nothing of his mysterions vision.

As he left the village, Agravain encountered Blondel the
troubadour and Jasper the jester. They begpged him to let
them accompany him on the quest as his retainers.
Agravain finally agreed on the condition thar Blondel
would compose a chanson o record his fears of arms
and that Jasper refrained [rom cracking jokes and
content himself with Iooking after Agravain's warhorse,
Jasper's final jole was t name himself Jasper de Mal
Jeste!

THE TOURNEY

i

Quenelles was only a few days ride 1o the south east, but
Agravain had never been there before. As he rode
through the grear gate into the busiling swreets, he
encountered the first great test of his quest: resisting the
temptations of Quenelles!

The city was in a state of grear festivity as a4 magnificent
tourney was about 1o begin, Knights had come from the
far corners of the dokedom and bevond to atend,
among them were Knights Errant who had come to win
their spurs on the jousting field, and other Quesiing
Knights Like Agravain, perbaps deawn by the mysterious
will of the Lady of the Lake.

The prize of the tourney was w be an ancient chalice,
unsurpassed in craftsmanship. Local fishermen  had
taken the relic from the river Brienne almost within the
bounds of the Forest of Loren. Some believed thart ic had
been made by the Elves of old, in the days when a
splendid Elven city flourished beside the great river, the
ruins of which were buried beneath the winding and
squalid strects of Quenclles. Some maive and eredulous
people even believed thart it was none other than the
fabled healing chalice of Chanterelle, the revered Lady
of Challotte.

Agravain gazed at the chalice which was on display in the
prizeg pavilion. It looked swangely familiar, like
something he had seen in a dream. Was it now clear that
the Lady of the Lake intended him o win this chalice in
orcdler to pursue his quest® Maybe this chalice was the
holy prail irsell? Orher Questing Knighrs mking part in
the tourney doubrless had the same idea.

ENTER THE WOOD ELVES

On the eve of the tourncy, there was a great commaotion
in Quenelles. The cause of this was a retinue of Elven
Princes from the realm of Athel Loren who had ridden
into the city o enter the tourney. Such a thing was only
ever heard of in legends and no one could remember it
gver happening in their own lifetione.

Agravain listened with great interest o the rumours and
gussip concerning the Wood Elves. Tt was said thar they
belonged to the Kindred of the Willows and claimed that
the chalice and other prizes rightfully belonged to their
kindred since they had been found within the bouands of
Athel Loren, Whether or not this was wue did not make
any difference in Bretomnian eyes. There were many
relies scattered throughour Bretonnia, Most were, in all
probability, either of Elvish or Dwarfish worlimanship
and the Bretonnians were used to seeing off dubious EIf
and Dwarf adventurers hunting for their ancestral
heirlooms, The custom was to settle such dispures by




honourable combat. Such a chalice was thus a worthy
prize for the climax of the tourncy. Let it be won by
whosoever could prove himself worthy of it by valour
snd fear of arms! If the Elves wanted it so much then it
was fitting that they should battle for it according o the
rules of chivalry. This, it seemed, was what the Elves
mtended to do.

DEATH BEFORE DISHONOUR

Next day, before the tourney began, the heralds
snnounced that the Duke of Quenelles had accepted the
challenge from the Elven Princes and changed the
seadivional rules of the touroey accordingly Instead of
the usual jousting contest followed by a mbleaux de
Raraille, where contenders attempt o unhorse 1he
Duke's anonymous champion, the Black Knight, there
would be a straight contest between Bretonnian and
Wood EIf chivalry, The chalice would be won by the side
thar had the most riders still upright in the saddle m the
end of the tourney. IF the Bretonnians won, the chalice
would be donated to the grail chapel of Quenelles. If the
Elven Princes won, they could take the chalice and all
the other prizes back to Athel Loren. Agravain, to his
surprise, was nominated by the heralds for the
Bretonnian team. Indeed his name headed the list, since
word of his valour and nobility had reached the Duke.

Just before the start ol the joust, the herald of the Wi
FIf retinue rode onto the tourney field and made a
declaration before the assembled dignitaries and
peasants who had flocked in from the surrounding
countryside. He announced that the EIf Princes were
pledged to fight o the death and dared the Bretonnians
10 do likewise. OF course, the Bretonnian Knights were
not going to refuse such a challenge. Honour forbade it!
Presiding over the tourney were the Duke and his
beautiful daughter La Belle Melisande. Feeling deeply
distressed for the young Bretonnian Knights she felt
honour bound to offer her favour 1 each of them in the
hope it would bring luck and strengthen their faith.

45 each Bretonnian Knight rode past the rostrum he
lowered his lance and the fair Melisande amached o it
an iremn of her apparel. Last to vide past was Agravain, by
which time the Tady had already given up several items
of clothing and was staring to blush. To spare the noble
ladv the ribaldry of the assembled rude and uncouth
peasantry, the gallant Agravain declined to beg a favour.

Upon my honour, you shall have a favour!™ said the
noble Melisande, drawing her stiletto from ber last
remaining garter and cutting a tress of ber hair for
Agravain to tie to his helm. This brought a great cheer
from the crowd. Then both teams of contenders ook up
their positions facing each other across the jousting ficld
as the Lady Melisande drew lots to decide the pairs of
opponents in the joust,

FIGHTING THE TOURNEY

The Towrney is a jousting tournament and the first in a
series of clashes between the Bretonnians and Wood
Elves. The outcome will decide which of the Knights
competing will suvive 10 accompany Agravain on his
quest, and which of the Elven Princes survive 1o opposc
thern.

THE TOURNEY FIELD

The setting for the event is the renowned tourney field
of Quenelics, which is located outside the walls of the
chiy beside i tiver Bricane. The ficld is represented by
the: gaming table. Along onc side of the field is the great
rosirum, Here the Duke of Quenelles, his daughrer, the
fair Melisunde, and all the noble ladics of Quenelles sit
1o warch the jousting. On either side of the rostrum and
on the opposite side of the field are the stalls where the
prosperous wwnsfolk and rude peasantry push and
shove each other for a good view of the jousting feld.

The middle of the field is divided by a long hoarding. A
pair of contesting Knights start at either end of this
hoarding, and on opposite sides of it. They then charge,
pointing their lances over it o strike cach other. The
hoarding prevents the horses from colliding with cach
other as it is considered dishonourable to strike a horse
in a joust.

THE JOUSTING TEAMS

The tourney is a contest between an equal number of
Bretonnian and Wood EUF Knights. There is no need 10
work out the points values of the teams, just choose the
characters. Fach player refers to the Battle Scroll for his
side in arder to choose his jousting team for the tourney.




SPECIAL
JOUSTING RULES

The joust is a special game based on the Warhammer
rules, The Tull rules for Bretonnian toumeys are given
on prgge 30 The game is a knockour coniest played as a
serics of single combats berween a Bretonnian Knighi
andd a Wood EIf Prince.

CHOOSING PAIRS OF CONTENDERS

Write the name of each contender on a separate scrap of

paper and put all the names for cach ream in a different
cup. At the start of each joust, select which wo
opponents will fight each other by taking a random pair
of names from the cups. At the end of each joust, the
names of the unhorsed contenders are disearded. The
names of winning contenders are put o one side in
oreler to determine which side wins by having the most
characters 1eft.

THE JOUSTING TURN

The joust lasis for as many marns as 1t tikes for one
contender 1o be unhorsed, At the start of each turn, each
coniender in the pair stands facing each other 12" apart
at either end of the ourney field and on opposite sides
of the hoarding. Each contender presents his shiclded
side to his opponent.

CHOOSE JOUSTING PLOY

At the start of each turn, before the contenders charge,
cach player secretly chooses one jousting ploy. When
bath players have chosen their ploys they are revealed
simultancously and the comtenders charge.

CHARGE

Both contenders charge simultaneously ar full gallop.
The normal honuses for charging and using lances are
counted for both sides. The choice of jousting ploy
determines whether or not o contender strikes first or
last unless a magic item or favour allows an aotomatic
first sirike. Otherwise, if both opt for the same ploy,
highest initiative strikes first. 10 indtiarve is equal, roll
see who striles first. Fach contender only strikes onee
with one attack. A Hero's other artacks are disregarded.

MOUNTS

Mounts do not fight as they are separated by the
hoarding, s0 ignore their attacks. Mot only are they
prevented fom fighting, but the comenders gain no
henefit to thelr save for the mount or its barding,
reducing their saving throws by -2, S0 Bretonnian
Heroes have a save of 4+ and Wood FIf Heroes have a
save of 5+,

WOUNDS

1f a contender suffers a wound, roll 2 D6t see if he is
unhorsed. On a score of 1, 2 ar 3 he is unhorsed and
suflers a second wound as he falls from the saddle ar full
gallop, A contender is automatically unhorsed on
suspaining a second wound. An unhorsed comender is
assumed to be morrally wounded, and is aoromartically
knocked out of the tourney. Otherwise contenders who
win their joust but have only one wound left are
assumed to recover and can take part in the final bartle.

NEXT TUEN

If neither comender was defeated they ride back to their
own end of the palisade to charge again next mrn. Any
Knight whose lance has broken is handed a new one.
The jousting continues until one contender is unhorsed.
Iis opponent wins the joust and the unhorsed Koight is
knocked out of the contest.

VICTORY OR DEFEAT

The jousting continues until everyone in each team has

taken part in a joust. The team with the most remaining
in the saddle has won. In the event of a draw fight a
further set of jousts until one side wins. Unhorsed
Knights cannot take part in the final battle, Agravain or
Athelwyn however, ave fated to survive the tourney even
il they are unhorsed. Agravain will be healed by the Grail
Damsels of Quenclles and Athelwan will be hastened
away to be healed in the glades of his kindred.

JOUSTING PLOYS
The numbers below dmlicate the order of
| striking. Lowest wumber alweays sivikes
1. AIM FOR SHIELD

i Aim your lance at vour opponent’s shicld o puar
; maximum force behind  the suike, You
aptomatically steike hefore an opponent using any
ather ploy

i 2. AIM FOR HELW

¥ Aim your lanee ar your apponent’s helm. This {5 4
hard 1o hit, but even a glancing blow can wound
or unhose him so vou count +1 Strengrh; Your
E strike alter an opponent aiming for Shield, hut b
- hefowe one arrempring oo Dodge, hit your Crest or
- Swipe.

. 3. AIM FOR CREST

- ou can only use this ploy once in the joust and
anly if your npponent has a crest on his helm! The 4
lance is aimed at your opponent’s crest, this is
very difficult to hit, and so is unlikely 1o unhorse
Tioo, But it is a great slight upon his honour and
F; cotents 2% mwo nce breaks! To represent this, you
° strilee after an opponent aiming for Shield or
. Helm. but before one attempting w Swipe. Count
a1t hie and if you do hit, the crest is knocked off
i,_ on 2 fucther roll of 4.5 or 6.

4. SWIPE
- This ploy is acceptable, but not considered 1o he
£ - very homourahle! You swipe with the lance across
L your opponcit's front o knock him from his -
" saddle. It is not difficult to hit with this ploy, but 4
is rather stow and not very skilliul. ‘I represeny 3
this, you strike after an opponent aiming for
| Shicld, Helm or Crest, but you count +1 1o BiL
5 DONGE M
Fhis is a defensive ploy greatly lacking in honour.
Yo give ap vour cwn chanee o strike in order to 4
dodge Four opponent’s kince. This means you do E'E
ot strike at all, but your opponent suffers -2 o
Cohie f he is entided oo an ageomatic Ric this s
§ . modificd to 3+ to hit). I both Knights aﬂfmpt
“this then neither one strikes it all, 5
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) THE PATTLE

OF THE TENTS

This hatile is bused vn lbe verse of the Chanson de
Challotre wirich ells of bow the treacherons Wood Plves
stale the prizes of the tourney withowu! gvern wading o
see if their contenders bad won it By faiv contest! This
weis o bave fatefid consequences.

FIL.F TREACHERY

Realising that u Wood EIf victory in the tourncy was by
no means assured, and just after secing yet another EIF
Prince umble from his saddle, Ahelwyn gave a disereet
signal 1o one of his hooded retainers who stole away
unnoticed. A few moments later, while everyone's
artention was focused on the excitement of the jousting,
a commation broke out among the tents and pavilions
in the adjoining field. 1t was here, in the large pavilion,
that the tourney prives were being guarded.

suddenly a ficree beast, some sort of ferocious wild car,
ran amok among the Bretonnian tenes, pursued by a
number of Wood Elves. The beast had managed o get
loose from the Wood ElIf encampment in the woods
beside the tourney field and the Wood EIf retainers were

trying ro recaptute it, or pretending ol The beast cansed
wal confusion as Men-atanmms struggled 1o cawch it
while grooms and servants rushed in all dircctions to get
ol Of the way,

This was only a diversion. Soon the enclosure was
swarming with Wood Elves who quickly overpowered
the hasdful of guards there. The great pavilion was
ripped open and the chalice was siolen. Widhout regard
for honour or Bir play the Wood Elves had not even
waitedl for the ouwtcome of the tourney, This was
despicable behaviour. The Bretonnians were ourraged!

The commation wis seen from the Fauberg de Mayonne
by the Castellan of Quenelles, overooking the tourney
field. He hastily musiered every available man o oy and
restore order. It was not until he reached the tenes that
it was clear the Wood Elves were up to something.
Unfortunately all the Knights were attending the joust
and were not at hand to stop the wily Elves from looting
the prizes. By some secret arrangement Hawk Riders
from Loren appearcd overhead, ready to take away the
stolen frems and speed them safely back to the depths of
the forest. The Castellan and his men had to act fast!

THE BATTLE OF THE TENTS - SCENARIOII
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FIGHTING THE BATTLE

The Bartle of the Tents s the second in a series of
cncounters herween Wood EIF and Bretonndan forces.
The outcome of this bartle decides how many magic
items the Wood Elves steal from the prize pavilion.
These can be used by the Wood Elves in the final battle,

THE BATTLEFIELD

The setting lor this batle is the rent enclosure next o
the tourney ficld. The tents belong o the various
Knightly retinoes and are grouped around the prize
pavilion. Along one side of the field flows the river
Brienne. The tent enclosure is in the middle of the
battlefield and is shown on the map as the fenced off
area. Use the hoardings provided in the box and other
suitable scencry picees, such as fences or hedges you
may have in vour scencry collecrion, to represent the
enclosure perimeter. Remember to leave gaps between
the hoardings so that both armics are able to get into the
enclosure.

Ser up the batdefield as shown on the map using the
tents and prize pavilion included in this pack
Alternatively, yvou and your opponent can agree on
wariation of the bartlefield to suit the scenery which you
have available.

The Armies

Each plaver refers to the Barde Scroll for his army in
order to choose forces for the battle. The Battle Scroll
also describes any special rules which apply, as well as
victory conditions, victory gains and tactical hints.

Deploying for Battle

The Wood EIf army is deployved first. Its units may be
deployed up to the middle line of the wble but no closer
than 18" to the side edges. The Bretonnian army is
deployed afterwards. Its units can be deployed within
12" oof its table edge.

SPECIAL RULES

Waywatcher Traps — Waywatchers thar are in the tented
enclosure will automatically set teaps berween the ents,
utilising tent ropes, poles, and anything clse that comes
to hand. Any enemy charging the unit within the
enclosure will activate the traps.

THE BATTLE

Who has the first turn?
The Bretonnian army has the ficst turi,

How long docs the batde last?

The Bartle of the Tents raged from just before the end of
the wurney in the late afiernoon, untl sunsetr brought
an end to hostilities. To represent this the battde lasts for
four game turns cach representing about one hour of
daylight in the original battle.

Each side will therclore complews lour turns unless the
barde ends earlier in a sudden death vicrory for the
Bretonnians,

VICTORY OR DEFEAT

This battle does not result in a straighoforward victory or
defeat for one side ar the other Instead, the Wood Elves
gain more loot the longer they can hold off the
Bretonmnians,

LOOTING THE PRIZES

The prize pavilion contains four magic items that the
Bretommians have mken ouc of Athel Loren. The Chalice
is obviously the wop prize for the Bretonnians, the Silver
Arrow will [ook nice tacked on a Knight's shield, the
Gold Casker s worth a crown or two and the Old Stick
is seen as a hit of a booby prize! These are labelled 1st




2nd. 3rd and 4dh prize respectively. At the end of each
mrn thar at least one unit of Wood EN troops (not
characters) remains within 67 of the prize pavilion, they
succeed in stealing one of these prizes.

The thieves take the most precious looking objeces fivst,
but these are not necessarily the most powerful! The
first of these is always the first prize which is the Chalice
of Chanterelle. In the Wood EIf player’s second moren they
steal the 2Znd prize, the Silver Arrow In the third torn
they steal the 3rd prize, the Gold Casker and in the
fourth turn they steal the ath prize, the Old Stick. The
Wood Elves can wse any items that they succeed in
stealing in the final battle at no extra points cost!

Quire apart from the combatunts on each side, there are
a large number of drunken grooms, foppish minstrels,
boys with sticks, big ferocious dogs, lonse warhorses,
dishevelled peasant girls, purveyors of roasted snails
and frogs’ legs, jonglers, chickens, sellers of small sticky
cakes in the shape of a fleur de lys, scandalised Grail
Damsels, extremely rotund merchants, blacksmiths
orving o remove batercd armour from wounded
Enights, hurdy-gurdy plavers and others rushing among
the Bretonnian tents in total panic.

The thieves automatically succeed in stealing the chalice
at the end of the first turn, but in order w get away with
cach of the other items the Wood Ell player must roll
dice score higher than the number of Bretoanian unirs

within the tented enclosure ar the end of each of his
subsequent turns. A score of 4, 5 or 6 always resulis in
the item being successfully stolen no matter how many
Bretonnian units are in the area. For example, if there
are only two Bretonndan units in the area, the Wood EIf
player needs 1o roll 3 or more to get away with the item.
Otherwise the item is assumed o be dropped or left
behind. You only roll once for each item and only in the
approprizie men. So if you drop the Silver Acrow in the
second turn, you cannot try for it apain in the next turn.

Sudden Death Victory Conditions

If the Bretonnians slay the Wood EIf General then the
Wouodl Elves will bear a hasoy retrear and the Bretonnians
win a sudden dearh victory

: PR]ZES OF THE GRANDE
TOURNEY OF QUENELLES
Ist Prize:
The Chalice of Chanterelle
This & the only arefact that really is Bretonndan
“although the Wood Elves do not koow this, It
gleams and appears © be very precious and
-magical. which it is, and so s the fost thing the

Cthieves will grab in their haste, It i5 of no use o
thea, but bas & part to play in the Hnal baole,

2nd Prize:

The Silver Arrow
This 15 a silver arrow inscribed with Wood BIf
spirals and a tny inscription that reads “1 will fell
any foe. No armour can prodect against me!” 1f an
cengmy maodel is wounded by this arress he will
siiffer- D6 wounds with no anmour save possible.
One use anly.

Ird Prize:

The Casket of Acorns
This is a golden caskel containing a few wizened
aeormns. A Wood Elf maee will recognise these as
magic acorms that will immediately sprout into Do
Dryads if scattered on the ground in the magic
“phase of any Wood EIf tur, One use anly,

4th Prize:
The Old Stick

This is a finely carved wooden staff decarated with
A Tabry face, intertwined spitals and green gems.
Lunningly hidden within the spirals there is an
incantation writen in runes that only o Wood EIif
Mage can undorstancl. When transkaned it reads,
“This 15 all that remains of Guath the Old, plant
mig thn yom are in need of help!”,

When the stick is planted inw the gmunr.l in-the:
mEgic phese of any Wood BN muen, it will
mmediately sprout into a Treeman who will rush
2 a0 the aid of hia fellow 'wnnd“m_n Al aw Eai
pumt:& cost. {}nc um': uu.l;y :

R
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The Chanson de Challoite refers 1o the perilous
pilgrimage to Chalfotte, withowt revealing much abord
its fate and the mysterious visios which led Agrevain to
ride fo the rescire of the pilgrims. Blondel added verses
Jror ibe older Bretownian chanson "Fe Damoiselle de
Challotte” into bis own ballad i order 10 reveal the
stgnificance of Agravain's vision and the losi greil
chapel that be bad ro find if be was io fulfil bis guest,

THE PRICE OF HONOUR

As goon as the finfure signalled the end of the ourney,
the Wood KU Princes made a hasty retreat, taking their
wounded companions with them. Word was soon
Loyvruglic wr e Tuke than the Chaltee had been stlen.
By the dme the Duke and the Breronnian Knights had
pushed their way through the throng of peasants, the
Wond Elves were already gone, leaving the exasperated
Castellan to explain what had happened to his lege.

Although a few Mounted Squires had chased alter the
flecing EIf retinue, they soon lost the oail as dusk fiell
over the oountryside and reluctantly rode back to
Quencelles. That night the inns and taverns of Quenclles
resounded o the sound of drunken peasants discussing
the exciting events of the day and impeons young
Knights boasting that they would each the Ehes a
lesson for cheir trickery and dishonour! The Duke threw
a buge banquet in the grear ball of the castle of
CQuenelles, which all the best Knights atended.
Namrally the dishonourable behaviour of the Wood
Elves and what to do about it provoked a heared debare.

A Faction of Enights, stirred up by Arnaud de Borron,
wrged the Duke 1o lead a foray into the Forest of Loren
forthwrith, to recover the chalice. However the Duke was
not only concerned about the chalice.

“T am deeply outraged by the way the Lorrenards have
dishonouired the mmirmey and homeonre demandds thar
they must malke amends (o us in some way”

This met with unaninous support from the assembled
Knights. The Duke called for suggestons of what kind of
recompense should be demanded. Various Knighes
shouted out such things as “One hundred Elven steeds”,
“One thousand carucates of good farming land” and
“The right to hunt deer in the forest”.

The Duke paused to ponder these and other
suggestions, “These are bur trivial recompense. Can no
one suggest a worthy forfeir to demand of them?”

Eleanor de Quenclles, Grail Damsel of the renowned
grail chapel in Quenclles spoke: “My lord Duke, | beg
vou consider the holy chapel of Challotie which lics
ruined and forgotien in the Forest of Loren. It is not
deep within the fairy realm, yet the fairy [olk always
scare away amy of our pilgrims who are moved by
righteous picty to go there! It would be a worthy act of
repentance for the folk of Athel Loven w place the
chalice in the very chapel where it belongs and grant us
a right of pilgrimage o that sacred place.”

" THE PERILOUS PILGRIMAGE
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This radsed a great roar of approval from all of the
Koights, who began beating the table with their
tankards. “And il they dare to refuse us, we'll go there
anvway,” shouted out one hothead by the name of Aloys
de Montjoic. This was ollowed by vet more cheers and
hammering of the benches.

The Duke gave his answer. “The Lady Eleanor has shown
us the way to peace with honour! We do not ask them 1o
give back the chalice, merely the right for us to sec it!
The Lorrenares will grant us this. of that 1 am sure. My
Lady Eleanar, you have my leave to prepare a pilgrimage
10 the grail chapel of Challotte forthwith, and you shall
have my protection!”

THE LADY OF CHALLOTTE

Agravain was nol at the bancuet, and his rerainers,
Blondel and Jasper, were no doubr in some bawdy
tavern. Agraviain, deeply disturbed that the chalice had
been stolen by the Flves, was in the grail chapel of
Quenelles which overlooked the river Brienne. Here he
had spent the entire night cesting his head uvpon his
shield secking inspivation for his quest. e woke carly,
disappoimiced not to have had a dream o guide him and
wient down to the bank of the river to splash cold water
on his face mw wake himself up.

Just as Agravain knelt by the river, he saw ripples
forming in the warer before him. He warched in awe as
a small boat slowly drifted pase him, emerging from the
mist and then vanishing back into it again. A lady of
exquisite beaury, wirth long resses of coppery ced hair
and dressed in a fine white robe was sitring in the boat.
She urned w Agravain with an expression of anguish on
her lovely face. Her eves seemed to implore his
assistance. Her lips parted, but no sound of the words
she spoke came forth from them. It seemed o Agravain
that her silene lips were saying “Rescue me!™

The vision passed. Agravain called out again and again
into the mist and even waded up to his waist in the chill
water, but to no avail. The lady was gone, ifshe bad ever
been there at all. Agravain was deeply troubled. This was
without doubt a sign [rom the Lady of the Lake, pechaps
he had seen the Lady of the Lake herself, bur there had
been no grail. The meaning of this swrange vision
puzzled him.

PERILOUS PILGRIMAGE

Agravain knelt for a long time beside the river deep in
thought. By the time he made bis way back to the grail
chapel it was a bustle of activity. Grail Damsels and their
servants were making ready a magnificent blue wagon
decorated with gold fleur de lys. A throng of pilgrims
and pious Knights were gathering ready to set out on
the pilgrimage. The Lady Eleanor called out 1o Agravain,
who was now well konown in Quenclles due to his
cxploits on the tourney field, "Will you not join us in our
pilgrimage:!”




sgravain, of course, had not heard about this perilous
and ill-advised pilgrimage and did not want o be
distracted from his own personal guest, He tactiully
replied that he must first find his two retainers.

Agravain scoured the strects and eventually plucked
Blondel out of the gurter and dragged him by the serulf
of the neck back 1o his twent, where Jasper was preparing
2 midday meal. “Blondel, 1 want you 0 sing that
chanson which you sang in my fther's castle again, I
want vou to sing La Damoiselle de Challotte.

Blondel began to sing. [t was a long ballac. He sang of
how, a long time ago, a fair Bretonnian lady bad set out
sn o journey by boat on the river Brienne from the
legendary grail chapel of Challotre o the tourney in
Quenclles. He sang of how her retinue was ambushed
by cunning foes shooting a hail of arrows from the banles
of the river. All the retinue accompanying the lady in her
hoat were slain, and the boart itsell somehow slipped
free from the other boat in the retinue, Alas! the boat
drified away with the current and the lady was acver
scen or heard of again. Only her minstrel reached
Quenelles alive and composed the hallad betore
throwing himsell off the top of the mallest wwer wlf
Quenelles in sorrow lor his beloved lady

" DAMOISELLE DE CHALLOTTE
As rold in ihe frmous Bretonmian troubadour <

badiad. La Dampiselle de Challotte,

The grail chapel of Challeite was kocated on an island in the
siver Brienme. surrounded on all sides by the Forest of Lanen.
The keeper of this bhessed sanctuamy was the Grail Damsel
Chanterelle, a lady of incomparable beauty and Kindness
whi was renowned throughout the realn. ;

Chonterelle made healing potions in her enchanted chalice. -
With these she healed many tred and wounded Questing
Knights and Knights Emant who bad heeome lost n the
Sorest of Laren, much to the gnnoyance of the serretive
Waood Elves who dwelt in the wild wood, In gratitude, many

of these Knights swore 1w stay w defend her and the chapel
against the many perils and fewdish focs that lurked in the. 2
forest. Gallantly the Knights defended their lady, but every © 3
day theie mimhers dwindled as one afier the other fell
wuliamtly in mertal combat amainst oll mamer of vile foes.

A1 Tong last, with hes retinue no more than thres Syuires and

o minstrel, Chanterelle decided o attend the tourney in @ 5
Quenelles w find some more Knights to join her retinue. In @
fear for the safety of her retinue, she choose to male the
perilous journey by way of the river Brienne, in two boats,
accumpanied by her relinue. 3

Alus. 1o noavail, for the boots were ambushed by an mnscen
Foe wha shet o huil of arrows from the thickets along the
Averbank, All of Chanterelle’s cscort were strack -down
around her and her hou somehow came adrift. The broad
stream bore he far away, and she wos never seen again.

Only her devoted minsuel Raineurt, in the oiher bout, 34
reached Quenclles alive, After recovering from his many

arrove wopnds; he composed the fuman lmuhéuldur:c_lnunum'- "8

La Dgmoiseite de Chalfnie forhis beloved lady: befars.
; gﬁling'himi;e]fin deapui.fli'mm-ﬂ{t tallest tower of the ety

Agravain suddenly realised that his own quest was
bound up with the pilgrimage to the lost arail chapel of
Challotte. “This morning 1 saw the Damoiselle de
Challotie in a vision,” confessed Agravain. “The Lady of
the Lake has called upon me to seck and rescue this fair
damsel.”

ware you mid?” cried Blondel. “She vanished hundreds
of vears ago. 1t is a foolish task, vou must be wrong.”

Agravain, however, wis now totalty in the grip of
religious fervour and would not listen to any reasoning
or commen sense. “The ways of the Lady of the Lake are
mysterious to us all, my friend.”

As aquickly as they could, Agravain's companions packed
ap the camp and girded their master with his armour. Tay
the time they arrived at the geail chapel in Quenelles, the
pilgrimage had already gone on its way!

LURKERS IN THE GLADES

The pilgrims sang with even mare fervour as they
rrudlged past the cerie wiysIones marking the borders of
Loren. They crossed the windswept heath withour
incident. but were not unwatched. Yolath the Elven
mage approached the column as 500n as it entered the
forest. “Why have you come?” he asked in Brotonnian.

“We scek the holy chapel of Challotte.” replied Aloys de
Momntjoie

“yi are about o enter the glades of my kindred, Turge
your b turn back!

“Your kindred offended us at the tourney of Quenclles,
now we demand this small recompensc. Tet us make
this peaceful pilgrimage!” replied Aloys arrogantly.

“[ see many armed men among these peaceful pilgrims.”
snicl Yolath with Elven sarcasm. “You do not know what
you bring upon yourselves. Once again | say, turn hack!™

Aloys pushed the mage aside and the pilgrims went on.

It was the beginning of winter in Loren and all the mrees
swere shedding their leaves. The King and Queen in the
woerd were already within the Oak of Ages awaiting their
rejuvenation in the spring. Lacking Ariel's wise counsel
the mages of the kindreds raised a band of restraint to
their warriors, but they eould not prevent the forest
defending itself. The waystones had been passed and the
spirits invoked! Shadowy forms began o close in on the
doomed pilgrims,

FIGHTING THE BATTLE

Porfious Pilgrintage is the third in a series of cncounters
hetween Wood EIf and Bretonnian forees. The
Rretonnians have blundered into the glades where the
Treeman Gwercus dwells with his rednue of Dryads.
These creatures become dormant in winter and react
savagely if disturbed. Thus provoked, the Bretonnians
are ambushed by Gwercus and the Dryads. They are
helped by their Wood EIf friends as it is the sacred duty
of every Winowl FIF to guard the glades in which the tree
spirits live, If the Bretonnians drive oft the ambushers,
any surviving Treemen and Diryads will abandon the
glades and seck a safer refuge 1o hibernate in. The
outceme of this batile therefore deeides whether the
Wood Bives have Treemen and Dryads in the final bartle,




THE BATTLEFIELD

The seting for the Perifous Filgrintage is the dense
Forest of Loren. The pilgrim column js struggling along
a winding boggy track when it is amhushed by the
Treeman and his Dryads who they have accidentally
awakened.

The ambush oceurs Jjust at the point where the track
forks to go around a marsh, Ser up the batdeficld as
shown on the map. Alrcrnatively, you can agree with
FOUr Opponent on a variation of the map w0 suit the
seencey you have avaifable,

The Armies

Bach player refers to the Bamle Scroll for his army to
choose his forces for the hartle. The Battle Seroll also
describes any special rules which apply, as well as victory
conditions, victory gains and tactical hirs,

Deploying for Battle

The Bretonnian army ig deploved first because they have
blundered into a Wood EIf ambush, The Bretonnians are
deploved within a 24" wide strip down the centre of the
table which is no closer than 18" to the enemy table
cdge.

The Wood EIf force is in a position o envelop the
pilgrims from three sides. Wood EIf rroops may be
deployed anywhere on the rest of table but not within 8"
of the Bretonnian deployment zome,

THE BATTLE

Who has the first turn?
The Wood EIf army has the first nupn

How long does the battle Jast?

Perilons Pilgrimage began in the lage afternoon when
the pilgrim column was besey by the “wild spirits of the
wood” who vanished back ingo the depths of the fores:
when the light faded. The bartle Iasts frar four twms, each
urn representing an hour of remaining daylighe.

VICTORY OR DEFEAT

Sudden Death Victory Conditions

If the Bretonndan reliquary wagon leaves the table via
the Wood EIf player's edge the Bretonnians win 3
sudden death victory at the end of that turn, When the
WAgOn passes through the outer ring of the sacred glade
the iron weapons and unguier hones in the Bretonnian
reliquary will break the sanctity of the glade banishing
any tree spirits who dwell there, Giwercus and  his
Drvads will wither ingg ordinary gnarled trees,

Victory Points
If the battle continues unil su nser, decide who has won
by counting up victory points as described in the
Warhammer rulehook, 1f viclory points indicare a deaw,
this is counted a5 a Bretonnian victory instead because
the pilgrimage has survived the ampush,

THE PERILOUS PILGRIMAGE - SCENARIO III

O

~ BRETONNIAN
- DEPLOYMENT
E ZGT?_I_E_ T

r

- BmETonnan (AR
DEPLOYMENT
e ONE - o

- WOOD ELF % L
DEPLOYMENT &%
o ZONE

& B, Woods O ¥ Marsh
AEMEFE Difficult Ground B Ditfieuit Ground

* Track




[ SCENARIO IV_|

The [ast pari of the Chanson de Challotre tells bow,
inspired by the vision of the Lady of Challotie, Agravain
rallies the scattered remnuants of the ambushed
pilgrimage,  With Agravain  in  command, the
Bretonnians march on v the boly grail chapel of
Challntte in deflance of the Wood Blees who bar their
waay. The final battle is fought before the nrighry Free of
shields on which are buong the shielos of ali those
Cheeesting Knighis wbo baee gone before never 1o relin.

AGRAVAIN’S QUEST

Agravain was not the only Knight who had arrived at the
grail chapel of Quenelles oo late to join the pilgrim
column. Many other Knights had ridden into the city
from the surrounding countryside hoping to join in the
holy pilgrimage. They intended o ride after the pilgrims
the next day, Among them were Questing Knights who
believed that the pilgrimage might lead them closer to
the grail as well as Knlghis Errant eager to prove their
worth by overcoming the many perils there would be on
a pilgrimage of this kind. When Agravain announced
that he had been inspired by a vision w follow the
pilgrimage, the other Knights unanimously proclaimed
him as their leader. As the new day dawned, they set off
along the muddy, rutted track towards the Forest of
Loren.

The Waywatchers saw this new contingent of Knights
entering the wood and reported it to the Council of
Mages. While the Wood Elves were deciding what to do,
Agravain and his band of Knights came upon the debris
of the pilgrim column, scattered about the glades. The
survivors soon gathered around the Knights who were
by now deeply enraged thar this peaceful pilgrimage had
been so reacherously amacked.

teravain and the more expericnced Knights organiseed
the remnants of the pilgrimage into a proper column of
march. capable of defending itself in enemy territory.
The pilgrimage took on an altopether more warlike
aspect, with Knights and soldiers now outnumbcring
the other pilgrims. Nothing was morc cortain to provoke
the Wood Elves into yet further desperate attemipts to
defend their glades. As for Apravain, he was fired not
only by a sense of dghteous duty to defend the pilgrims
Like the other Knights, but also by a secret personal
desire o fulfil his quest. [le was convinced thae this
could only be done by rescuing the Lady of Challoge,
wherever she might be.

COUNCIL OF WAR
As the Bretonnians penetrated deeper into the forest,
the Kindred of the Willows gathered for a coundcl of war
in the midst of their sacred glade. The debate continued
long into the night.

What have vou dong Athelwyn?” demanded Yolath the
mage pointing his finger at the proud young Elven
Prince. “Why have vou sticred up the Bretonni against

|} BATTLE OF THE TREE OF SHIELDS

.E 3

All the elders of the kindred who were gathered in the
council glade looked o Athelsyn o justify his actions.

“lL sought only to bring back the heidooms of our
kindred,” answered Athelwyn. “They are not meant for
their foalish games!™

The mage looked the yvoung Prince in the eve: “You took
parein rheir fonodish gamies and then made rhir misrake of
hreaking their rules! That s not the Elven sway,
Athelwyn!™

At this rebuke Athelwyn became sullen and downcast,
but he did not betray the fact that some of the younger
mages had been in sympathy with his cunning plan.
Nevertheless, his pride was hurt. The other Princes who
had gone w0 Quenelles with him were nobles [tom the
neighbouring kindreds. No doubt they would also meet
with the wrath of their Elders. The truth was that these
young Princes were rebellious against the anchority of
the Elders. The apge-old rituwals were stifling to the
younger Elves and the temptations of the outside world
gnawed ar their keen, enguirlng minds,

“I shall give back the chalice.”

“It is too late for that, the chalice is not enough. Give it
back by all means, try and appeass them, but you will
see that they are now demanding something more,
something that is impossible for us o give!”

“¥ou have spoken to them, what is it they really seek?”
asked the mage Idryth who secretly supported
Athelwyn's action.

“They seck the destruction of our sacred grove which is
on the holy island!™ replied Yolath.

B

The assembled Elders were aghast. The grove had stood
there for many gencrations, Why would the Bretonni ask
such a terrible thing of them? Yolath knew why. He wold
the council how there had once, long ago, been a
Bretonnian shrine on the island. Bur it had been
ahandoned and over the years the forest had crept over
the deserted raing o reclaim it back as s own, When
the Kindred of the Willows found a grove of mighty
willow trees prowing an the island, they had settled
there. From that time to the present, the kindred had
sung to the trees, as all kindreds did and the trees had
?,'nrwn |’.1L'I'I.ﬂ1.' ﬂ.l.'tl."l .Ttl'l:'.!l'lﬂ.

“Now the Bretonni wish to retumn,” condnued Yolath.
“And with them will come the plagues and wars and
noisc and axcs and lirgs and iron and ploughshares and
hunting!”




At this the council became very angry, Athelwyn was
gripped by deep remorse,

“What can we do, Yolath?” he asked, his voice sofiened
b the weight of remorse.

“There are only two things we can do. The kindred can
abandon the sacred island and migrate deeper into the
wioods, or they stay and defend themselves!”

The matter was debated furiously by all the Elders. No
one wis for migrating,

Olweth the Old spoke what many were thinking. “Our
sacred groves 15 a umgue place, nowhere else do the
willows prow so big and so strong as they do here.
Therelore T say we should prowct the glade!”

Elthryn asked, “Could it be that there is something here
which is calling our io the Bretonni? Many of their
Knights have come here over the years sceking
something, and if they could not be frighrened away, we
fought them. Now they all come at onoe in a great arong,
pechaps we should stay our hand and let them take away
whatever it is that they seek.”

Then Yolach, decp in wisdom, spoke again: T fear tha
wharever calls to them is hidden in the ruins beneath the
roots of our sacred mree. The Bretomni would cut i
down just o possess whatever is entombed benearth it.”

Athelwyn knew that he could not let this happen. “They
will not barm a single wee while 1 still live!”

At this rousing cry all the warriors of the kindred vowed
toy standd by Athelwyn in defence of their glade. Word was
sent o the other kindreds so that their wartions oo
could eome and help.

AGRAVAIN'S DREAM

Meanwhile, the Bretonnians rested for the night not far
from the sacred glades. Agravain had posted a cordon of
vigilant Squires around the camp amnd the Knights
gathered into small groups around the campfires to
sharpen their swords and grease their armour, while
their servants grilled frogs™ legs and snails with wild
garlic fenmn the forest.

That night Agravain dreamt once more. He saw the same
lady drifting alone in a boat on the river. Her expression
of despair gave way to one of resignation to her fate. She
took a shining chalice out of a casket and dropped it
into the water. Then she took off ber rings and jewels
and likewise cast them into the murky depths. Lastly she
ook up a phial and put it 0 her lips and drank the
conrtents, Then she laid down in the boat and closed her
cyes. The boat disappeared into the mists.

Then Agravain saw the hoat once again, cavghr in the
roots of o willow trec. He saw Wood Elves approaching
it stealthily from all sides and watched as they took up
the: limp body of the lady and wrapped her in a mantle
of leaves. Then they bought her up the riverbank,
through the trees and overgrown fields and into the
crypt of the grail chapel that was on the island, They laid
her down upon a bed of Aeur de lys and then took staves
of willow and wove them into wattles with which they
barred the door and every window of the chapel. So
slillfully did they weave the willows thit soon no vestige
of the: chapel could be seen at all.

Agravain awoke, grealy perturbed, To bim alone had
been revealed the Fate of the Lady of Challote. However
there remained one last gquestion. Had the lady taken
poison in a last act of defiance against her foes? If so.
why had the Wood Elves gone to such grear efforts 1o
imprison her forever? Perbaps she was not really dead.
omly sleeping. Perhaps the potion had been a spell o
ol the Woukd Blves. Then Agravain thought of all the
Questing Knights who had been drawn into the forest
over the centuries. Knights who like himself had seen
the very same visions, but failed the test and never
returned. Many must have been led astray by glimpses of
the fairy queen of the Wood Elves. or mischievous
Dryads, flitting among the wees. Now their shields bung
from the Tree of Shields. Dbviously only one Knight was
destined to find the Lady of Challotte and hreak the spell
by waking her from a sleep of a thousand years. The
Lady of the Lake had led Agravain this far and honour
demanded that he should not fail her now

THE TREE OF SHIELDS

The Bretonnians entered a broad, open glade of willow
trees, The ground all around was marked by the ridges
and furrows of the desened peasant ficlds of long ago.
now covered by long grass and brambles, They stood in
the midst of the long-lforgoten village of Challowe
Separated from the glade by a shallow, reed-choked
marsh was a small island dominated by cnormous
willow wees of grear antiguity In the middle of the
island was & mound and growing upon it was a gnarled
willow ree, its roots embedded in crumbled mortar and
masonry. This mound, overgrown with vy and moss,
wis all thar remained of the venerable and renowned
grail chapel of Challotte.




However, there was something between the Bretonnian
host and the objective of their pilgrimage. The warriors
of the Kindred of the Willows were deawn up in full
hattle array on the island, The Bretonnians who were
now within sight of the chapel of Challote were
certzinly in no mood o tuen back. Agravain and two
other Knights rode forward to pacley with the foe, as was
the Bretonnian custom. “There is no need for
bloodshed,” declared Agmvain, “All we ask is that you
allow us to restore this muined chapel of ours and permit
the pilgrims to come here from time Lo time. We ask this
i recompense for the insult w our honour at the
tourney of Quenelles. What say you?™

wrhelwyn, whi knew some Bremnniin words, rode
forth 1o give the answer of his kindred: “The chapel of
which vou speak no longer exists. The saceed reee of our
kindred growws here now! We shall nor suffer it to he
hewn down by your axes. Take this chalice and he gone
from this place. Trouble us no more with your
superstitions or we shall hang your shiclds upon the
rree with the others!™ Wirh thar, Arhelwyn hurded the
chalice inte the no man's land between the battle lines
and all watched as it sank slowly into the water amid the
reeds and vanished.

Agravain and his companions gazed up into the gnarled
branches of the tree. Hung upon them were several
battered old shiclds, They all recognised the questing
symbuols upon them. Anger stirred in Agravain’s heart as
e looked upon the proud heraldic blazons, now mere
rrophies of the fairy folk with which o wune the honour
of Bretonnia! In his fury, he called over the waters o

BATTLE OF THE TREE OF

Athelwyn. “Then the Lady of the Lake shall decide oor
Eate,” and galloped back ro take his place ar the head of
the assembled war hosr.

Steadily the Bretonnian bost advanced towards the
Wil EIF position, the contingent. of Men-at-arms from
the Faunberg de Mayonne singing their rousing batde
song the Mayonneise, as they approached. On a signal
from Agravain, the Knights drew their swords as one.
The barle had begun.

FIGHTING THE BATTLE

The Heafile of e dree of Muelds 1s the final battle
between Bretonman Knights and Wood Elves described
in the famous Chanson de Challotte, The outcome of
this battle decides whether the Bretonnians capture
their long lost grail chapel and whether or nor the Wood
Elves are driven out of their sacred glade.

Ultimaiely it also determines whether Agravain discovers
the mysterious meaning of his vision and [ullls his
guest. Agravain does not know what o expect if he lives
to reach the grail chapel. Conld it be possible thar the
Lachy of Challotte has remained asleep within the ruined
chapel, imprisoned by the roots of the ree for cenrries,
awairting only a kiss from a valiant Knight to awaken her?
I5 she the Lady of the Lake and will she reward Agravain
with a sip from the holy grail? Is the Lady of Challote the
spirit of the land itself which is erving out to be restored
tor Bretonnda? The answer lies beyond the bows of the
wiood Elf warriors!

SHIELDS - SCENARIOIV
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THE BATTLEFIELD

The Battle of the Tree of Shiclds akes place in a wide
glade. Clumps of trees stand on cither Hank of both
armies who face each other across an area of open
ground that was once Bretonnian lields. The grail chapel
Is separated from the rest of the batleficld by the
shallow, marshy rivulet inwo which the chalice was
throw. This is fordable, but counts as difficult ground.,
It enters and leaves the table via the Wood EIF edge and
curves around to enclose moest of the Wood EIF hall of
the table.

Behind the Wood EIf position looms rhe  gigaontic
wizened willow tree: the Tree of Shiclds, with its roots
embedded in a fairy mound. The ruins of the old grail
chapel of Challotte promude from between its roos.
Deep within is the wypt of the chapel. Arrange the
scenery as shown on the map. Alternatively, you might
like to agree with your opponent on a variation of the
battleficld to suit the scenery which you have available.

SPECIAL RULES
The Mists of Challoite

Athelwyn made a bhig mistake when he threw the
enchanted Chalice of Chanterclle into the marsh. Almost
immedidtely a strange mist begios to rise rom the
waters. The old magic of Chanterelle has been invoked
and overflows as an enchanted mist which has rwo
important cffcets on this battle. Firstly the Woad Elves
suffer -1 to hit on all their shots when shooting over the
marsh. Secondly, any wounded Bretonnian characiers
who enter the warers will be miraculously healed and
regain their original number of wounds, This can only
happen onee in the game for any characrer,

The Armies

Each player refors to the Battle Scroll for his own army,
in order to choose his [orces [or the battle. The Barde
Scroll also describes any special rules that apply, as well
as victory conditions, victory gains and ractical hints.

Deploying for Battle

The Wood EIf army is deployed first. The Wood Elves
may be deploved anywhere within their half of the table
Scouts and Waywatchers may wuse their special
deployment rules and can be placed on the mble after
the Brewonnians have deploved.

The Bretonnian army deploys after the Wood EIf army
has deployed. The Bretonnians are deploved no closer
than 12" to the centre of the table and no closer than 12
o the side edges.

THE BATTLE

Who has the first turn?
Both players roll a dice and the highest scoring plaver
has the first tuen.

How long does the baitle last?

The Batile of the Tree of Shields began carly in the day
so there was plenty of time for repeated Bretonnian
artacks upon the Wood Elves. To represent this the game
lasts tor six turns. The battle ends when the sun sets.

VICTORY OR DEFEAT

Sudden Death Victory Conditions

It Agravain himself is slain or fees the field, the faith of
the Bretonnians will be shaken and they will give up the
fight and leave the [orest, The Wood Elves will therefore
win a sudden death victory ar the end of the turn.

At the end of any turn in which there are no Wood EU
defenders left on the island (ic on the Wood Elf side of
the marshy who are not fleeing, the Bretonnians win 2
sudden death victory, because they have captured the
tsland,

Victory Points

If the two sides continue to batde until sunset, decide
who has won by counting up victory points as described
in the Warhammer rulebook. In the event of a draw on
victory points this is counted as a Wood EIf victory
because it means that the Kindeed of the Willows have
tenaciously held on to their sacred grove.

In the days that follow more warriors will come from the
other kindreds, tipping the balance overwhelmingly in
Ervour of the Wood Elves. They can then expect to hold
on ta their glade for a long dme 1w come and preven:
any further Bretonnian pilgrimages. The quest remains
untulfilled.




APPENDIX I

THE CHANSON DE CHALLOTTE

The actual armies that took part in the baities around Qued
pieced together from the Chanson de Challotie.
describing the gallant exploits of Hretonnian chivaliy and sa)
comunon soldters or their Wood Fif opponents!

Neturaily the chanson expends marny words

efies and in the Forest of Loren can be

s rarther less ebond the Inemble

THE TOURNEY

THE TIDE OF BATTLE

The best way to tell the events at the Tourney of
Quenelles is to quote the relevant verses of the Chanson
de Challotie. After several verses describing the Favours
of the Lady Melisande, the outcome of the tourney is
described with a separate verse for each joust Please
bear in mind that they lose a lot in translation froom the
Bretonnian version.

FIRST JCHIST
Gaufrey de Quercy is unhorsed by Gyfoeth of the Onken Cilaies
Guaufrey de Querey, spurred on his charger
no galloat Knight cauld have siruck harder
his adversary’s shield, that villain of fairy ruiels
cwmning Gufortl of the Qaken {Cileieles.
With guile sly Gyfiorth swung fix lunce
io strike gotlant Gaufrey perchance!
Genefrey wars unforsed and tumibled dawn
and s was felled a valtanr Knight of sieelt PeR v
by peiselvedd of ar Elven Prince so high
o eipsed the moble Melisande e cry

SECOND JOUST
Guilbert de Bois d’Awuverne ix unhorsed by Aelfrye the Tal
Cuilhert de Bois d Anverne hod nothing el i fearn
of Jonsting with the fance wihen he toak i e
To ricle forth ugeinsi bad Aelfrye the Tall

the sy EIf dodged the lance which saved fine from a full

and so they charged again, the EIf Prince was ucfept
brave Guilbert was run throngh and oll the ladies wepi.

THIRD JOUST
Agravain de Bean Quest unhorses Bloedh the Bold
Fretannian fonmer rested o rave Agravain de Beau Chiresi
a Kaight af such accomplishment, hie clearly wee the hest
of all the Breipnnian Knights. Against Bloedi the Bold
st derd @ secret charmed shield or so we aie tald
hut Agravain had the iress of Melisande so Suir
of such o thing all seouneiels should beware!
Fur fuiry shields are certaindy not proof
ergarinst a fody s favous ¢ Bloedh so arrogant and aloof
quickly founed himself upon the gronmd
and was laughed off the field by riude prosaies all around!

FOURTH JOUST

Jean de Ponthiew is unhorsed by Athelwyn of Athel Loren
Then out rides gallen Jean de Ponthiey
but Athelwyn the bad weas meant for you!
A destiny et your did rot deserve
mobbed the noble lady whom Yor seive
[rom vour coulteaus compaly ench div
when Athehvn the wicked did you slar

FIFTH JOUST
Rene de Guyenne uakorses Cuthrun the Warlf
Rene de Ginvenne find seern the fairy ek
of swiping with the lunce tike o peasant’s stick!
el s when e chaveed fovth against his noble foe
Crathrun the Wolf was sly but else rather sdow
nat a manch for Rene with hix fance so fost
and twice wounded fell upon the grownd at layt.

SIXTH JOUST

Louen d'Artois wnhorses Wykas of the Wiehelms
Lauen d' Arteis, so modest, brave and bold
of whase gallaniry so many redes are wld,
war sbilled eaongh to unlorse aiyone
cndd Wkas of the Wyckielars wey the ane!
Both Knights struck each other with the lanee
and forsooth if Wes a very Jucio chance
shuet Brve Lowen was rel kracked upon the growd
for Wake the wily EIf had drmk a Jedien
ariel of this cumning deed we hend e notton
bt honowr wlways prevails against a spefl
he met Eowen's fance aad on the grovnd he fell.
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CHANSON DE CHALLOTTE

JOUSTING TEAMS

The teams included equal numbers of Knighis, As the
two armies have different points values o represent the
differing skills of their Enights, the points values of the
two tcams are not equal, Values Tor the contenders are
included because survivors will fight in the final bacle,

BRETONNIANS

Agravain de Beau Quest .. ...... 138 points
Agravain is aemed with a sword, lance, heavy armour
and shield and rides a barded warhorse. He has the
Queesiing Virtue and the Virtne of Devation. Agravain’s
favour is the Tress of Mefisarde.

Jean de Ponthien ....... e s .. 103 points
Jean is armed with 2 sword, lance, heavy armour and
shield and rides a barded warhorse. e has the Chiesifng
Virtwe umil the Virtae of the Jowst. Jean's favour is the
Gearter of Melisande.

Rene de Guyenne .. ....... o+« 103 points
Bene is armed with a sword, lance, heavy armour and
shield and rides a barded warhorse. e has the Qwesting
Virfue and the Virtue of Furity. Rene's favour is the
trirddle of Melisande.

Louen d’Artois . .............. 113 points
Lowen is armed with a sword, lance, heavy armour ancd
shield and rides a bacded warhorse. He has the (resting
Virtue and the Virtue of the fmpretuous Kwight. Louen's
favour is the Kirtle of Meliscnde,

Guilbert de Bois D'Auverne . .. .. 113 points
Guilbert is armed with 2 sword, lance, heavy armour and
shield and rides a barded warhorse. He has the (Juesting
Virtue and the Virtue of Valour. Guilbert's favour is the
Wimnpde of Melisande.

Gaufrey de Quercy ........_.... 98 points
Gaufrey s armed with a sword, lance, heavy armour and
shield and rides a barded warhorse, He bas the Queesding
Virfue and the Virtie of Discipline. Gaulrey's favour is
the Verl of Melisande.

e e e e e

Historian’s Comment

Opn the Bretonnian ream, .'|¢q1'r.ll':r.'n, Bene and Lauen
unhorsed their opponenis. On the Wowd La:l' féam
Athefwyn, Aelfrye and Gyferth succeeded in onhorsing
[ three Bretonnian Knjghts, The contest was therefine o
draw and so a further ser of jousts would be in wrdvt 1o
decide who should Iflt’l.ll}_{ﬁI!{!.' claim the chadice. Flowever,
By this tme the Baedde of the Tents war raging 5o
Athelwyn and his companions, with scant segard for the
rules of hanour, ook the oppertunity to make haste

avty from e touzigy knowing that the prizes were now

R e
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TOURNEYS AT QUENELLES

The el town of Queneiles is renowned for the |
many splendid tourneys which are held there. A
least four times a year a cavalcade of Knights
anl Their retinues throng the ruited iraeks and
country roads en their way fo the lonrey ai
Ouenelles. These tourneys oare held  in
mic-winter, sprine, wid-summer and farvest
tine, The festivities are timed to coincide with
religions holidays and so there will often be a
sucred aspect fo the event. Sometimes a holy
velic is displaved as the prize. This might be a {
sword reirieved by a gallanr Questing Knight
from a ruined grail chapel that had become the
lair of @ monster, or @ chalice of such fine |
11:@?-};':@1{:11_9;11’.11 thet if iv consideved o be ke the
arail itself, except by credulows and naive
peasants who think that it is the real thing!

i e et

It iy nor surprising then, that the rourneys at
Guenelles atiract more Questing Knights than
any oiher tournameni. Kmnights Errant, often
seeking o win their spury and the hand of a
noble lady, tend 1o gather at Couwronne or
Porrervan which are swrrounded by orich feuwdal ]l
domains. There are always some which lock a
Knight to defend them. Quenelles, on the other
hand, Incated as it is near jo the secret Forest of
Loven, has ahwovs fied a strong association with
the perils and mysieries af ihe prail quest,

WOOD ELVES

Athelwyn of Athel Loren . . ... . .. 174 points
Athelwyn is armed with a sword, the Star Lance, light
armour and shield, and rides a barded Elven Sreed

Aelfrycthe Tall . ....c.c0vnn . . 166 points
Aellrye is armed with the Heart Seelker Sword, lance.
Tight armour and shield, and rides a barded Elven Stecd

Cuthrun the Wolf ............. 136 points
Cuthrun is armed with the Sword of Might, lance, light
armour and shicld, and rides a barded Elven Steed.

Gyferth of the Oak Glades . .. ... 121 poinis
Gyferth is armed with a sword, lance, light armour and
shield, and rides a barded Flven Sweed. Gyferth has a
Jadde Awierdet.

Wykas of the Wychelms .. ....... 126 points
Wykas is armed with a sword, lince, light armour and
shield, and rides a barded Elven Steed. Wykas has a
Patian of Strength concealed about his person.

Bloedh the Bold . ... .. ........ 120 points
Bloedh is armed with sword, lance, light armour, the
Charmed Shiedd, anc rides a barded Elven Steed.




BATTLE OF THE TENTS

THE TIDE OF BATTLE

Onlv one verse of the chanson describes the despicable
EIf treachery at the Battle of the Tents, tyut the battle was
sor much for Bretonnian minstrels to boast about! As
<son a5 he was alerred, the Castellan hasily gathered
come men and sallied forth rom the gatchouse. By the
time he reached the tens, the Chalice of Chanterelle
was already concealed beneath a wood ERIf cloak. The
Casrellan sent his Seuires around the enclosure o Ty
snd cut off the thieves rolrcat while he led o
companies of Mcn-at-arms rowards the prize pavilion. A
few Squires fell to arrows from Wood EIF Seouts haking
in the trees, but the rest charged headlong into the
camp in 2 vain attempt 1o ride down the Wardancers
emerging from the pacvilicm.

41 the same time, the Castellan led his Men-ar-anms in i
reckless charge into a dense mass of Glade Guards and
srchers standing  defiantly between him aml ithe
pavilion. The Archers scampered oft, with the Casrellan
and his Spearmen in hot pursuait while the Halberdiers
clashed with the Glade Guards.

The Flves though, were rather skilled wirth their long,
stout spears and got the hetter of the Breronnians who
couldn’t use their shields while wiclding clumsy
halberds. The sight of the flecing Halberdiers threw the
Spearmien inig @ panic as well, quickly followed in their
flight by a handful of Squires heating 2 capid retreat from
another nasty encounter with the Wardancers.

ss for the Bretonnian howmen standing at 2 sale
disrance, they could barely sec any Elves to shoot at. The
Castellan, always o man to lead by example and now in
2 real knightly rage, spucred his charger on into the
Wood EIf archers rallying in front of him, He shrugged
AT thelr aiuws, most of which glneed off his armaour,
2nd crashed into the enemy, taking on all of them single
handed as he flailed at them with his morning star.
sithough the agile Elves proved difficult to hit, his
heroism shamed the Speanmen enough to make them
rallv o their banner and rejoin the battle,

But it was too late. In the fading light, all the prizes had
already been stolen and whisked away by Warhawk
fiders suddenly swooping down from the sky.

Historian’s Comment

- Ti was a viclony qj'mr:mnu- and ayility over hrite force ind
righteous indignation! The Castellan flt that his ioraur
wirs so slighted by the thefi of the prives that he begjed
“the Dube to give him Jeave t join the perileus pilyrimage
i redeem himself) The Duke soplied tbut T conld mot
spare such o good man from his retinie und alse thal
since the Castellan's tusk was ro guard the cstle ot the
tourney field, his reckless sinygle-handed charge fad been
sthane and heyend the call of duty and has honour wis not

In cyr-‘.ﬁ{!:m.

BRETONNIANS

Castellan of Quenelles ......--- 107 points
The Castellan is armed with o hand weapon {morning
stary, heavy armour and shield and rides a barded
warhorse, Tle has the Knight's Virtue and the Virgie of
Krightly Temper.

The Mewn-at-Arms of the Fauberg de Mayonne

1init of 20 Men-at-Arms . . . - . .- -~ 198 points
Armed with spears, light armaour and shields. The unit
includes a standard bearer and musician.

The Men-ai-Arms of the Donjon de Quenelles

Unit of 20 Men-at-Arms . . .. ... .. 220 points
Armed with halberds, light armour and shiclds. The unil
inclndes a standard bearer and musician.

Mounted Squires of
Le Duc de Quenelles’ household

Unit of 10 Mounted Squires . .... 216 points
Armed with spears, light armour and shields. The unit
includes a standard bearer and musicin.

Le Chasseurs de Le Duc de Quenelles

Unit of 10 Squires . . ... voovv -0 72 points
The unit is armed with spears anel includes a standard
bearer and musicin.

The Bowmen of the Bastion de Fer

Unit of 15 Bowmen . . .. ..o 170 points
The unit is armed with longhows and light armour and
includes a standard bearer and musician.

Total Points Value: 983 points




WOOD ELVES

BN s e e 134 points
Armed with a hand weapon, longbow, Hail of Doomt
Arrow and light armour.

Idryth the Mage ........... .. . 62 points
Armed with a hand weapon and longbow.

Glade Guards of the Willowglades

Unit of 16 Glade Guards . .. ... .. 180 points
The unpit is aomed with hand weapons, spears and
shields and includes a standard bearer and musician.

The Deerstalkers

Unit of 5 Scouts . .... . . . . BO points
Armed with hand weapons and longbows,

- ow e s

Watchers of the Willowghades

LInit of 5 Waywatchers
Armed with hand weapons and longbows.

Wthyl's Willowsingers

Unit of 5 Wardancers .. ........ 100 points
Armed with two hand weapons,
Greencloaks
Unit of 10 Archers . ........... 110 points
Armed with hand weapons and longhows,
Taroc the Slayer
Champion - .. ...... vee s s 70 poOintS

Armed with a hand weapon, spear and shield and rides
a Warhawk The Champion is accompanying the
Warhawk Riders.

Taroc’s Falcons

Uuil of 5 Warhawk Riders ... .. .. 170 points

Armed with hand weapons, spears and  shields.
Accompanied by Taroc making a unit of 5 Warhawk
Riders plus champion, totalling 6 models in all.

Total Points Value: 996 points

THE PERILOUS
PILGRIMAGE

THE TIDE OF BATTLE

Mot much is revealed in the chanson abour the fare of
the pilprimage except that it was ambushed in the Forest
of Laren and thanks to 2 miracle of the Lady of the Lake.
the pilgrims were spared from certain destruction.
Reading between the lines, extolling the virues of Aloys
de Montjoie and Eleanor de Quenclles, we may
conjecture the actual sequence of events deep within
the forest on that dark winter evening.

As the column of Bretonnian pilgrims followed the long-
forgotien path to Challote, they encountercd a fork
where the path went cither side of a marsh. They paused
o+ decide which way to go not realising thar the Wood
Elves had cunningly chosen this spot to ambush them!
They were about o ender the gladc of Gwereus, the
home of a mighty Treeman and his Dyrads, who were
said to have guarded the approaches to the sacred glade
of the Kindred of the Willows,

Led by Gwercus bimself, we must imagine the Dryads
suddenly emerging from the dense forest on the flanks
of the Bretonnian colamn while more barred the way
ahead and arrows rained down from unseen archers
concealed in the woods. Aloys de Mongoie sent the
wagon on ahead by the most direet route while he
formed a rearguard with the Knights and Mounted
Squires. Many unarmoured foot Squires running ahead
and heside the wagon doubtless fell immediately to the
sudden hail of arrows from hidden Waood EIf scouts, This
left the reliquary wagon trundling on hauled by the
pilgrims, sl singing and indiflerent o the danger!

The chanson thross most light on the part played by
Eleanor de Quenelles in the hattle. Apparently 1yr the
mage appeared from the trees uliering dire curses which
did little to deter the valiant Knights, but unncrved the
Men-at-arms behind them. Eleanor of Quenclles spurred
on her warhorse, invoking the Lacy of the Lake 10
hearten the Knights and raise any curses that might be
upon them. At the sound of her blessed name, the
mighty Treeman stopped in his soride andd became
rovted to the spot as if held Fast by unseen hands, while
a group of his Dryads spontaneously burst into flame.

The Diyads undoubwdly caught the Knights and
Mounted Squires before they were ready to charge. Bur
the brave Knights and Squircs stood their ground
valiantly, evenrually gaining the upper hand. While this
was going on the Wardancers, secing the reliquary
wagon proceeding relentlessly towards the sacred
glades artacked it only 10 be hurled back by a magical
force beyond their understanding. The sight of Eleanor
defying the for on her own gave renewed heart @ the
Men-at-arms of the Castellan de Quenclles who rallied
to their standard some distance back along the path.




It would cermainly take all the faith and power of Eleanor
o hold back Grwercus, gnashing and failing to be free of
her spell so that he could wreak vengeance upon the
Enights locked in mortal combat with the Dryvads, We
know that all the gallamy Mouwneed Sguires fell bovally,
guarding the backs of their beloved lords from these
demented creatures. As it says In the chanson, “Never
had Knights such honourable and worthy retainers!” A
band of cunning Waywatchers concealed on the other
side of the track crept out of the woods behind the
Breronnians and shot at Eleanor de Quenelles. She was
picrced by two arrows and it was truly a miracle that she
was not shain, bur instead she defianty broke off the
shafts, determined that nothing should break her haold
upon the Treeman, The Men-atarms rushed forsard
and made a wall of shields around Eleanor.

As the light aded, things were no doubt looking grm
for the tired and bleeding Bretonndans. The pilgrim
column was in a total shambles with slain Squires strewn
along the forest path, Knights scattcred among the trees
pursuing clusive Drvads and the reliquary wagon was
nowhere to be lound. Indeced it was totally separated
from its escort and would be casy prey, if any of the foe
could get near i,

The enemy were gathering in the trees for another
assault. To make maners worse, Eleanor's hold on
Gwercus was failing as she began o faint with loss of
blood from her arrow wounds, allowing the mighry
Treeman to lurch forward ar last, uttering a great deep
groan of trivmph and anger!

Then the true miracle of the pilgrimage occurred.
Gwercus suddenly let out a mournful cry of despair.
soon the wailing was taken up by the Wood Elves
concealed in the forest on all sides, The Bretonnians,
taking this for a war cry, muttered their last prayers in
readiness for certain death. However, the keening
became more distant and Gwercus  himsell had
vanished, or at least, could no longer be distinguished
from the old gnarled rees of the forest. Dazed and
surprised, the Bretonndans fell upon their knees to give
thanks to the Lady of the [ake for their amazing
deliverance!
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BRETONNIAN PILGRIMAGES

Bretonnians are deepdy religlous people. Afl
t Bretonnians, ne matier wied their status may be in
the fendal order, revere the Lady of the Lake and ‘]
L pur their faith and vust in her Whereas Knights
b can always redeem emselves or seek virnie by
going on the grarl quiest, commoners and ladies 1
} cannat do this and so they set out an pilgrineages. |
The object of the pilgrimage will often be a famous
grail chapel of grear sanetity, or a lake or spring 4
sacred (o the Lady aof the Lake, To drink the warers
or pray ai the chapel ensures good forfune, becaiise
e place iv Bessed with the benign magic of the
Lady. The hardships of the journey and its perils
are endured with a steadfast foriitude that comes
from the piigrim's unshakable foaith. ]
S
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Historian’s Comment
What could have caused the Wood Ehes to lose
heart ar the very momenz of vicrory? It was the
¥ wagen bearing the sacred relics of Quenciles!
'_ It had finally passed through the outer ring of
. the suered glade. It is & well known fact that no
. mtJJr'ecI (_ijron mdy be taben into u_ﬁ.r;'g‘ cg.!’u;fc,

ﬁ]r this hase and pmﬁmr_’ metal disturhs the &

.mdiujric -:‘Jfﬂ::: Hfm.!"c und banishes rf:lcﬁ’ie:rtf f y Lree
- spirits. Al Woad Fhves obey the han, and :Jhi"[{j'.'. i
- fang up any iron weapons they indy possess vwell
ﬁ -outside the sacred ring of trees. The Bretonnian _
é’: weapans were c_}f iton and the reliquary of '
¢ (ueneller conteined nat enly rusting  refic 4
S oswords and armour but also the ery bones l_:f'

warlike Knights! Cwercws and his retinue fost

heare in the battle without realising how close
I they were to destroying the pilgrimage. By
: l"rnfn"iin(;]rj.'?.fr Coverens, Eleanar pmﬁﬁb{;‘ saved. g
| not Unfr the refliquary uugunﬁtim destruction,
. but the enire pilgrimage. Such is the power of 4§
Bratonnian feith! Gwercus never moved  nor 1
spoke crgain, much to the sarrow of the Wood 4
E}VUJ nﬂ." I]fJTL"f_T l-l»-'ll-][! 1[?(3& PUJ‘T _I'I]‘ C.Ir_]c {,i']'i]‘.r][fx,r'l‘ ]
retreated to the innermost SANETUTY where the

| rest of the kindred were already gathering.

BRETONNIANS

Aloys de Montjoie . .. .......... 117 points
Aloys is armed with a double-handed broadsword, heayy
armour and rides a barded warhorse. He has the Graid
Virine and the Viviue of Knightly Temper.

Eleanor de Quenelles . - 202 points
Eleanor is armed with a sword and rides a barcded
warhiorse, She has the Poifon Sacre.

Arnaud de Botron

Battle Standard Bearer . .. ...... 131 points
Arnaud is armed with a sword, heavy armour and shield
and rides a barded warhorse. He has the Knight s Virtue,
Virteee of Discipline and carries the pilgrimage banner of
the grail chapel of Quenelles which is a War Sanner.

Questing Knights

Unit of 5 Questing Knights . .. ... 205 points
The Questing Knights are armed with swords, lances,
heavy armour, shields and ride barded warhorses. The
unit ineludes a standard bearer and muscian,




The Men-at-Armis of the Fauberg de Mayonne

Unit of 20 Men-at-Arms . .. ...... 198 poinis
The Men-a-arms are armed with spears, light armour
and shields. The unit includes a standard bearer and
musClan.

Mounted Squires qf
le Duc de Quenelles' bousebold
Unit of 5 Mounted Squires ...... 90 points

Armed with spears, light armour and shields.

Le Chasseurs du Duc de Quenelles

Unit of 9 Squires ..........0... 3% points

The unit is armed with spears.

WAQOH .« .ovu.. s e e 0 points
The wapgon carries the Religuary of Quenelies.

Total Points Value: 997 points

WOOD ELVES

Gwercus the Treeman . ... ...... 280 points

Lyr the Flusive, Mage .......... 02 points
Armed with a band weapon and longhbow.

Dryads of the Willowgroves
Unitof 5 Deyads _ . _ . ______ 175 points
Dryads of the Sacred Glade

Unitof SDryads .............. 173 poinis

The Deevsialkers

Unitof 8 Scouts . ............. 128 poinis

Armed with hand weapons and longhows.

The Pathfinders

Unitof 8 Scouts .............. 128 points
Armed with hand weapons and longbows.

Warchers of the Willowglades
Unit of 5 Waywatchers . ........ 90 points
Armed with hand weapons and Tongbows.
Wasthypl's Willowsingers
Unit of 10 Wardancers . . .. ...... 200 points

Armed with two hand weapons.

Total Points Valne: 1,238 points

THE BATTLE OF
THE TREE OF SHIELDS

THE TIDE OF BATTLE

It is not surprising that the Chanson de Challotie gives a
vividd description of the Batde of the Tree of Shiclds,
albesit from the Bretonnian point of view, since Blondel
the author of the ballad fought in the battle himself!

Athelwyn, accompanied by the Elven Princes who had
survived the ourney was joined by Glade Riders from
the Kindred of Equos who had ridden in to help. These
were well placed to make a surprise flanking attack on
the advancing Bretonnians,

Agravain guessed that the Elhves would trv to outflanle his
army, 50 he gave the Grail Enighis led by Aloys de
Montjoic the place of honour on the fare right of his line.
They formed up in Tance formadon with the Knighis
Errant next (o them. Agravain hoped chat the
impetuosity of the young Knights would lead them
forward provoking the Elves to reveal any Pank amacks.
The Grail Knights would then be well placed to strike
the flank of the attackers. On the extreme fank, were
the Squires of the Knights who had ridden with
Agravain, including Blondel and Jules. Their task was to
beat the thickers on the edge of the glade,

In the centre were Questing Knights and Agravain
accompanied by several Knights from the tourncy of
Quenelles escorting the Lady Bleanor. These gathered
pace towards the marsh in order 1o take the island of
Challowe. On the lelt were the Men-atarms of the
Fauberg de Mavonne, their numbers now reduced {rom
the previous battle, and the celiguacy wagon,

e

| THE LECEND OF THE TREE OF SHIELDS
Everyone in the dukedom of Quenelles, and many |
bevond, has heard the legend of the dolorous Tree of
1 Shields. It way rumowred fo exisi deep in the
of Loren, and features )
coprominenily in many chonsons, especially the
- fumows Chapson de Challotie, According o the
Aegend, the free s hung with the shields of gallant
Cuesting Knights who mer a ivagic end somewhere
in the forest. They were led into the forbidden vealin
by their visions and dreams, and vace they entered
they never retwrned. Then, when their faithful
- retainers and kinvmen weni after them, ihey tao
- were never seen again. Thus the aged houghs of the
s tree becams weighed down with the shieids of the
[ brave, an insult and challenge 1o all the proud
chivatry of Bretonnia!

Camysterious  Forest
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wrrows began o rain down on the Knights from the
woods as they drew closer 1o the island, mysteriously
shrouded in mist. Hidden in the trees was Lyr the
Flusive with two of the magle ltems stolen at the
tourney. He scattered the acorns, bur due to their great
age. only one Dryad sprooted from them, He planted
the Old Seaff and fell back as it grew into Guath, a
Treeman of vast and menacing propoctions, who let out
a great groan that could be heard across the glade,

[he Questing Knights crossed the marsh, with Agravain
and his retinue dose behind, On the lefi, the Squires
had raised some Wardancers from their hiding place anel
were milling around in confusion orving o hit them with
their boarspears as they dodged and wove among the
borses. Athelwyn leading the Wood EIf riders broke
cover and charged, hoping to caich the Bretonnians in
the flank as they crossed the marshy rivuler. The Knighes
Errant immediately wheeled w face them, bur were met
by the ferocious Guath, Another confused and indecisive
melee broke out, with the Knights being unahle to harm
Guath with their lances while shielding themselves from
his Hailing blows.

secing Athelwyn, arch-cnemy and cause of all the
ouble, leading the Elven Princes, Aloys de Monrjoie
could barely contain his anger He spurred on his
warhorse and led the Grail Knights in a thundering
charge aimed directly at Athelwyn himself With two
mighty blows from his broadsword, Athelwyn was hewn
down. Those Wood Elves that saw their leader fall were
shaken and began to retrear back across the marsh,
Others reacted with anger and a desire for vengeance,
I'he Grail Knights were suddenly beset on all sides by
Elves including Yolath swooping down from the sky. Two
of Athelwyn's companions, Aelfrve and Ultheyn, set
upon Aloys de Montoie and were soon juined by the
Glade Riders. Surrounded on all sides, Aloys foughe
them ofl bravely undil be fell, mormally wounded.

The Questing Knights had now charged across the
marsh and were fighting in the willow glade against the
Glade Guards themselves. Agravain and the Knights
accompanying him emerged from the mist onto the
sland 1o see the fairy mound of his dreams. Standing
before it was a lone Wood EU hero, Gyferth, Agravain
himself fought man to man with the brave and doomesd
EIf Prince. Gyfereh was in every way a worthy and brave
adversary, but monetheless fell o Agravain's lance, The
rest of the Wood EBlves defending the mound were
quickly pursued into the willows and cut down.

The sun was setting over the stricken ficld. The Kindred
of the Willows had been defeared and Ageavain and the
Questing Knights were in posscssion of the sacred
island. Slain Elves lay like fallen leaves around the
mighty Tree of Shiclds. The cost had been great. All the
Grail Enights lay dead around aloys de Montjoie,
mingled with the bodies of many slain Elven Princes. Tt
was then that Agravain mgged our the strange silver
arrow entangled in the tress of Melisande which he was
wearing around his bhelm. 1t had been shot stealthily
from Yolath's bow and was fated 1o slay Apravain had it
wot been [or e lucky Gvour of the Kind and noble Lachy:
The remnants of the Kindred of the Willows toolk
advantage of the gatbering dusk o quit the field
following Yolath, who saw no need for them o perish
wrzerly in vain combat against insurmountable odds,
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Historian’s Comment

The Charson de Challome Joes en to deseribe the
.iagln:ur to the botle. The Bretonnions spent the
aight _rc'd&r'nﬂ their wounded and slain comrades, :
Landaging wounds and resting, exhenisted I.I'|I|rfl—f:f- the

?L'TT'fhjla'jlitirhE. Next rﬂzy with the host assembied on

the island L_:'}' Challotte, Eleunor und the Gl
Damsels presided over the Dlessing of the sfain, The

;irc!x:r11licfrr_1' were Deeried avound the grail chapel
which they had fought and died ta recaprore. All the

supvivars were moved by the grear sense c::-jl'f(u':}] iz
fronmur and Enelt in .tb:..'ﬂj!cfbj prayer to the Lady ‘.Jf.
the Lake. Then the dishonoured shields were taken

dlnn:"rhjrrr;m the Tree rlrf‘ Shields. A rope war thronn

daroind it gnd hamessed 1o o oumber of mjlglu_j-'
o, wanir the greae crve wis fauled down,

openitig up the faiey mownd, revealing the carved

stonework of the ruined grail chapel.

Agravain and Eleanor de Quenelles accompanied by
several other Knights ventured forth inie the ruined
vt and immediately foll to their knees in awe at
rhe sight "hﬁ'}" heheld. Srcrmfinlq f?le}'bm ehresn wuy the
-en':emuf_ﬁyum c_b;"u fmf}' c_rf' .im'f;lmpumf)fc‘ f:::.-;uy*,
exactly fike the one thar Agravain had seen in his
drecms and visions. She held our a chalice o
,{\-.;mrmin. It was the very image rl)f the one that he
had seen at the tourney of Queneller, yer siranjel;
unreal. [t brimmed over with an aifiermoridiy
vepetin. Agravain sl'j'lpmr\ji'r}m the chalice. The ."r-aq'f'r
nfmcfj- e [ted ey I'?-:= are his eyes uritd] there was no
trace of her Indeed the coypr wus empty with oo

srace of anything upon the moss covered masalc

Maar that depicied a patvern of fleur de lys. Agravain

Jele invigorated, indecd  blessed. He turned to
Lleaner kneeling beside fim and she wmed w him,
Then he saw thar Eleanor way the fiving image of
thie Lady of Chaflore! How had he not noticed ths
belore? Had he not seen her face in his visions#
Whar magic was this?
Fromi thar -‘i"ci'r-' an, Eleanor de Challotte has been
&L‘{’pc’r ;_:j'u':e sestored gruil L'ArlLJJJI'JJrJ l'rmfr'nﬁ ail wlnr
make the perifous pilyrimage o the shrine. There in

retainer, Agravain de Beau Quese, Grail Kni(;ﬂn of
the chapel of Challotte. Or 50 it says in the last verse

ke of the Chanton da Challotze, sung theonghott Lhpe iy
“ tourts of Bretonnia by the minstrel Rlanded. :
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The Chanson de Challotte

The Chanson de Challorte was composed by Blondel
after the bartle of the Tree of Shields, while he was
residing at the cowrt of the Duke of Quenelles. By
composing the ballad, Blondel fulfiled his feudal oath to
his seigneur Agravain. ln return Agravain released
Blondel from any further obligations so rhat he could
rravel throughout the realm singing of the heroie feats of
honour, faith and chivalry performed o restore the grail
chapel of Challotre. This Blondel did, immortalising his
former liege lord for all posterity. Blondel's Chanson de
Challotie is now regarded as a worthy sequel to
Rainourt’s Damopiselle de Challotte and the two ballads
are usuilly sung one afier the other so that they become
one single ballad of enormous length, OF all the
Bretonnian chansons these are the ones most favoured
by Bretonnian ladies. Should you wish o perform this
chanson for yourself, ar 1 banquer perhaps, remember
that every alternate verse should be accompanied by
spirited playing of the mbor, rebec and musetie. As
always, a Bretonnian ballad of this length should only be
performed if all your fricnds agree!

BRETONNIANS

Agravain de Bean Quest,

General of the Bretonnian Army . . 138 points
Agravain is armed with a sword, lance, heavy armour
and shicld, and rides a barded wachorse. He has the
Ouesting Viriue and the Virtwe of Devotion.

Rene de Guyenne . .. ....-.. . ... 103 points
Rene is armed with a sword, lance, heavy armour and
shield, and rides a barded warhorse. He has ihe
Chresting Viriwe and the Virtiee of Prrin.

Loven d’'Artois ........---.... 113 points
Louen is armed with a sword, lance, heavy armour and
shield, and rides a barded warhorse. He has the
Ouesting Virtwe and the Virtaee of the Tmpetuous Kighi.

Aloys de Montjoie . ... ... ...... 117 points
Aloys is armed with a double-handed broadsword, heavy
armaour and rides a barded warhorse. He has the Gradl
Virtee and the Vietee of Knighily Temper,

Fleanor de Quenelles .......... 202 points
Fleanor is armed with a sword and rides a barded
warhorse, She also carries the Podior Sacre.

Arnand de Borron,

Battle Standard Beater . ... ... .. 131 points
Arnavd is armed with a sword, heavy armour and shield.
and rides a barded warhorse. He has the Rrdgli's Viriue
and the Virine of iscipfine and carrics the pilgrimage
banner of the grail chapel of Quenelles which is a War
Heemmer.

Chaesting Knights

Unit of 5 Grail Knights ......... 250 poimts
The unit is armed with swonds, lances, heavy armour,
shields and rides barded warhorses. The unit includes a
musician and a standard bearer who is carrying the
Bamnaer of Courdge.

Oueesting Knights

Unit of 8 Questing Knights . .. ... 353 points
The Questing Knights arc armed with swords, lances,
heavy armour, shiclds and ride barded warhorses. The
unit includes 2 musician and a standard bearer who i3
carrying a War Banreer.

Knighis Errant

Unit of 8 Knights Frrant ....... . 200 points
The unit is armed with swords, lances, beavy armour,
shiclds and are riding barded warhorses. The unit
includes a musician and a standard bearer who carries
the Frrantry Banner,

The Men-at-Avins of the Fauberg de Mayonne

Unit of 14 Men-at-Arms . . . ...... 144 points
The unit is armed with spears, light armour and shickds.
It alsor includes a standard bearer and musician.

Chasseurs de Quenelles

Unit of 8 Mounted Squires . .. ... 180 points
The Mounted Squicres are armed with spears, light
armour ane shields. The unit includes a standard bearer
(Jasper) and a musician (Blondel).

Wagom, . ......4 T P e {0 points
The wagon carries the Reliquary of Quenelles,

Total Points Value: 1,997 poinis




WOOD ELVES

Athelwyn of Athel Loren . ...... 174 points
Arhelwyn is armed with a sword, the Star Lance, ligeht
srmour and shield, and rides a barded Elven steed.

Yolath the Mage .. ...... v one .. 242 points
Yolath is armed with a hand weapon and longhow, and
rides o Warhawk, He also has the Silver Arromw.

Lyr the Elusive, Mage ... ....... . 62 points
Isr i5 armed with a hand weapon and longbow:. He also
carries the Casket of Acorns and the Ofd Stick.

Aelfrye the Tall . ..... v +v ... 166 points
selfrye is armed with the Heari Seeker Sword, lance,
light armour and shield, and rides a barded Elven steed.

Gyferth of the Gak Glades . . .. .. 121 points
Gyferth is armed with a sword, lance, light armour and
shield, and rides a barded Elven steed. Gyferth also has
a_lade Anudel.

BRETONNIAN GRAIL CHAPELS
The origingl and simplest form of the grail chapel
resentbles in ity plan the sacred symbol of the flewr de Lys,
Thas the cercral nave which can be square, rectangular
or circwlar i shape, has three semi-circular apses ol
three of it sides. '

O the forth side is the entrance porch. The apse ar the
fur end of the nave houses the sacred alter of the grail
chapel, on or before whicl rests the religueary. Usually the

altar fakes the form of o basin of swcred water or
*., sometimer o sacved spring or well. The reliquary, usually
bound with gold and stlver and set with precions siones,
comiains refics of former Grail Knights ov Grail Demseds

anything from weapens (o falismans or even bones. AN
v the sacred pool will be chalices of various kinds,

sumbadise the grail becouse, of course, the true groitis o
magical thing which has na pirysical form and can never
he passessed.

The side apses howse the tombs of Grail Knights,
surmounted by their carved effigies. These depict a
Enight rescing wnder fiy shield. There may be o noriow
arched  deorway with steps leading down to &
subterranenn crypr i which rest more Kniglis and Grail
Damsels. The central nave often rises up into a tall tower,
resting on strong colwmns and vaelied arehes. The stafred
elass windows, wsually in the form of « flewr de tys, admit
! olarious mui-colowred fght o illmincte the interior aned
its many hanging fupestrics. The floer will aswally be
‘l decarated with glezed tides bearing the JTeur de Ty motif

Next to the chapel will be fond the chaniry of the Grail
Damsels which serves as an infinmary for wonnded
Enichrs. All around ave grovwn herbs jor potions and, of
course, flewr de tv, Ir i the cusiom for the Groil Knighe
wo Bive as o hermit in o secluded chamber near the chapel
or even for hint 1o sleep in the porch of ihe chapel itself
suarding the door,

whe served the chapel in the remote past. These may be 4

presented to the groil chapel by pions Knights, These -

Uthrva the Mighty,
RBattle Standard Bearer
of the Kindred of the Willows . .. 104 points

Uthryn is armed with @ sword, light armour and shield,
and rides an Elven steed.

Ceathwyddion,
Champion of the Kindred of Equos . . 56 points
Ceathwyddion is ammed with a sword, lance, light
armour, shield, and rides an Elven steed. He is
accompanying the Glade Riders,

trlade Riders of the Kindred of Equos

Unit of 5 Glade Riders ......... 245 points
The unit is armed with swords, lances. light armour,
shields, and are riding Elven steeds. The unit includes a
standard bearer and musician.

Glude Guards of the Willowglades

Unit of 16 Glade Gumards . ...... 180 poings
The unit is armed with hand weapons, spears and
shields. 1t also includes a standard bearer and musician,

The Deerstallzers

Unit of 6 Scouts .. ....... . s e+ 90 points
The unit is armed with hand weapons and longhows.

The Pathfinders

Unit of G Scomts .. cocnvonvnnnnn 06 points
The unit is armed with hand weapons and longbows,

Waichers of the Willowglades

Unit of 5 Waywatchers ......... . 90 points
The unit is armed with hand weapons and longbows.

Wizthyl's Willowsingers
Unit of 8 Wardancers . ....... . . 160 points
The unit is armed with two band weapons each.
Greencloalks

Unit of 8 Archers . ... 000 09 points
The unit is armed with hand weapons and longbows
and includes a standard bearer.

Russeicloaks

Unitof 8 Archers . ........... .« 99 points
The unit i acmed with hand weapons and longhows
and inchades a standard bearer.

Total Points Yaloe: 1,990 points
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BRETONNIAN TOURNEYS

When there are no wars to keep the Knighis of
Bretonnia oecupicd, they hone their skills by means of
colourful contests of martial prowess. These conteses
are known as jousts, tournaments or, in their grandest
and most spectacular form, tourneys! Tournaments are
held in each of the great dukedams of Bretonnia several
times a vear. These are magnificent events lasting for
several days and attended by Knights from all over the
realm. Smaller affaics are held ar the castles of lesser
nobles eager o show off their wealth and influence. On
oceasions a full wurney s held in order to attract
Knights Errant as suitors for the hand of a duke's
daughter — a most desirable prize indeed, and what
better way lor the most worthy Knight 1o prove himselt
then by fear of arms in competition with the finest
Knights in Bretonnia.

The tourney game is an entertaining variation al
warhammer that can be plaved in a small area and
within a relatively short space of time. The only models
needed are a few Bretonnian Knights, so anyone with a
copy of Warhammer will be able 1o ke part. The
tourney is o contest between rival weams of Bretwnnian
Knights who joust against each other for a grandd prize
and. of course, most important of all, the honour of
victory! Apart from the hand of an eligible heiress, prizes
at tournevs can be many and varied, Somctimes the
prize is a magic item, in which case Knights olten
compete on behalf of their local grail chapel to which
they will donate the prive should they win.

THE FIELDS OF BRETONNIA

The grearest ourneys are held each year in the ducal
citics of Couronne, Quenclles, Parravon, Brionne,
Bordeleaux, Gisoreus and UAnguille, but no longer in
Mousillon. Bretonnian wurneys are usually  purely
Bretonnian alfairs attended by Knights from the various
dukedoms, but on rare occasions even Elven or Empire
Knights have been known to adcnd. Usually Elven
Enights will anly rake part in a tourney it the prze s a
magic item that they believe 1o be one of their ancient
heirlooms and which they desire (o win back.

It is, of course, against a Bretonnian Knight's code of
honour 0 use any magic items in the ourney itsell. This
is a rule which ne worthy Bretonnian would even
consider breaking, for to do so would besmirch the
Enight's honour and bring shame to his family. Elves and
such like will of course ignore the rule if they can get
away with it. Sometimes even Bretonnians are caught
lapsing from the code of honour and have been foreed
to go on i quest o redegm themselves! It is also against
the rules to take part in a ouroey riding a4 monster
instead of 2 warhorse, but such an infringement of the
rules is so easily detected that even Elves wouldn't dare
attempl il

Needless to say Bremonnian wourneys are extremely
popular, noisy and ribald affairs atended by hordes of
commoncers from the surrounding couniryside as well as
all the nobles from miles around. The inns and ayverns
are filled to bursting point and the feastng, drinking
unl carousing goes on for many days. Some Knights,

usually Questing Knights or Knights Errant, wander the
ruttcd tracks of Bretonnin entering ong ourney aiter
another earning themselves a valiant reputation, Indeed.
winning a tourncy is sometimes made an errand of
Knighthood and a way of acquiring a retinue, since a
successful Knight can expect to be followed by a
baggage train of prizes, armour and warhorses and 2
retinue of grooms, Squircs and roubadours eager 0
immorialise his [eatls in song.

THE JOUST AND
THE TABLEAUX de BATAILLE

The toumey in Bretonnia has been refined over the
cenmuries into an art form with many conventions and
traditions which can be baffling to forcigners who do
niot understand the subile references involved. Tradirion
dietares that on the fiest day there is no combat at all,
Instead the Knighrs gather for a parade and to solicit
favours from the Bretonnian ladies in preparation for
the contests ahead, There are Dvo CONMESES 0 a proper
tourney: firstly there is the joust which takes place over
a whole day, and this is followed the next day by the
tableaux de baraille. Smaller evenis often feature only
the joust or attempt to eram things wgether © reduce
costs, but a full tonrmey would not be complete without
the pomp of the parade or the final dramaric conflict of
the tableaux de bataille.

S

THE CRANDE TOUR

ey

First Day — The Pageant of Honour
The first day of the tewrney s devored to o pageant of
Bonour The condenders parade arownd the tounrne)
field anef sk for ladies” favours. Al conlenders are
inspected by the beralds for possession of magic itemes

dishemnorrable Bews are lnmediately disqualified in
chisprace and straeck off the Bsts. The rest go thvrnosgl 0
L the covitests an the second day.

Second Day — The Joust
The second day s ibe day of ibe fowsting contests. Pairs
of Kirdghis joust wilb each other in o Rrockont comntest
The paire are detwermined by Jois, The bevalds wisely
beine pevsoneal challenges from friendfy tonreerys so thit
Knights connot wse the occaslon 1o Jursue prrrgont!
disputes. Furiherinorve there is the excirenent of not
lenoroing who poser opifiortent (s wtil B staneds offrosite
you on the ourney fleld! Knights wheo ave snborsed or

dltogether. The rest of the Knighis in both ledims may
tathe poirt in the contest on the third day.

The thivd deay is the day of ihe tabledux de bataille
Knights from both teams alternately challenge the
Black Kniglet for the top firize. The ordor of contenders
ix determinod revdondy jor each lecm by fols

i
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|
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cerrel gomy wnntsgeided individials founel I bave stech ]J

Beater an fawce striftes ave enocked out of the tourney

i
The Third Day - The Tableaux de Bataille i
!




Tourneys are usually fought a la pleasance which means
fighting with blunted weapons, More rarcly they are
fought @ Foutrance which means fighting with sharp
weapons, Blunted weapons are used in most tourneys
<o that the best of Bretonnian chivaly are nor
daughtercd leaving the realm woefully undefended!
Serious wounds are mare and the tourney is an cxouse
for outrageous fun. However, if sharp weapons arc usedl,
contenders may be mortally wounded and such contests
are therefore rescrved for matters of honour or trials by
combat serious enough o warrant fighting to the death.
The rules describod here are intended for toumeys
fought a Jo pleasance, so Enights will rarely die or suller
serious injuries.

HERALDS’ RULES
AND TOURNEY ROLLS

Thurnaments are not open 1o any old Knight, but only o
Fase considered eligible on grounds of renown,
srowess, honour, or in some other fashion. This is a
marer for the heralds, who ace versed in all maners of
chivalry, heraldry and honour, The heralds organisc the
contending Knights into teams, usually two teams, one
consisting of all the Knights from the host's dukedom,
znd the other comprising Knights from the rest of
Bretonnia. The heralds are great sticklers for the rules,
and not only do they disregard those who are
inexperienced or unknown, but also those who are
rather too awesome!

T keep matters in hand the heralds maintain carefully
worked out lists of cligible Knights called the tourney
olls. If a Knight is mamed on the tourney rolls, he may
enrer the tourney as a contender. The herald selects the
scams= who will take part from the list of enrranrs for
cach tourney. This ensures that the teams are well
marched to make for an exciting contest. Bretonnians
se not amused by watching one paladin unhorsing a
succession of hopeless contenders, a fear that does
mothing for honour Or entertairment!

CREATING A JOUSTING TEAM

The tourney is fought between two or more TCams of
Knights and cach team is represented by a player. To
begin with each player takes an cqual number of
Bretonnian Knights — the actual number of Knights in a
team doesn’t marter so long as each team has the same.
Wi suggest vou try six Knights as this makes a good sized
team for a tourney. As vou will see on the accompanying
tourncy rolls, Tournament Knights employ a slighrly
different  profile  because many of the normal
characteristies are simply not used in a joust. Knights
can be Knighrs Errant, Knights of the Realm, or Questing
Knights = Grail Knights do not normally consider it
worthy to partale in such fApperies wod the heralds
would be unlikely to permit them e do so in any case.

Tournament Knights vide warhorses and carry lances
and are perfectly represented by the Bretonnian Knights
from the Warhammer box or indeed, any similarly
cquipped Bretonnian Knighe maodels. The heralds® rules
dicrare thar Knights may not have magic items or ride
monsirous  beasts as such  things would be an
unthinkable afront to the code of chivalry! However,
Knights can have Knightly Virtues and may also have
Lacly's Favours as described later.

To create your team you will need your own ourmey
roll. This is a blank record sheet with spaces lor you to
Rl in details of cach Knight's name, his Knightly Virlues
and any Lady’s Favour be may have been granted. There
is also spave to record wounds he might suffer during
the tourney. Make a copy of the wurney roll shown on
pages 38 or photocopy a batch for future use. Invent a
suitable name and shield device for cach of your
Knights, choose appropriate Knightly Virtues and then
roll for a Lady's Favour. You are now ready 1o begin.

SRR




KNIGHTLY VIRTUES

Each Knight is assumed to have the Knieht's Virfue, ln
the joust the normal Knightly Virtues of the Questing
Virtuwe and the Graff Virtnwe have no effect, so any
Knights who would normally have these virmes are
assumed to have the Knight's Virtue instead. The effect
of the Kright's Virtue in the game is described below. In

addition each Enight may also have one other virfue
chosen from the list below. Knights must have different
virtues, the heralds will not allow a team to include
more than one Knight with the same Knightly Viroee.
Choose which virmues vour Knights will have and noie
these on your tourney roll.

TOURNEY EFFECT

This is the basic virtue of Knighthood. All Enights in
the tournament have this virtue. It has no special
effect in the tourney except that any Knights may be
nominated as Knights Errant. Knights Errant can have
no other vietue, bur as handsome and dashing young
Enights they are naturally destined to win the heart of
a fair damsel. A Knight Errant therefore automatically
receives a Lady's Favour!

Roll a 6 and treat the score as a double.

DEVOTION A Enight with this virtue will automarically receive a

Lady's Favour entitling him to 3 re-rolls (the Kirtle!).

DISCIPLINE The Knight practises frequently in the tiltyard and does
not have @ roll to see if he is unhorsed when he loses

a wound.

TMPETUQUS KNIGHT The Knight spurs on his warhorse and so automatically
strikes first. This is regardless of which ploys are used
in the joust.

KNIGHTLY ARDOUR  During the first pass of the joust the Knight may add

+1 to his Strength to represent the vigour with which
he enters into the joust.

KNIGHTLY TEMPER  The Knight gains an cxtra Attack for cach hit scored in
the rableaux de bataille. Work out how many hits he
scorcs and then coll that many artacks in addition,
This virtue has no effect in the joust.

NORBLE DISDAIN The Knight completely disregards the first wound he
suffers. He bravely shrogs off the wound with a great

show of indifference,

The Knight may never use a Swipe or Dodge ploy. His
extraordinary faith allows him 1o re-roll failed armour
saves! The second result always stands.

The Knight is so gallant and bold that he sutomatically
gains o Lady's Favour, Roll 2 D6 and treat the score asa
double result. ]

VALOUR

The Knight automatically hits when using a lance.

This is the ultimarte ability in a joust, but remember -

only one Knight in any team may have this abilicy
_-:iuring a tourncy. , '_ i

JOUSTING VIRTUE
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THE LADY’S FAVOUR

On the day before the joust, the competitons pacade
before the assembled crowds where it is custom for the
Knights, especially Knights Frrant, 0 ride up to the
stands of speclalon and ask the ladics for their favours.
The favout is regarded a5 2 fucky token and o doubt
this belief has come about because SOME Brefonnian
ladies really are secret gnchantresses able 10 bring good
forune o their favoured Knight. Mot thar these favours
are deemed i any Wiy magical or sorcerous, which
would be frowped upon of course. They are merely
considered tw be lncky in 2 perfectly eyrclinary and just
WA

The Knight chooses the lady whom he regards as the
most beausiful tobega favour from. If she i flariered by
the request, oF secretly hopes that the Knight will win
the contest (perhaps beeause her hand in marriage is the
prize) she will atach an item of her apparel to the
Enight's lance. The more intimate the garment the
jackicr it is believed 1o lhe and the higher the Knight can
consider himself in her psrimation.

Of course this custom atways delights the multitudes of
uncouth Bremnnian peasants and rownsfolk whose
jewd remarks and whistles often cause the noble ladies
1o blush. It also requires a Lot of bravery on the park of
the most beautiful ladies who are invariably asked to
give their fawour (o an embarrassing number of Knights
Errant and risk catching a chill by the end of the day
Modest Bretonnian  maidens usually attend well
prepared in advance with several veils.

ROLL FOR LADY’S FAVOURS

Whether the favours are really lucky no one knows,
especially since 2 favour will boost the cOURIEE and
confldeuce of the Enight (o the same effect anyway! To
represent this, each favour allows the Knight to re- all
one or mofe dice during the TOUENEY A re-roll may be
gsed at any gme in the tourney, but cach ong can only
be made once and 15 then used up. 50 24 Knight with
several re-rolls will gradually use them up during the
rourney uitil he has none left. The second result abways
srands and a failed re-roll cannot be re-rolled again.

How many re-rolls the Knight gains depends on the
wken of ihe favour The mble below is hased on
Bretonnian folklore regarding how lucky each garment
is believed m be. BY iradition, a Knight may only beg 4
&vour from one lady on the first day of the oUmey, and
i# refused, must g0 without. To represent this roll Two
dice for each Knight taking part. If he scores @ double,
he has sufficiently impressed the ladky of his choice to e
granied 2 favour. The double soore also indicates the
narure of the favour he is giver.

Token Re-Rolls

2D6 scorc

Double 1 veil 1 -
lidouble 2 Wimple A \
Double 3 Kirtle 3

[Double 4 Girdle R

Double 5 Garer 5

IDouble 6 e S 6 2l

e =

THE JOUST

‘The joust 15 4 contest betwern two Knighes who charge
at each other three rimes with lances. The Knight who
knocks his opponcnt from his horse, OF preaks more
lances by striking his opponent wins the joust.

To prepare for the joust set up the Gilt in the centre of
your playing ared with suitable awnings, tents, and
pavilions on cither side. Hach plaver lings up his team #t
one end of the alt and prepares for the contest.

write the name of each contender on 2 separate serap of
paper and put all the names in @ different cup for each
team. At the start of cach joust select which two
opponents will fight each ather by taking a random pair
of names from the cUps.

ar the end of ¢ach joust, the nAMES of the unhorsed
contenders arc discarded.

The name of gach winning Knight is put aside to indicate
that he goes th rough 10 the next contest: the tableaux de
pataille

Scoring in the Joust

The joust CONSISTS of three charges or passes. A Knight
who knocks his opponent out of the saddle wins
outright. Otherwise the winner is the Knight who breaks
the most lances apon his opponent!

A lance is deemed o break if you score @ successiul hit
aned make a anrpesstul roll wound, even if the wound
is saviech. In other words the lance is broken ua srrildng
his shield, helm or armaut and making 2 successful roll
to wound. Striking 4 erest in the Same Wiy counts the
same as two broken lances. Keep a tally of the number
of langes your Knight breaks. The Knight who breaks
more lapces than his opponent is the winner.
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in the event of & draw conginue toO make MOTE Passes
until one Knight wins by unhorsing his opponent Hf by
hreaking his lance.

The team that wins the most ndividual jousts wins The
day, but all Knights who won their individual jonsts go
through to the following day’s event: the tableaux de
baraille.
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Get Ready

A joust normally has three passes as deseribed above, At
the start of each pass the two Knights stand facing each
other approximatcly 12" apart at either end of the
ourney field and on opposite sides of the tilt Bach
contender presents his shielded side w his opponent.

Choose Jousting Ploy

Al the start of each pass while the contenders stand
ready w0 charge, each plaver chooses one jousting ploy
(sce belew) and writes this down. When both players
have chosen  their  ploys  these  are  revealed
simultanecusly and the comtenders churpe,

Charge!

Both contenders charge simultancousty ac full gallesp.
Since both Knights charge together and Lol e yply
using blunted ‘courtesy lances’ the usual sirength
bonuses for charging with a lance are disregarded
{unless the joust is fought o loufrance of course!], Bach
contender makes only ong strike (that is one arack)
with his lance. Further attacks on the Knight's profile are
ignored, there is only time for a single amack during
each pass,

Who strikes first

The choice of jousting ploy determines whether or not
a contender strikes first unless a2 Knightly Virtue
automatically  gives the Knight the first strilee. ‘The
jousting ploys are marked with a number indicating the
order of striling, the lower number always strikes before
the higher number. If both Knights are entitled 1o sirike
at the same time, dice to see wha strikes frst.

Warhorses

Warhorses do not fight because they are separared by
the tilt. Not only are the mounts prevented from biting
and kicking at each other, but the contenders gain no
benefit to their armour saving throw for their horses’
barding. This means that a Knight saves on d+.

Wounds

I s Knighr suffers a wound and the wound is not saved.
roll a dice to see if he s unhorsed. On a score of 1, 2 ar
3 he is unhorsed and suffers 1 second wound as he falls
from the saddle ar full gallop. The Knight will therefore
be seriously injured and automatically knocked out of
the tourney. Any Knight that suffers a second wound is
Aautomatically unborsed and our of the rournament.

A Enight who suffers a single wound, but who wins his
jorust, goes through o the nexe day’s event, the tableaus
de bataille, His wouond is recovered automatically in
time for the following day’s combar,

Next Pass

If both contenders are still in the saddle they ride
around the end of the hoarding ready 1o charge again in
the next turn. Any Knight who has broken his lance is
automatically handed a new one.

JOUSTING PLOYS

As the two Knights charge ar each other, each must use
his skill and judgement o strike his opponent. Each
Knight can choose to aim a his opponent’s shicld, helm,
helmet crest, o swipe his lance across his opponent’s
front, or he might decide to dodge his enemy’s lance
instead. These tactics are called ploys. Bach Knight
secretly chooses a ploy and once they have done so the
ploys are revealed. The effect of each ploy is described
on the chart, but the most important thing ahout them
is thar they establish which Knight strikes first, Bach ploy
has a nuember, and the Kmight with the lower number
strikes first. If both make the same ploy roll a dice w
decide which strikes first.

Of all the ploys the most difficult is o steike the
opponent’s crest from his helm. This requires great skill
and is consequently worth the equivalent of two broken
lances! The dodge is the simplest ploy, and not a very
honourable one, in which the Knight trics to dodge
aside rather than strike with his lance. Although this
means he cannot strike himself, he might do this during
the final pass of a joust if he is already leading the score
in broken lances, thus denying his opponent the chance
oy cateh up,
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JOUSTING PLOYS
1. Aim for Shield

You inr your lance at your ofiponeit's
shield to put maximenm jorce hebind tbe

stribe, You cetomatically strike befure

@i opponent nsing any other ploy

2. Aim for Ilchm

Yo @i your fance gf your opponent’s
belm. This is bard o bil, bul even «
glancing biow can wownd or unborse
your opporent so you count +F Strength.
T represer the difficulty of bitting, you
strife after an opponent atming for
Shield, but bBefore an  opponen
attempting to Swifie or bif your crest

3. Aim for Crest

You can only use this ploy oice in the
Jowust and then onfy if your opponent
actuatly bas o crest on bis belm! The
lance is atmed at your appornent’s crest,
Ilis is difficudt to bit, and will never
wonnd  or  whorse pour opponenl
Nevertheless i ts a great shight upore bis
banour and counis as two lance breaks!
Tor represent the difficudiy of bifting, you
strike after an opponent aiming for
Shield or Helm, but before an aopponent
atterzpting to Swipe. You count -1 (o bt
artel #f vou score a bii the crest is knocked
aff on a further voll of 4, 3 or (.

4. Swipe

This ploy is acceptable,  but wnol
considercd to be very bBonourable! You
swipe with the lance Qcross your
apponent’s front to knock Wm from bis
saddle. It is not difficilt to Bt with this
ploy. bul is rather slow and not very
sizilfuel. 16 represent ibis, you strike qfter
an upponert aiming for Shield, Felm or
Crest, But you always count +1 1o bit.

5. Dodge
This s a defensive ploy greatly lacking in

honour You sve up vour own chance to 1§

strilze in order to dodge your opponeni’s
larce. This means that vou do not sirike
ar ali, bur your apponent suffers -2 do bit

(if be is entitled to an auwlomeatic bit this
is modified to 3+ ro My If both
coatienders opt for (bis phg, ihen rseezm
will strike at afl.

THE TABLEAUX DE BATAILLE
The mbleaux de batille is an imaginative ard
specracular contest that is very popular with the
Bretomnian ladies, The tableaux usually has an elaborate
theatrical serting inspired by one of the many chansons,
the troubadours’ songs which well of the legendary feats
of arms of various paladins of Bretonnian chivalry This
contest is held on the last day of the tourney. The
winners of the previous day's joustng challenge the
Black Knight in tum in order to win the top prize The
Black Knight is the best Knight of the dukedom, chosen
bv the Duke himsell, disguised in black armour with no
identifving heraldry. He usually unhorses scveral
challengers before somenne suceeeds in beadog bim o
win the prize!

None Shall Pass!

If the prize of the tourney is the hand of a fair damsel,
the hetress 1o a vacant feudal domain, a mock dungeon
tower is set up on the tourncy field, surrounded by a
moat, over which is a drawbridge The lady plays the role
of 2 ‘damsel in distress’ locked up in the tower. She
leans out of the window shouting encouragement to the
Knights wyving to rescue her

Fach challenger trics in turn (o cross over the
drawhridge and reach the tower o rescue the damsel,
Whoever succeeds wins the prize. Unforiunately you can
only cross the drawbridge by unhorsing the Black
Knight who is the guardian of the tower.

The Ring of Stones

If the prize of the tourney is an enchanted relic, the
comenders and spectators make a splendid procession
aver to a nearby stone circle on the moming before the
contcst, which is held in the afternoon. This will be the
same place where trials by combat are customarily held.

The prize is placed in the middle of the cirele on an altar
stone. There is only one way into the circle, berween
twao large stones wide enough aparct (o admit a dder on
horsehack, Guarding the circle is the Black Knight whao
is not permitted to leave the circle, Bach challenger
enters the circle in turn, The only way to claim the prige
is to unhorse the Black Knight,




BRETONNIAN TOURNEYS

CHALLENGING
THE BLACK KNIGHT

Each contender challenges the Black Knight in turn. The
order in which contenders challenge him is determined
randomly as for the jousting.

Both the challenger and the Black Enight charge cach
other with lances, counting only one amack each. The
bonus for charging with lance is disregarded as in the
joust since the tableaux is also fought a le platsance.

Jousting plovs are not used, since borh Knights are

honour bound o aim for their opponent’s shield. Boch
contenders rall off 1o see who strikes first in the inirial
round. If one or other is wounded make o further roll to
see whether he is unhorsed and therefore knocked out
of the vontest. The prowess of the Black Knight is such
that he can only be unhorsed on a roll of 1

Subsequent rounds of the combat are foughe with
hluneed maces nr moming stars which make for a noisy
rabust and entertaining spectacke in which both Knights
end up with their shields well and uoly dented? The
Knights now make their full number of artacks, and use
Initiative 1o determine who goes first. The conrest
continues until one or other of the Knights is unborsed.
If a challenger is unhorsed, the next challenger rides
out. As in the joust, warhorse amacks and warhorse
barding are disregarded.

Wounds taken by the Black Knight are cumulative and
when he has suffered his full wounds he is automatically
unhorsed which means that his current opponent wins.
Your chances of beating the Black Knight are therefore
beter if your Knights are not among the firse to
challenge him!

THE BLACK KNIGHT

The Black Knight wears black armour, a black surcoat
and carries a black shield bearing no blaxon by which he
can be recognised. No one knows the true identity of the
Knight who plays the role of the Black Enight, All that
vou can be sure of is thar he will be a Knight of great
renown and martal prowess! [t could be the Duke
himself, the hest Knight in the Duke's retinue or a
hermit Grail Knighe from a remote grail chapel
somewhere in the dukedom. According (o legend
sometimes the King of Bretonnia himself has played the
role of the Black Knight in the ournament at Couronne!

M WsBs 8§ T W I A Id

BlackKnight 4 6 6 4 4 3 6 3 9
Warhorse 8 3 0 3 3 1 % 1 35
EQUIPMENT: The Black Knight wears heavy acmour,
carries a shield and rides a barded Bretonnian warhorsc.
He is armed with a mace or morning star and lance.

SAVE: i+ (disregarding barded mouni),

KNIGHTLY VIRTUES

The Black Knight has the fnfghts Viriee as do all
Knights, although this has no effect in The Tournament.
He alsa has the Virtee of Krighily Temper and s0 gains
an extra attack for cach initial hit scored. Work our how
many hits he scores and then roll that many attacks in
addition.

TOURNEY PRIZES

It will no doubt occur 1o many plavers with Bretonnian
armies aned a passion for all things Bremonmian oo make
tourneys part of a campaign set in Bretonnia. As always,
it is up tw the players involved to agree amongst
themselves how to do this and how they might adapt the
basic rules o take account of the odd visiting team of
Elven or Empire Knights. Indeed the campaign could

—vﬂmm
Thc Black Knight

in Bretonnian Fulklcrc

The Black Knight is an old anid well known figure af i
Bretemnion folklore and legend. In his aspect as I
f samething 10 be dreaded, e undouhredly embocdies %
o the age old fear of the Chaos Knight, the Dark Eff s
rider or the Undead horseman whn have plagued
Breyonnia  since  time  ommemorial,  Thus  fe l
represents the archetvpal adversary of « bold {
Bretonnian Knight in his less ominous aspect, he
represents the anonymows Knight, Such a Knight ]
may wish to disguise iy identity wnder black, i
shabby roles, lacking any beraldic device by which |
B may be recognised. Some Cuesting Knights do
imdesd adopi such a parh. There @5 always
specalation as fo why a Knight should do this,
thevire it v because he must redeem his honowr, or
fras he forsaken the true faith ke the villain
Mualdred?

T T T T s et

¥ Whotever the reason, s it not the duly af any
virtuons Knfght 1o challenge such a character and
force him to vield, so that ki identicy may be made
krowi ¥




simply take the form of the grand circuit of wurneys in
Bretonnia, since cach dukedom holds its tourney in 2
different monch o the others, making it possible for
Knights to go from one w0 another amassing renown anil
prizes as indeed many do! It would of course be grear if
the tourney prizes were something which you could use
in Future Warhammer battles, so here are a fow
suggesTions:

Recovery of Characters

Firstly it must be assumed that all Knights eventually
recover from wounds received during the fourney
unlcss the rourmey was fought a Fowtrance, using sharm
weapons!

For the traditional tourney fought & la pleasance, with
blunted weapons, roll a dice for each unhorsed
character. On a score of 1, his wounds were sufficiently
severe for him to miss the next battle or tourney
recovering in the delicate care of the local Grail

Damsels. All other scores indicare superficial wounds. I

the tourncy is fought @ fourance simply reduce the
chance that the Koight recovers. Any Knight who was
fucky enough to have a Lady’s favour may ve-roll his
recovery score if e has any re-rolls Tefi!

Jousting Prizes

Fach Knight who successfully gets through the jousting
of the second day of the tourmey wins great renown and
zains experience. To represent this you might consider
raising any one of his profile characteristics by +1 as
long as no characteristic is ever raised more than once.
This is done after all jousting is over, but before the
tableaux de bataille on the third day. A character who
enhances his profile in this way would be able to use his
new profile in subsequens fnrneys or in battle. He
might also add to his heraldry a special blazon o show
that he is a victor in the joust, a striped lance perhaps or
a laurel wreath around his helm.

The Prize of the
Tableaux de Bataille

This is the ultimate prize of the wurney. I the Gableaux
de bataille was the tableaux of the dungeon tower then
the prize would be the hand of the damsel herself, There
is more to this prize than a [ir Bretonnian damscl,
perhaps a castle and feudal domain complete with a
modest retinue of: 1 Mounred Sgquire, 1 Foot Squire, 1
Man-at-arms and 1 Archer. The Knight would then
automatically become a Knight of the Realm if he is not
one already, IF the Knight is fielded in yonr amy you
might perhaps add his retainers 1o your army at 0o cxira
points cost although you would sill pay the points for
the Knight himself.

If the tableaux de bataille was the tableaux of the stone
circle, then the prize would be a magic weapon up o1
value of 50 poinis, which was rccently discovered
somewhere in rhe dukedom, or brought back from an
errantry war in some far flung place, Such a weapon
must be chosen randomly from the Magic Weapon cards
by cutting the deck. Tt can then be used by the character
in battle at oo extra poings cost, but siill counts as parct
of his wsual quota of magic items,

Wounded Knights

¢ the whole, it is rare for contenders to be mortally
wounded in 2 tourney. Knights who are dragged off the
ficld as casualties are usually just stunned, have culs and
bruises or the oceasional broken bone. This is mainly
because of their effective armowr and padded jerkins
worn benearh and also because, unlike in battle or trial
by combat, a Knight will not deliver the coup de grace to
an upponent in a friendly tourney

Wounded Knights who are not unhorsed have their
wounds bandaged up after the day’s events and can
continue to take part in further tournevs or batrles with
their full Wounds value.




i _-:;_'.::_a."-.'\. e S R .- e e e e
: S ez e ""%; el

%BRETONNIAN TOURNEY ROLL:
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KMIGHTLY VIRTUES & FAVOURS

KNIGHT MEWS{ BS} S i T|W| I | A |Ld|5m

KMNIGHTLY VIRTUES & FAVOURS

1 Copyright Gamas Viarkshap Lid 1997
Al I'Ightﬂ reserved. Pammission 1o photocopy this sheel 1or personal uses only.



DESIGNING YOUR KNIGHTS HERALDRY

Bretonnian Knights declare their achievements and smrus by decorating their pennants, shiclds and surcoats
with the colours of their realm and bold heraldic devices. This personal herabdry is also incorporated onto their
horse's barding,

On this page are templates for you to photocopy and use when vou are designing the barding for your Knights®
steeds in the first scenario, The Toerne)y.

You will also find these templates useful when you are painting your Bretonnian army for other Warhammer
battles as well.

@ Copyright Games Workshop Lid. 1997,
All rights reserved. Fermission to photocopy this sheet for personal use only.
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To assemble these structures you will need a sharp modelling knife and a tube of .
superglue or polystyrene cement. In all cases the toned areas indicate where to apply the glue.

This box contains five small lenls — three four-sided tents, and two six-
sided anes. The parts of the tents are all labslled so that you can tell
which bits go tegether — roof (1a) goes with walls (1a), roof (1b) goas
with walls {1k}, and s on.

All of the small tents are assembled in the same way. First, bend the
panels of the tent roof so that it forms a cone shape. Next, apply glue
o the roof edge which has a tab, and then hold the two roof edges
firmly together. Leave the roof to completely dry while you assembls :
the walls. To assemble tent walls, bend the wall section round, and !
| glue the two edges together where the tab is.

When the walls and the roof are dry, you can make up the tent. Placs
\ the roof on top of the walls, and then, holging the two parts iogether,
carefully furn the tent upside down. Glue the roof to the walls on ths !
fnsicle of the model, so that any glue spills won't spoil the tent's outer ;

Six-sided tant Four-sided tent appearance. |

Bend round the two sides of the main wall (2a). Take the back §
wall {2b) and glue to the twa sidas of tha main wall, ensuring the |
tabz are on the inside of the tent.

Mext, fold down the sides of the porch {2c). and insert into tha
doorway of the pavilion, using the location tabs. Glue the porch
roof (2d) on to the top as shown and fold down the flaps.

Fold one side of the pavilion roof (2e) around, bend the front
down to meet it, and then glue the two together using the tabs.
Do the same to the other side,

When the roof is dry, position the roof onto the walis of the
tent and check thal they fit togeiher properly.

Caretully turn the structure upside down and
glue the walls and roof together from the
inside. holding the roof and the walls
firmly together for a few minuies
until  the surfaces have
securaly bonded.

Once the pavilion is dry,
the last stages is 1o fold
down the fringes of the
canopy and then your
pavilion is complete.

There are five hoardings [also known as #its) in
Perilous Quest. Although they are different
sizes, they are all assembled in the
same way. Simply fold over the
top of the hoarding, and glue
the sides o the two
ends, using the tabs
provided.




 Structure 4 - THE WAGON

© Take tha chassis (4a) of the wagon. and fold the side panels around as shown. Glue
. the hase fab to the intariar of the sicde panel and then glue the two together.

Next, take the two wagoen walls (4¢) and bend them gently inwards, so
they match the curve of the wagon ends (4b). Take cne of the
wagon ends and glue it io one of the wagon walls, using the
tabs. Bit by bit, glue along the edges of the two pieces,
bending the wall round to fit the curve of the wagon end. 4
When the two pieces are dry and secure, repeat the
pracess with the other side of the wagon wall,

Glue the remaining wall to the structure, one eénd at a
lime. To finish the wagon cancpy, glue the wagon
spine (4d) along the top. Once everylhing has dried
slot the completed wagon canopy onio the chassis.

Afi‘i‘.u_;mhc; WHEELS TO YOUR WAGC

To =ztiach wheels to your wagon. first remave them from % :

= sprue using clippers or a craft knife. You need 1o
—=«= two axles for the wheels, which can be made from
= variety of matarials, including matchsticks, cocktail
= k= or even offeuts from the plastic sprue the wheels
werz aitached to. Whatever material you choose, cut two
== of aqual length, making sure that they are slightly |
orger than the widih of the wagon's base. Glue these |
== =% in place and wait until they’ve drigd. Finally, glue the
woesls into position on the ends of each axle.

i

Src= the structures are complete we recommend that you stick them to card bases as shown below, which makes them
stable and more durable. Simply add some Citadel flock and your structures are ready for action.

Compieted Bretonnian encampment ready for play.




AGRAVAIN DE BEAU QUEST
Agravain de Beaumarchais leaves his
ancestral lands on a pervilous gquest for
the Grail, thus earning himsell e
name Agraviin de Bean Quest, Deiven
by mysierious  visions, he s
compelled  w seek  pur an
abandoncd  grail chapel on the
Fesclers of Athel Loren.

Bretonnian Men-at-arms and Squires follow in the walke of their valiant master, the Castellan de Quenclles.
pressing home their attack against the Wood EIF Kindreed of the Willow Glades.

s

Bretonnian Mounted Squires accompany the
Knights i times of wae as well as when
bunting, In bande they form their

O rr,:p_imt'nls;, offen :u'ting A%

scouts or skirmishers for

“ther noble masters.

Pk inna g i B S

Guillanme de Grenouille, Castellan of Quenelles,




SCENARIO I — THE TOURNEY
Bretonnian Player’s Battle Scroll

The Bretonnian team consisis of Agravain de Beau Quest plus five other Knightly Heroes. Profiles for
these are shown bere on the tourney roll. In addition choose one virtue from those described below, plus
one favour from those listed overleaf. Each Knight must bave a different virtue and favour. Choose
names for your Knights or you can refer to the Chanson de Challotte for suitable Knightly names.

Mo=WS. 8BS v:8uid T Wa-slaiddi =D SAVE
AGRAVAIN e LR BT SRR b e B e 4+ (2+ in battle)

Favour: The Tress of Melisande Virtue: None specific to the joust. See below:
KNIGHTLY HERO M WS B T W o le sy T SAVE
Name: 48 5 S e e e e 4+ {2+ in battle)

Favour: Virtue:
KNIGHTLY HERO TE=W 1 A SAVE
Name: 4 2

1l Favour:
1 KNIGHTLY HERO T 1 SAVE
Name: 4+ (2+ in battle)

Favour:
KNIGHTLY HERO A SAVE
Neames: 4+ {2+ 1n battle)

Favour:
KNICHTLY HERO s | SAVE
4+ (2+ in battle)

ENGLISH Washammer is a ragistered trademark of G Workshop Lid. & Copyright Games Workshop Lid, 1987, All rights reservad.




n the Bretonnian Knkghts Theseml‘vue

no extra points. She bestows each Knight

__qnﬂﬁmu:mchﬁumquewmm and cannot

to anyone else. The favours apply only to

n;:lumqr and except for Agravain’s favour, will
“not apply in the final bade.

bng af the following favours for each of your
5. The fress of Melisande is always given to

Wim]ilr of Melisande
Kmsbt s opponent automatically misses with his

&7 Knight sirikes before his opponent, regardless
of his opponent’s ploy, magic items or Initiative.

Ir is given to Agravain and no one else. The
wpund inflicted on Agravain is dmregﬂrded

- TOURNEY SAVE
a mumej; Knights are separated from each other
- a long hoarding or tilt, making it impossible to
¢¢ the Knight's horse. For this reason the horse
and its armour save are ignored when working out
This means that during the tourney a fully
red Knight has a save of 4+ rather than 2+ as

wﬁd nurma!lr have in battle.

~ VICTORY GAINS

Wmﬂn Knights who survive the tourney can
1 for the Bretonnian army in the final
ights who win through to the final battle
M Knighl.lgr virtues at the normal points

Agravain de Beau Quest

General of the Knights . . 138 points
Originally known as Agravain de Beaumarchais,
son of the Baron de Beaumarchais who fell in the
battle of Malmerre, Agravain did not inherit his
father’s lands, which were won by a rival Knight
Errant together with the hand of Isabelle,
Agravain's sister. However, Agravain had proved
himself a worthy Knight and so chose to take up
the Grail Quest. This noble vow of devotion to the
Lady of the Lake inspired Isabelle to dub him
Agravain de Beau Quest.

Agravain has already been called by visions to find
the lost chapel of the Lady of Challote. If he
succeeds, he may become one of the few Knights
who have actually witnessed the grail.

M WS B 1 A
Agravain i 5 § 5 53
Bret, Warhorse 8 3 0 4 1

Ld
8
5

EQUIPMENT: Agravain has heavy armour, a
lance, sword and shield and rides a barded
Bretonnian warhorse,

SAVE: 2+. Note that this save is reduced to a 4+
in the tourney.

KNIGHTLY VIRTUES

Agravain has the Questing Virtue and Virtue of
Devotion. These have no effect in the joust, but
will prove useful in the final barttle.

SPECIAL RULES

Protected by the Lady of the Lake
Agravain is protected by the Lady of the Lake and
cannot be slain until the final battde. If unhorsed
in the tourney, he will be taken to the grail chapel
at Quenelles where he recovers in time to take
part in the final battle.




SCENARIO Il — BATTLE OF THE TENTS
Bretonnian Player’s Battle Scroll
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CASTELLAN

OF QUENELLES' RETINUE

The Bretonnian force consists of 1,000 points
chosen from the army list in the Warbammer
Armiies Bretonnia buok. Choice is limited to the
troops listed bere. Wherever the scenario calls
Jor an exception to the Warbammer army list,
this will be indicated below

CHARACTERS

Castellan of Quenelles
The Bretonnians are led by the Castellan of
Quenelles, who counts as the army’s General,

Commoner Champions

You may choose one Commoner Champion for each
unit in your army, armed and equipped as the rest
of the unit. No Commoner Champions can have
magic items.

REGIMENTS

0-1 Unit of Mounted Squires

Your army may include one unit of Mounted
Squires.

0-1 Unir of Squires

Your army may include one unit of Squires.
Men-at-arms

Your army may include any number of unis of
Men-at-arms,

Bowmen

Your army may include any number of units of
Bowmen.

S e MY W Ratile Scrodl 60 31 02 49 004

VICTORY GAINS

The Bretonnians are unlikely to stop the Wood Elves
stealing the Chalice, but they may succeed in
preventing them taking the other magic items. If
they succeed, they will deny these potent magical
items 1o the Wood Elf player in the final battle.

TACTICAL HINTS

The last two prizes are the most useful to the Wood
Elves, though of course neither side knows this yet!
Therefore the Bretonnians should try and establish
control over the area around the prize pavilion
within the first two rurns if possible. The best way o
do this is to concentrate your attack on the eentre of
the area. You will of course have to watch out for
Wood Elves sneaking around your flanks and guard
against this. Do not underestimate the abilities of
your Squires in hunting down, beating out and
chasing off small units of Wood Elves, after all, the
Squires rake on more ferocious beasts in the hunt!

The Glade Guards, on the other hand, often prove
to be a lot more stubborn than they look. They are
a real match for your Men-at-arms and are quite
capable of holding off your men from the prize
pavilion. This is a good reason for ganging up on .
them with several of your units. The Castellan has
got his work cut out o regain control of the tent
enclosure and will be very lucky if he can snatch
victory from the Wood Elves. You cannot afford o
be put off by the arrows of the enemy!

Warmammer is a registerad trademark of Garnes Waorkshop Lid @ Copyright Gemes Workshop Lid. 1987, All rights reserved.




Castellan of Quenelles

Guillaume de Grenouille. . . . . 107 points
The Bretonnians are led by the brave and noble

Castellan of Quenelles, who counts as the army's
General.

Guillaume de Grenouille is a huge man with a large
scar across his face and is notorious for his
uncontrollable temper. His duty is to guard the
castle, the gates and the ramparts of Quenelles for
the Duke, which he does very well. He commands a
large retinue of Men-at-arms, Archers and Squires
all of whom are usually more scared of him than the
enemy!

Castellan
Bret. Warhorse

EQUIPMENT: The Castellan wears heavy armour,
carries a shield and rides a barded Breronnian
warhorse. He is armed with a morning star.

SAVE: 2+

KNIGHTLY VIRTUES

The Castellan has the Knight's Virtue and the Wriue
of Knightly Temper.

SPECIAL RULES

Morning Star

The Castellan is armed with a morning star. This is
a weapon that has three heavy, spiked iron balls
hanging from short chains attached to its shaft. The
Castellan uses this to battér his opponents in hand-
to-hand combat. The morning star easily smashes
through armour, so opponents suffer an additional
-1 modifier to their armour save.




SCENARIO IIT — THE PERILOUS PILGRIMAGE
Bretonnian Player’s Battle Scroll
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anfaﬁ:ecom!srsofl cxlﬂpomt:bosen
rba' army list in the Warbammer Armies
mgm Choice is limited to the troops listed
ere. Wherever the scenario calls for an exception to

3 ﬁrbamer army list, ihis will be indicated

fgrinmage Banner of the grail Lhd..]’le[ This may be a
4 iugn:hmm:rwoﬂhupmivﬁp{ﬂnls

You may r_hl::me any number of Bretonnian Knightly
‘Heroes, who are armed as Knights. These are all
esting Knights motivated 1o join the pilgrimage by
ns, visions and faith and so must have the Questing
. They may have one other Knightly Virtue and a
item worth up to a value of 25 points.

npIons
may choose a Bretonnian Knightly Champion to

accompany each unir of Knights or Mounted Squires in

~ your army. Knightly Champions may have a magic item
i up to 10 points. You may choose one Commoner
il.'.‘.ll'l fm' each unit of Squires or Men-at-arms

ENGLISH

Warharmmer s & registered trademark of Games Workshop Lid. © Copyright Gamas Workshap Lid, 1997, All rights resenved,

|| The Reﬁqumy Wagon

The reliquary wagon is hauled along by hordes of
pilgrims who will defend themselves if anacked.
You can atach horses to it if you wish as a
conversion, If vou do, then the crew are assumed o
be riding on the wagon and accompanying it to help
push it out of the mud. The horses will make no
difference to the profile or movement rate.

The pilgrims accompanying the wagon include grail
damsels, rownsiolk, peasants, vendors of small lead
souvenirs of the grail and others. Definitely not the
sont of coowd Ut Wood Elves like w see beading a
pilgrims’ way through their sacred glades! The
wigon operates as an independent unit and costs
no extra points but is worth 1 victory polnt if

destroyed.

MWSBS 5 T W 1 A Id
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Wagon/crew

EQUIPMENT: Crew are armed with hand
weapons (pilgrim staffs).
SAVE: None

SPECIAL RULES
FOR THE WAGON

Religious Fervour

The wagon and its crew of pilgrims are gripped by
religious fervour, so they are immune to psychology,
will not flee and cannot be broken in hand-to-hand
combat. They just die where they stand, making the
sign of the grail!

Combat

The DG attacks represent the defcove put upr by the
pilgrims. When the wagon takes its full quota of
wounds, it has been overmirned and all its crew
become casualties of the bartle.

Movement

The Bretonnian wagons move at a random rate of
2D6" due o the boggy, winding forest track. The
wagon cannot charge or flee, nor can it pursue.

THE RELIQUARY OF QUENELLES

This is a sacred gold casker conmining ancient
weapons, armour and fragments of bones of
Bretonnian heroes, whose names and deeds have
long been lost in the mists of time. It is steeped in
Bretonnian honour and enchantment, which
creates an aura of sancruary that can repel the
enemies of Bretonnia, Enemy units must pass a
Leadership test on 3D6 in order to charge the
rcliquary wagon or if it moves within 4" of them. If
they fail the test, they are immediately moved 4"
away from the reliquary wagon.




n=1he final bmtle uniess tﬁey have the

and the Old Sn'dr Tt also means ﬂaat the

‘wagon because of the power of the sacred relics.
r, if they do succeed in anacking it, the wagon will

The task of making the way safe for the
= falls on the gallant Knights and soldiers of
a.. The odds are stacked against them,

“Pphg the balance in Bretonnia's fawurmj
be guarded by a cordon of brave men,

The most important thing is to keep the wagon rolling
through the sacred glades. The Knights and soldiers
should not allow themselves to be drawr away fmm@ =
wagon by chasing after eluswc enemies. The 113

dangerous groups of enemy barring the way The
Squires can do the work of chasing off bands of £

and Scouts and the Men-at-arms will have to form

into a shield wall and absorb the shock of whatever - §
comes at them from the woods. If Gwercus and {l
Dryads can be held up or locked in combat with
Men-at-arms while the wagon rumbles on, all the haqter
The courage and honour of these humble commoners.
is going to be tested wo the limit and many will p&dah,
for their faith.

Aloys de Montjoie

Baron of Quenelles

The Bretonnians are led by Aloys de Montjoie, who
counts as the army’s General. He is the most arrogant
and impetuous baron in the dukedom of Quenelles.
He is also devoutly religious and has an abundance of
personal valour to the point of recklessness. Needless
to say he is highly respected in Quenelles as a paragon
of Bretonnian virtue.

Aloys has been a great benefactor to the grail chapel at
Quenelles. Some years ago he relinquished his
domain and set out on the Grail Quest. Later he
returned having personally recaptured various sacred
relics. Now he guards the chapel at Quenelles and it is
no surprise that he responded to the pilgrimage and
wias appointed to lead it.
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EQUIPMENT: Aloys is armed with a double-handed
broadsword, wears heavy armour and rides a barded
Breronnian warhorse.

SAVE: 3+

KNIGHTLY VIRTUES

Aloys de Montjoie has the Graif Virfiee and the Virtue
of Knightly Temper.

Eleanor de Quenelles

202 poinis
Your army may include Eleanor de Quenelles. As the
yvoungest daughter of the Duke of Quenelles she
does not inherit and so will not be called upon to
wed the Knight Errant who succeeds to her father’s
domain, Therefore she has taken holy orders as a
Grail Damsel of the grail chapel of Quenclles. Here
she is renowned for healing many valiant, mortally
wounded Enights, pulling them back from the brink
of death. Among Bretonnian women this is
considered equivalent to a Knight's feat of arms on
the field of battle,

W5 B Ld
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3
Bret. Warhorse 3

EQUIPMENT: Eleanor is armed with a sword and

rides a barded Bretonnian warhorse.
SAVE: 5+

MAGIC ITEMS

Potion Sacre: Like all Grail Damsels, Eleanor is an
expert at concocting magic potions. She is therefore
equipped with the Potion Sacre.




SCENARIO IV — BATTLE OF THE TREE OF SHIELDS
Bretonnian Player’s Battle Scroll

AGMVAIN*S ARMY

mnian force consists of 2 000 points chosen ﬁ'vm .tbe arm_;r list in the Wknrbammer Armies Bre
Cbadce is limited to the troops listed bere. Wherever the scenario calls for an exception to the
: Warbammer army list, this will be indicated below.

i :m:_:gy m:q.r include Eleanor de Quenelles if she
Wme third battle.

attl Smndarﬂ Bearer
Fhe army may have a Bartle Standard Bearer carrving
e hanner of the Duke of Quenelles or the Pilgrimage

ved the tourney at Quenclles. You may equip any of
ith a magic weapon worth up to a value of 25

These represent various ancestral relics which

may have in their personal baggage, but were not
permitted to use during the tourney, The Knightly
Heroes must retain the same Knightly Virtues as they
| in the first scenario, and except for Agravain’s

Warhammer i a registered rademark of Garmes Werkshop Lid. & Copyright Games Workshop Lid. 1987, All rights resened,

REGIMENTS

0-1 Unit of Grail Knights 2
Your army may include one unit of Grail nghr.s Thie
are only a few Grail Knights in Quenelles and so il
unit may not be bigger than 5 models. The unit 3
have a magic banner worth up to 4 value of 25 pn_inm,

0-1 Unit of Questing Knights

Your army may include one unit of Questing Knjﬁmy
Almost all the Questing Knights currently in
dukedom of Quenelles have found their way o !ﬂm
pilgrimage. Even 5o there are not many of them, so the
unit may not be bigger than 10 models. The unit may
have a magic banner worth up to a value of 25 poines: ;

0-1 Unit of Knighis of the Realm

Your army may include one unit of Knights of Ihg#
Realm.

0-1 Unit of Knights Errant

Your army may include one unit of Knights. Erm‘nl:
may carry the Errantry Banner.

0-1 Unit of Mounted Squires
Your army may include one unit of Mounted Squlru.

0-1 Unit of Squires
Your army may include one unit of Squires.

0-1 Unit of Bowmen
Your army may lnciud:upmoncumtofﬂmcn

Men-at-arms

Your army may im:hidn any number nfunlts ﬂt"M&
arms.

The Reliquary Wagun

The army may include the wagon carrrlng
reliquary of Quenelles if the Bretonnians wo
battle and the wagon was not destroyed.




g;ml cha{x;l of Challotte. The Kindred of the Willaws will

“abandon their claim to the Isle of Challotte allowing the

Bretonnians w establish 2 permanent pilgrims’ way to the
rcsmmd chapel.

'ﬂle main strength of the Bretonnian army is the charge of

% its Knights. They can be made even more powerful if led

% by surviving Heroes from the tourney. Ar least some of

; ”ﬁmm should be given the task of advancing as fast as

i possible to capture the island, which is the ultimate

'7 “objective of the campaign. Remember thar Bretonnian
. warhorses enable the Knights to cover ground quickly.

b dhﬁﬂ‘; is a good chance of flanking attacks from very
¢ strong forces of Wood Elves. These will try to stop the
main force crossing the marsh, so the flanks of your main
“ﬁ]mﬁ: must always be guarded.

Once across the marsh, there may be stubborn Glade
Guards, Treemen, Dryads or traps to deal with, so attack
n strength with several units. It will no doubt be useful

“to have some Knights attacking in Lance formation to
break vour stubborn foe.

when they are drawn o the chapel by vismns ﬁg:av#n

de Beau Quest himself will reach the grail chapel andbe
able wo fulfil his own personal quest and perhaps even
ﬂml the Lady of Challotte herself and the holy graill.

TACTICAL HINTS

Do not worry abour enemy archery, the mists and yuun
armour will take the edge off this particular threar.
There is a great danger from the enemy mages,
especially the mage riding the Warhawk. Do not leayve
Eleanor unguarded as she will be easy prey for her
enemies. Her magic is one of the few things thar might

be effective against the Treemen. Squires and Men-at-
arms might be best used as a rearguard for the Knights,
preventing them from being attacked from behind.

The Elves may have the Silver Arrow which could seal |
the fate of Agravain, However, thanks to the Tress of
Melisande he disregards the first wound suffered. This
means that either her Bvour will save him or the Wood -
Elves will have to wait for a better opportunity to shoot &
at him, which may never come! ;




SCENARIO [ — THE TOURNEY
Wood EIf Player’s Battle Scroll

'HERALD'S JOUSTING ROSTER

The Wood Elf jousting team consists of Heroes led by Atbelunyn. Each Hero should be
named as you may wani to include surviving Heroes in your army for the final battle. You
can either choose names for them or refer to the Chanson de Challotte for suitable Elven
names. Eack Hero is armed in the same way as Athelwyn - except that they carry normal
lances. Eack Hero may also bave a magic weapon chosen from the list below, He can use
this in the tourncy even though it is against the Bretonnian code of hononur.

WOOD ELF HERO M Ws BS § T A LD SAVE
5

ATHELWYN

Magic Weapon: Star Lance.

6

6

4

i

<

9

3+ (3+ in battle)

WOOD ELF HERO

Name:

e i i

SAVE
5+ (3+ in battle)

WOOD ELF HERO

Name:
Magic Weapon:

SAVE
5+ (3+ in battle)

Name:

Magic Weapon:

SAVE
5+ (3+ in batile)

WOOD ELF HERO

Name:

Magic Weapon:

SAVE
5+ (3+ in battle)

WOOD ELF HERO

Name:

Magic

SAVE
5+ (3+ in baitle)




VICTORY GAINS

Any Wood EIf Princes who survive the tourney can be
chosen for the Wood EIf acmy in the final battle. These
are the only Heroes available to the Kindred of the
Willows for the final baule, and Heroes of proven
worth will be badly needed to stand up to the full fury
of the Bretonnian Knights.

TACTICAL HINTS

The Wood Elves have a better chance of winning the
tourney than you might think, not only because they
have magic items, but also on account of their good
lighting characteristics.

Your opponents will be much less likely to opt for the
trickicr ploys than you, because they will be
determined to make their brute force count and will
want to strike first. There may be more Bretonnians
than Wood Elves, but one of your Princes could
unhorse more than one Bretonnian opponent before
the day is through. Every Bretonnian that can be
unhorsed is a severe loss to them because he will not
be invading your lands alongside the pilgrimage in the
final bartle!

I a tourney, the Wood ElIf Heroes and the Bretonnian
Knights are separated from each other by a long
hoarding - making it impossible to strike either side’s
horses. For this reason, the horse and its armour save
are ignored when working out saves, This means that
during the tourney a Wood EIf Hero has a save of 5+
instead of 3+ as he would normally have in battle.

Athelwyn of Athel Loren

Wood EIf General

The leader of the Wood Elf Princes is Athelwyn of the
Kindred of the Willows. He will stop ai nothing to
retrieve the magic items taken from Athel Loren by the
Bretonnians and already has another cunning plan ready
in case the Wood Elves cannot win the prizes by fair
contest,

Ws BS S Ld
6 & 9
3 0 ]
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Athelwyn 5
Elven Stecd 9

EQUIPMENT: Athelwyn has a sword, light armour, a
shield and the Star Lance. He rides a barded Elven Steed.

SAVE: 3+ This is reduced to 5+ in the joust as the steed
and its armour do not count.

SPECIAL RULES
Starlance ...........22:....00 points
+ 35 bonus when charging. No armour save allowed.

Fate

Athelwyn is fated to fight at the Tree of Shields. This
means that he cannot be slain until the final battle.

If Athelwyn is unhorsed during the wurney he will be
taken to a hidden glade deep within the Forest of Loren
where Wood Elf maidens will weat him with magic
potions. Here he will make 2 miraculous recovery and be
able to take part in the final battle.




THIEVES OF LOREN

The Wood Eif force consists of 1,000 points chosen from the arny list in the Warbantmer
Armites Wood Elves book. Choice is imited to the traops listed here. Wherever the scenario
calls for an exception to the Warbammer army list, ihis will be indicated below.

CHARACTERS

SPECIAL RULES

Elthryn
The Wood Elves are led by Elthryn, who counts as the
army’s General,

Champions

You may choose one Champion for each unit in your
army, armed and equipped as the rest of the unit. Each
Champion may have a magic item worth up to a value of
20 points. One Champion may ride a Warhawk if you
choose to include a unit of Warhawk Riders in this barttle,
One Champion may be a Wardancer Champion if you
choose a unit of Wardancers.

0-1 Mage

You may choose one Wood EIf Mage. The Mage is either
on foot or mounted on a Warhawk and may have a magic
item worth up to 25 points. The Mage may only ride a
Warhawk if you choose o include a unit of Warhawk
Riders, in which case, the Mage arrives together with the
Warhawk Riders afier the first murn.

REGIMENTS

0-1 Unit of Wardancers

Your army may include one Wardancer unit. They plan to
slip away from the tourney (where they have been
entertaining the Bretonnian crowd with some sword
dances), to help steal the magic irems,

0-1 Unit of Waywatchers
Your army may include one unit of Waywatchers, Usual
deployment rules for Waywatchers apply.

0-1 Unit of Scouts
Your army may include one unit of Scouts. Usual
deployment rules for Scouts apply.

0-1 Unit of Warhawk Riders
Your army may include one unit of Warhawk Riders.

Archers

Your army may include any number of Archer units. One
unit may have a magic standard worth up to a value of 25
points.

Glade Guards

Your army may include any number of Glade Guard units.
One unit may have a magic standard worth up to a value
of 25 points.

If you use Hawk Riders, they fly in from the Forest of
Loren by prior arrangement and arrive during the baule,
They may not enter the table until the start of vour
seeomd turn. They count as flying high ar the start of the
turn and may descend to artack in thar turn,

VICTORY GAINS

The Wood Elves have a good opportunity to steal the
Chalice and may get away with stealing the other magic
items as well. Any items captured in this bartle can be
used by the Wood EIf player in the final battle.

TACTICAL HINTS

The Wood Elves have an excellent chance of making off
with most if not all of the prizes, but you can expect very
determined oppositon from the Bretonnians, Keep
enough troops around the prize pavilion to hold them
off. These should be good hand-to-hand fighters.
Shooting will not be enough o stop the Bretonnians.

Remember that the last prizes are potentially the most
useful to you, so you will need to keep control of the
tented enclosure to the end of the bardle. It will be worth
having small fast bands of woops moving about around
the tents to try to prevent the Bretonnians concentrating
all their forces on the pavilion. The Eretonnian troops
opposing you arc vulnerable to archers and a few good
volleys of arrows may panic them, preventing i from
pressing home their artack.




General of the Thieves of Loren. . . 134 points

The Wood Elves are led by Elthryn, who counts as the
army's General, Elthryn is a wily individual who often
comes to Quenelles to trade. He knows the ways of
the Bretonnians and knows how to outwit them by
cunning. Naturally, Athelwyn sought him out as an
accomplice in his treacherous and dishonourable plan
to capture the tourney prizes.

§

Elthryn

EQUIPMENT: Elthryn wears light armour and is
armed with a hand weapon and longbow.
SAVE: 4+

MAGIC WEAPONS

Hail of Doom Arrow

Elthryn, having dealt with the Bretonnians before,
expected trouble at Quenelles and wisely brought
with him one of the rare, precious and deadly Hail of
Doom Arrows kept in the secret glade of his kindred.

This is the Hail of Doom Arrow as described in
Warhammer Magic.




SCENARIO IlII — PERILOUS PILGRIMAGE

Wood EIf Player's Battle Scroll

SPIRITS OF THE FOREST

The Wood Elf force consists of 1,250 points chosen from the army list in the Warbammer
Armies Wood Elves book. Choice is limited to the troops listed bere. Wherever the scenario
calls for an exception to the Warbammer army list, this will be indicated below:

CHARACTERS

TACTICAL HINTS

Gwercus the Treeman

The Wood Elves are led by Gwercus, who counts as the
army’s General.

Champions

You may choose one Champion for each unit of Wood
Elves in your army, armed and equipped as the rest of
the unit. Each Champion may have a magic item worth
up to a value of 20 points.

0-1 Mage

Your army may include one Wood EIf Mage, who is the

tree singer of this glade. He is on foot and may have a
magic item worth up to a value of 50 points.

REGIMENTS

0-1 Unit of Waywatchers
Your army may include one unit of Waywatchers.

0-1 Unit of Wardancers
Your army may include one unit of Wardancers.

At least one unit of Dryads

Your army must include at least one unit of Dryads and
may include more if you wish.

Scouts
Your army may include any number of Scout units.

SPECIAL DEPLOYMENT RULES

Special deployment rules for Scouts and Waywatchers
do not apply in this battle because it is an ambush and
50 any unit in the Wood EIf army is allowed 1o deploy
as close as 8" to the Bretonnians,

VICTORY GAINS

If the Wood Elves win this batile the Bretonnian
pilgrimage will be halted in its tracks. The Bretonnian
reliquary wagon will have been prevented from
profaning the sacred glade and the Treemen and
Dryads who dwell there will not be transformed into
trees. The Wood EIF player will therefore be able 10 use
Treemen and Dryads in the final battle.

The reliquary wagon is potentially the greatest
menace to the Wood Elves. Gwercus should direct his
rage against this and smash it to bits. Otherwise, the
Treeman and the Dryads should get to grips with the
Knights and destroy them. Knights are not very good
at defeating Treemen and will find it hard going

against the Dryads.

The rest of the Bretonnians are very vulnerable to
archery attacks from concealed troops in the woods.
You can expect to panic or shoot down many of the
Commoners if your archers are well positioned within
the trees. In an ambush, it is important to place all the
ambushing troops in advantageous positions so that
they can strike simultaneously. Usually it’s a good idea
to block the head and tail of the column at once,
gripping it as if in a vice until it is destroyed. The
vanguard of the enemy column is guite likely to be
strong enough to force its way through, so you should
have the strongest part of your force concentrated in
that area to bar the way.




The Wood Elves are led by Gwercus, who counts as the
army's General.

Gwercus is the guardian of the sacred Willow Glades
in which the Kindred of the Willows dwell. Most of the
time he stands utterly motionless like one of the many
ancient, gnarled willow trees in the glades. Indeed it is
only possible to tell which one he is when he changes
his position to get the best of the sun at different times
of the year!

Gwercus is worshipped by the Kindred of the Willows
and is attended by numercus Dryads surrounding him
among the trees and saplings. Waywatchers also guard
him, Mages consult him for oracles and Wardancers
perform rituals to awaken or soothe him at the
appointed times. Gwercus is very old and so revered
that the dwellers of the glade look upon him as a living
god, the protective spirit of the glade in which they
live. If he becomes angry and roused, they will follow
him and atack those who disturb his peace.

There is nothing that irritates Gwercus more than
noise, commotion, the bad vibrations from mannish
magic and the sound of axes biting the flesh of his ree
kindred!

M W5 BS § T W 1 A Id
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SAVE: Unmodified save of 5+




SCENARIOQ IV - BATTLE OF THE TREE OF SHIELDS

‘ Wood EIf Player’s Battle Scroll

"THE KINDRED OF THE WILLOWS.

The Wood Elf force consists of 2,000 points chasen from the army list in the
Warbammer Armies Wood Elves book. Choice is limited to the troops listed bere.
Wherever the scenario calls for an exception to the Warbarmmer army list,
this will be indicated below.

NI Lot Mg

CHARACTERS

REGIMENTS

Athelwyn
The Wood Elves are led by Athelwyn, who counts as the
army’s General.

Elven Princes
The Wood EIf army may include any of the Wood EIf
Princes who survived the first scenario. These are

equipped exactly as they were for the tourney retaining
the same magic items which they had in the first scenario,

Elthryn
The army may include Elthryn if he survived the Batile of
the Tents,

Yolath the Master Mage

Your army may include Yolath the Master Mage. Yolath
may be equipped with any of the magic items stolen at the
Battle of the Tents for no extra points cost.

Gwercus the Treeman
The army may include Gwercus the Treeman if he
survived the third battle.

Battle Standard Bearer

The army may have a Baule Standard Bearer carrying the
banner of the Kindred of the Willows. This may be a magic
banner worth up o a value of 50 points.

Champions
You may choose one Champion for each unit in your
army, armed and equipped as the rest of the unit. Each

Champion may have a magic item worth up 1o a value of
10 points.

Up to 2 Mages

Your army may include up to two other mages in addition
to or instead of Yolath. Other mages will gather to help
defend the sacred glade. These will be first level wizards.
Each mage may be equipped with any of the magic items
stolen at the Battle of the Tents for no extra points cost.
The mages may be on foot or ride Elven Steeds.

0-2 Treemen

Your army may include up to rwo Treemen in total. You
may only include them if the Wood Elves won the third
battle. If you choose Gwercus, you may only choose one
other Treeman in addition to him,

If the Wood Elves lost the third battle, the Ofd Stick is the
only way to use a Treeman in your army.

0-1 Unit of Dryads per Treeman

If the Wood Elves won the third battle, you may include
one unit of Dryads per Treeman in the army. If they lost,
then the Caske! of Acorns is the only way to include
Dryads in the Wood EIf army.

0-1 Unit of Glade Riders

Your army may include one unit of Glade Riders. These
are warriors from the Kindred of Equos who have ridden
to assist the Kindred of the Willows. The unit may have a
magic standard worth up to a value of 50 points.

0-1 Unit of Scouts

Your army may include one unit of Scouts. Special
deployment rules for Scouts apply in the battle.

0-1 Unit of Waywatchers

Your army may include one Waywarcher unit. Special
deployment rules apply in the batdle.

0-1 Unit of Wardancers
Your army may include one Wardancer unit.

0-1 Unit of Warhawk Riders
Your army may inclhude one Warhawk Rider unit,

Glade Guards

Your army may include any number of units of Glade
Guards. One unit may have a magic standard worth up to
a value of 25 points.

Archers

Your army may include any number of Archer units. One
unit may have a magic banner worth up to 25 points.

SPECIAL RULES

Stolen Magic Items

Three of the magic items in the prize pavilion are Wood
Elf magic items. The Chalice of Chanterelle is a
Bretonnian magic item which the Wood Elves cannot use.
Any Wood EIf magic items successfully stolen in the
Battle of the Tents can be given to the mages indicated
above for no extra points cost. Only they will know what
they are and can do. Note thar if the Wood Elves lost the
third battle, the only way the Wood EIf army can use
Treemen and Dryads will be by means of the Casket of
Acorns and the Ofd Stick,

SN Battie Scroll 60 31 02 59 004




The Silver Arrow

This is a silver arrow with an inscription that reads “1 will
fell any foe. No armour can protect against me!” If an
enemy model is wounded by this arrow he will suffer D6
wounds with no armour save possible. One use only.

The Casket of Acorns

This is a golden casket containing a handful of wizened
acorns that will immediately sprout into D6 Dryads if
scattered on the ground in the magic phase of any Wood
Elf turn. One use only.

The Old Stick

This is a finely carved wooden staff decorated with a fairy
face and an incantation which says, “This is all that
remains of Guath the Old, plant me when you are in
need!”. Plant the staff in the ground in the magic phase of
any Wood EIf turn and it will immediately sprout into a
Treeman. One use only.

VICTORY GAINS

If the Kindred of the Willows win this battle they will save
their sacred tree from the Bretonnian axes and their
sacred groves from becoming a Bretonnian rourist
atrraction! This area of the forest will remain secure as a
home for the kindred. If they lose, they will have to
migrate deeper into the wood, surrendering the glades to
the Bretonnians. Since these glades have grown over what
was once a Bretonnian village, the Bretonnians have a
claim to the place and it is doubtful whether the King and
Cueen in the Wood will risk breaking their ancient pact

with the King of Bretonnia over this when they emerpe
from the Oak of Ages in the spring. They will counsel the
mages of the kindred to lead their folk elsewhere.

TACTICAL HINTS

The Bretonnians will probably attack head on across the
marsh with their Knighis. They do not have any better
options. This anack will be dangerous and difficult o
stop.

The counter-tactics call for all the EIf cunning you can
summon up. Deploy your forces cleverly and aim o
ensnare the Knights so that vou can wear them down and
surround them. Any of your troops deployed beyond the
marsh will be well placed to disrupt the Bretonnian plans
and threaten the flanks of the Knights. Your best hope is
to make your opponent confused and irresolute. This is
a battle in which the Glade Guards can show their worth,
perhaps as a last resort for holding the island. A massed
unit may be able o hold up the Knights if properly
bolstered and supported.

If you have any magic items stolen in the Battle of the
Terits you will need to choose mages to carey them. With
the exception of the chalice which is of no use to the
Wood Elves, these items are porentially very powerful and
could win you the hanle!

The Sifver Arrow should perhaps be reserved for
Agravain himself, while the Casket of Acorns and the Old
Stick are the only means of summoning a Treeman or
Dryads to help you if you lost the third battle. Note that
the only Heroes available 1o your army are those who
have survived earlier bartles.

Yolath

Master Mage ............242 points

Your army may include Yolath, the Master Mage. He
is the chief mage of the Kindred of the Willows. His
duty is to guard the sacred glades and oversee the
rites and ceremonies of the seasons. It was his
forebears who led the kindred to this part of the
Forest of Loren and he does not wish to be the one
to relinquish it to the Bretonnians.
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EQUIPMENT: Yolath is armed with a hand weapon
and longhow and rides a Warhawk.
SAVE: ¢

MAGIC ITEMS

Yolath may be given any of the magic items stolen
during the Baitle of the Tents for no extra points
COSL.




Zum Zusammenbau der Pappmodelle benétigst du ein scharfes Bastelmesser und etwas
Sekundenkleber. Die getonten Flachen geben jeweils an, wo Kleber aufgetragen werden muSS.

Dieses Set enthalt Vorlagen fir finf kleine Zelte — drei vierseitige und

zwei sechsseitige. Die Teile der Zelte sind so beschriftet, dass man
leicht erkennen kann, welche zusammengehéren — Dach (1a) passt zu
\ den Wéanden (1a), Dach (1b) zu den Wanden (1b) usw.
v Alle kleinen Zelte werden auf die gleiche Art zusammengebaut. Falt
zuerst die Sektionen des Zeltdachs so um, dass sie einen Kegel

formen. Trag als néchstes Kleber auf die Lasche auf und press die
beiden Dachkanten fest zusammen. Lass das Dach trocknen,
wahrend du die Wandsektion baust. Falt die Wandsektion herum und
kleb die beiden Kanten an der Lasche zusammen.

Wenn Wai&nde und Dach trocken sind, kannst du das Zelt
zusammensetzen. Plazier das Dach auf den Wanden, halt die beiden
Teile zusammen und dreh sie vorsichtig um. Kleb das Dach innen an
die Wande, damit kein Kleber auf die AuBenseite des Modells

gelangen kann.

Sechsseitiges Zelt Vierseitiges Zelt

Falt die beiden Seiten der Hauptwand (2a) herum. Nimm die
Riickwand (2b) und kleb sie auf beiden Seiten mit den Laschen
nach innen an die Hauptwand.

Falt als nachstes die Seiten des Vorbaus (2¢) herunter und kleb
ihn an den Positionierungslaschen vor den Eingang des
Pavillons. Klebe das Dach (2d) wie dargestellt auf den Vorbau
und falt die Spitzen herunter.

Falt eine Seite des Pavillondachs (2e) herum, falt dann die
Vorderseite herunter und kleb sie an der Lasche zusammen.
Wiederhol das gleiche fiir die andere Seite.

Wenn das Dach trocken ist, plazierst du es auf den Wanden
und prifst, ob sie ordentlich zusammenpassen. Dreh das
Modell vorsichtig herum und kleb das Dach von innen an
‘) die Wénde. Halt das Dach und die Wéande fiir eine

Weile fest aneinander, bis die Oberflachen sich

grindlich verbunden haben.

\ Wenn der Pavillon getrocknet ist,
musst du nur noch die Spitzen
Zdl an den Kanten des Dachs
herunterfalten, und dein
g 0 Pavillon ist fertig.
\ @u )
- 2

In Gravaines Queste sind Vorlagen fir finf
Zaune enthalten. Sie haben verschiedene

-
P Ende ‘\ GroBen, werden aber auf die gleiche
P Weise zusammengebaut. Falt
einfach die Oberseite des
Zauns herum und kleb die
beiden Enden an den
t { Laschen fest.
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Nimm das Chassis des Wagens (4a) und falt die Seitenwande wie dargestellt
herum. Kleb die Seitenlasche an die Innenseite der Seitenwand und kleb dann
den Boden mit der Lasche an die Seitenwand.

Nimm als nachstes die beiden Wagenplanen (4c¢) und bieg sie nach
innen, so dass sie sich der Krimmung der Wagenenden (4b)
anpassen. Nimm eines der Endstlicke und kleb es mit den
Laschen an eine der Wagenplanen. Kleb die Kanten der
beiden Teile schrittweise aneinander, wobei du die 4
Krimmung des Endstlicks nachformst. Wenn die
beiden Teile trocken und fest sind, wiederholst du den
Vorgang mit der anderen Seite der Wagenplane.

Kleb die verbliebene Wagenplane mit einem Ende
nach dem anderen an die Endstiicke. SchlieBlich
musst du noch den Wagenfirst (4d) auf die Oberseite
kleben. Wenn alles getrocknet ist, steckst du den
Aufbau auf das Chassis.

Du benétigst fir den Wagen 4 Rader, die du entweder bei
der Games Workshop Mail Order bestellen oder dir
einfach aus dicker Pappe selbst bauen kannst. Die
beiden Achsen kannst du aus verschiedenen Materialien
herstellen, zum Beispiel aus Streichhdlzern, Zahn-
stochern oder sogar Stiicken aus dem Gussrahmen der
Réader. Egal welches Material du verwendest, du musst
zwei gleichlange Stlicke daraus schneiden, die etwas
langer als die Grundbreite des Wagens sind. Kleb die
Achsen in Position und lass sie trocknen. Kleb schlieBlich
die Réader an den Enden der Achsen fest.

Wir empfehlen, die fertigen Modelle wie unten gezeigt auf Pappbases zu kleben, was sie stabiler und dauerhafter macht.
Klebe einfach etwas Citadel Streu auf die Bases, und schon kannst du sie im Spiel einsetzen.

Ein spielbereites bretonisches Zeltlager.
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