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On the following pages, you will find all of the rules needed to fight a battle
between three or more armies, where each army fights all of the other armies
taking part in the battle.

Inn a Triumph & Treachery battle, alliances

arc temparary at best, as there can be only one

winner. We've included rules for Victory Tokens
that keep track of who is win ning and can be
used as bribes, for Treachery Cards thar allow
players to carry out all kinds of dirt y tricks, and
for mercenaries that can be hired by players 1o

hight alongside their main arimy.

These new rules mean that 2 game using these
rules will be very different to any ather battle
you have fought before. For a start, yol will have
to contend with two O MONe appanents, rather
than just one. When your turn comes around,
picking the right opponent in each phase is vital.

i
The art is to attack someone who will find it hard
to attack you back when their cown turn arrives.
This said, be wary of picking on one player too
much, as doing this may simply encoursge them i

to make alliances to take you down even if they

can't win the battle themselves.

Tou will also need to learn to keep an eye on who
is d:\ir'.i:a the best in the battle, and concentrate

1

two and not letting them get too far ahead, It's

ur efforts on bringing them down a peg or

easy to get drawn into a conflict with the nearest
opponent, but this can leave players on the other
side of the table with a free hand. Even if you

can't attack someone directly, there’s nothing




stoppifig you from pointing out who's in the lead
to players that are in a position to attack them,
and you can also bribe opponents with ¥Victory
Tokens or use Treachery Cards to get what you
want, without having to dirty vour own hands.
With luck, vour enemies will weaken themselves
so much that they'll be easy pickings for your

'.!I"'ZI(JFI!—. |:1|.|;'!I' LML

Mercenaries also have a profound effect on play
in games of Trinmph & Treachery. The rules
for using mercenarics allow you to include units
from ather army books in your army. Thisisa

tastic way to start collecting a new army, and

15 u:".;f'.'-:'n'.r'.:;' useful for filli ng gaps or weaknesses
L1 YOUr 1main force. Dan’t have any urll:.ln_'r}." Just
hire some Empire gunners! No flying creatures?
How about some mercenary Warhawlk Riderss

These changes make for a very different style
of Warhammer hattle, where cunning and guile
must be part of your battle plan. The possibilities

are endless — just remember: trust no one. .

RULES OVERVIEW

The Triumph & Treachery rules secrion 15 split

into the following sections:

Trust No (hne
Rules for bhattles fought between more than

oo sides,

Vietory Tokens
Mew rules for keeping track of who is winning
the battle

Treachery Cards
Rules for using dirty tricks and cunning ploys

against your opponents
Mercenaries
Rules for including mercenary contingents from

other armies

Triumph & Treachery Scenarios

Three new scenarios specifically designed for use
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PLAYER
TURN CARDS

The Trust No One rules explain everything you
need to know in order to fight an exciting battle
between three or more combatants. In summary,
they boil down to this: when a player rakes a
turn, they pick one opposing player at the start of
each phase, and that player is the ‘enemy player'
for the phase. Only units belonging to an enemy
player can be artacked or targeted.

Keep this in mind and you can't really go
wrong — though it's worth reading the rules
explanations below see how to deal with some
unusual situations that can occur during play.
Mote that all of the normal Warhammer rules
apply except where modified below,

PLAYER TURN CARDS

A set of Player Turn Cards are included with
Trtwnipds & Thvachery. At the start of the game,
each player is randomly dealt one Player Turn
Card. All l’la}'tr Turn Cards have the same
coloured back, but have o different icon on the
fromt, so you can't tell who the card belongs to
from the back, but can from the front.

Players should make a note of which icon is on
their Player Turn Card by writing it on their
army roster — axe, hammer, shield, staff or
sword. Fach player retains their card and uses
the same icon throughout the game.

DETERMINE TURN ORDER

At the start of each game turn in a multi-sided
battle, the players’ Player Turn Cards are
shuffled rogether and placed in a draw ple, The
cards must be placed with the icon side face
down, 50 that the players have no idea what crder
the cards are in.

The top card on the draw pile is then flipped face
up, The player whose icon 15 revealed then takes
their turn (see below), Once the first player has
finished their turn, the next card 1s Hippctl and
the player whose icon is revealed takes their turn,
and so an, unti] all the cards in the draw pi]u:
have been revealed.

Oinee all of the players have had a turn, the game
turn is over; reshuffle the cards o make a new
draw pile for the next game trn,

TRUST NO ONE

FRIENDS AND ENEMIES

Player turns in multi-sided battles follow all

of the normal Warhammer rules, with one
exception: at the start of each phase, the player
whase turn it is must pick one opponent to be
the enemy player for that phase. While in the
Warhammer rules, it's important to know which
units are friendly and enemy, in multi-sided
battles, units can also be neutral,

Once the player whose tarn is taking place
has nominated an enemy player for 2 given
phase, all other players are neutral players
for that phase. A different enemy player may
be selected at the beginning of each phase

if desired; the neutral players will change
accordingly in response,

Oince the enemy player has been chosen for a
phase, the following rules apply:

* All units belonging to the player whose turn is
taking place are friendly units.

* All units belonging to the enemy player are
enemy units for that phase.

* All units belonging to neutral plavers are
neutral units for that phase,

Neutral Units
MNeutral units cannat be targeted or attacked in
any way. This means that:

s Meutral units may not attack, dispel or carry
out any other actions.

Meutral units cannet be hit by attacks that use
templates or markers, attacks that scatter or
attacks that randomly determine who is hit, or
by spells or game effects that affect *any unit
(friend or foe)’ within a certain distance.

Meutral units do not count for combat resules
and cannot cause disruption or affect a combat
i.]1 H.[l:r' llell.Cr 1\'3}". T‘Il‘::f' I:HI'III.' H.I:I: 0or FL‘I FRLEE,
and are fed thmug]] in the same manner as an
COEmy 1nit.

In other words, neutral units do not take part in

the phase and are not affected by what happens
during the phase.
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GAME PHASES
The following additional rules apply in batrles
with more than two sides, depending on which
phase is being played:

Movement Phase: Charges may only be
':':LT]E‘II'L“'L‘I ill_.li*:ili.ﬁ‘.. unLks |.I-:|n::|n-=:|r'.-g toa t ||"_' CIemy
player. Units belonging to neutral players are

TTL'H.'.L'd. ds ir:'l'.'l'd'.i::.'lllllr.' terrain.

Magic Phase: Only the enemy player receives
dizpel diee, and anly enemy units may he chosen
as the target for any spells (apart from augment
whach can only target units belonging to

the casting player as normal). Note that spells

that use templates or that normally affect “any

unit (friend or foe)’ within a certain range will
not atfect neutral units. Similarly, Remains in
Play spells that trigger an effect ‘in every Magic
phase’ do not affect newtral units in that Magic
phase, and Remains in Play spells cast on neutral

units may not be dispelled that phase

Shooring Phase: Only unitz of the enemy
player may be selected as the target of a shooting

artack. Enemy units that are in combat with

tral unit may not be selected. Note that
WELPONS that use @ marker or template do not

affect neutral units,

Close Combat Phase: If fricndly units are in
combat with units from only ene apposing army,
then that army's |'||:=.:| er must be chosen as the
enemy player for the Close Combat phase, If
triendly units are in eombat with units belonging
to two or more opposing players, then one of
these players must be chosen as the enemy
player, and a Truce is called with all the ather
neutral players (sce Truces, next), Attacks

are only ever made between friendly units and

CNEmy” units.

Truces
When a Truce is called in the Clage Combat
phase, any neutral unit that is in base contact
with a friendly unit must be moved 1" away from
the friendly unins). Mowve the neutral unit by

the shortest route, maintaining the same facing,
until it is at least 1" away from all friendly units,
If such a move is impessible, cither because there
is not enough space, or because the newtral unit

is engaged in combat with an enemy unit or a
unit belanging to ancther neutral player, then
the unit remains in place, but takes no part in the
Close Combat phase.

@%@: E;f =WP;

ROLL-OFFSs

The rules for roll-ofts presented in the
Warkanemer rulebook won't work in battles with
more than two sides. In bartles with more sides,
all of the players roll a dice, and the single player
thar rolls highest wins the roll-off. The winner of
the roll-off determines the order in which actions
are carried cut for all of the plavers that took
part, For example, if the players were rolling-off
to see who picks a deplovment zone, the winner
of the roll-off would decide in what order all of

the |"|-'|‘_-'L'!".\ chioose their depioyment zones,

Note that if several players are tied for the
highest roll, only the tied players roll-off again

— all the ather players with lower rolls are out!
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1} Brass coin = 50
victory points

2) Sibver coin = 150
VICtory points

3) Gold eoin = 250
victory points

4) Gold ingot = 1500

victory points

Keeping Score
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I a battle between two sides, it is usually
sufficient to just total up the victory points that
each side has scored at the end of the battle; after
all, each player only has to focus their efforts
during the game on defeating one opponent!

In 3 battle with more than two sides, where

you must divide your attention between several
players, it is much more important to keep track
of how well each of the other players is doing an
a phase-by-phase basis. This way, you can plan
your attacks accordingly and keep an eye on
anyone who seems to be acquiring too much of a
lead, or is catching up to you and looks ready to
get ahead of vou,

Victory Tokens are a handy method of keeping
track of each player's running victory points
total. They are especially useful for multi-
sided battles (the tokens can be used for other
things too, like bribing an opponent or hiring
mercenaries), but can be used in two-sided
battles, if the players ApTee.

PREPARING THE TOKENS

A set of Victary Tokens is included with each
copy of Triumpd &F Teachery. At the start of the
battle, place the Victory Tokens in a pile beside
the gaming table, where they are easily accessible
to all of the players. Unless the rules for
Mercenaries (see page 21) are being used, each
player starts the game with two brass coins,

Victory Token Values

There are four types of Victory Token included
with Triumph & Treachery: gold, silver and brass
coins, and gold ingots. A brass coin is worth 50
victary points. A silver coin is worth three brass
coins, ar 150 victory points; a gold coin is worth
five brass coins, or 250 vic tory points; and a gold
ingot is worth thirty brass coins, or 1500 victary
points! Victory Tokens may be freely exchanged
for different denominations of the same total
value at any time,

VICTORY TOKENS

GAINING VICTORY TOKENS

At the end of each phase, each player receives
Victory Tokens equal to every full 50 victory
points they scored in that phase, ignoring any
‘spare’ victory points beyond this total. Each
plaver’s collection of Victory Tokens makes up
their paychest. The player’s victory point total
is then reset to 0, ready for the next phase. Carry
on doing this for all of the players that scored
victory points in that phase.

If one player scored a higher total of victory
points than any ather in that phase, then that
player is awarded one additional brass coin,

If multiple players are Hed for highest victory
points earned, then each of those players receives
a bonus brass coin.

For example, in a Close Combar phase, 4 player wing
230 wictary potnis; e takes 1 sibver com and 1 drass
coin, fgnevdng the 30 points loff sover. The player i3
thew found fo hurve woon the mart wictory peints thal
phase and s gaing an additional brass coin, swapping
the sifver-coin and 2 brass cotws for a single gold coin,
Later, he wants ta bribe another plaver by grving him
@ Brass coing o do 5o he Breaks hic ol con doen diwie
a silver and 2 brass, and grves ane of the brass coins ta
the ather player,

USING YICTORY TOKENS

At the end of the battle, the player with the
most valuable payehest, as represented by their
collection of Victory Tokens, is the winner.

Each player must keep the Victory Tokens they
have collected in plain sight near the gaming
table, so that the other players can see and count
them. They are not secret, and players are free
to ask an opponent to show how many Victory
Tokens they hawve.

At any time during the game, players may

give away Victory Tokens to other players if
they wish, For example, you could pay or bribe
another player not to attack you. Note that deals
and arrangements that are struck before the
coins are handed over are not binding, so be
careful that you don’t give away coins to a player
you cannot trust to honour their end of a deal —
vou'll find that players are not all equally honest
in their dealings!




TREACHERY CARDS

A pame called Triumph & Treachery would
hardly live up to its name if the players couldn’
pull eff a dirty trick or two during play! To this
end, the following rules allow you to add a deck
of Treachery Cards to your games, enabling all
kinds of nefarious tricks and ploys.

PREPARING THE

TREACHERY CARDS

A set of Treachery Cards are included with
Triummph € Theachery. After deployment, shuffle
the Treachery Cards together, and place them in
& face-down deck in easy reach of all the players.

GAINING TREACHERY CARDS

Players can gain Treachery Cards in three ways:
* Automatically ar the start of each game turn,

* By rolling successfully in any phase in which
they are a neutral playver.

* By making a dirty deal to get cards from
another player.

Start of Turn Cards

At the start of each game turn, before drawing
any Player Turn Cards, each player getsa
number of Treachery Cards from the deck
depending on their payehest:

* [ they have a more valuable payehest than all
other players, they get 1 card,

* If they have a less valuable paychest than all
other players, they get 3 cards.

* Otherwise, they get 2 cards.

Neutral Player Cards

Immediately after & player chooses the enemy
player for a phase, all of the neutral players
get a chance to gain a bonus Treachery Card.
This represents them hatching devious plots
while their apponents are embeoiled in combar,
Each neutral plaver rolls a D, If playing 2
game with three players, a roll of § or 6 gains
the neutral player an extra Treachery Card. If
playing a game with more than three players, the
extra card is only gained on the roll of 2 6.

Dirty Deals

Flayers are allowed to give cards from their
hand to another player, This 1s known as making
4 (l.ilr?}' {{Eal. ‘-":]'IHJ ou TL‘L'L'i'l.'L' 'i[] refurn E-l:]l'
making a dirty deal is up to you to negotiate
Any carcs vou receive from a dirty deal are
added to your hand, subject to the rules for hand
size below. Note that once you have made a dirty
deal and given a card to another player, you may
not demand they give it back, even if they break
their part of an agreement (you can ask, but it

15 up to the other player to decide if they wish to
return it to you).

Hand Size

If a player finds that they have more than five
Treachery Cards in their hand, they must
:II'I!IJTH:'ji:llI:]}' discard cards of their choice until
there are five cards left in their hand, Note that,
if a player has more than five cards in his hand,
that player may not play cards until they have
discarded down to having only five cards.

Discarded Cards

If there are ne more Treachery Cards to draw,
the cards that have been discarded {including
those that have been played) must be reshutfied
into a new draw deck.

PLAYING TREACHERY CARDS
During the turn, the cards in a player’s hand
can be played to carry out the action on the card.
Oince it has been played, a card is discarded.
Any cards not used during a turn are kept in the
player’s hand, and can be vsed in future turns
{(hand size permutting, of course). Mote that,
unless a card specifically says otherwise, it can
be used even if the situation it affects does not
:.I'l‘-'l::ll'l.'ﬂ Ay umits I:Jt]\'.l]]g;l]'lg Lo [l:]l: EJI.H}‘L‘]' Lt!i[ig
the card. Any cards that affect a unit will also
affect any characters that have joined the unit.

Several Treachery Cards require the player to
discard 1 or more brass cains. If the player is
unable or unwilling to do so, then the card has
no effect, In addition, some cards are triggered
l'l} rl'lf.' H.I.'tiﬂl'l!'i I::IFE Ll]'lir. I:‘HT l{.":i\:.ﬂ.!'.I'I'I'.I]I.'I 'IFE KI\rIIIH.l'd.
casts a spell, or a war machine makes a shooting
attack. In such cases, the player that declared the
action may not decide to rhangu their mind and
cancel the action.
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TREACHERY CARDS
1) Title

2) Description

4y Card Effect

CARD COMMENTARIES

Treachery Cards are usually self-explanatory,
but the following commentaries explain how to
deal with certain rare situations that may cccur
during a game, and which can raise questions
about how a specific card should be used.

Allianees This card must be played immediately
after you are picked as the enemy plaver, before
Treachery Cards are given to neutral players.
It may not be played if you were picked as the
enemy player because of the play of an Ancient
Enmity or Paranoia card, or because you were
the only player with models in close combat with
the player taking their turn.

Ambush Fire: The target must belong to the
player chosen as the enemy player in that
Shooting phase. [f the target is destroyed, the
player making the artack receives the victory
points for it,

Ancient Enmity: This card must be played
immediately after you are picked as the enemy
player, before Treachery Cards are given to
neutral players. It may not be played if you
were picked as the enemy player because of the

p|;1:.- af an Alliance or Paranoia card.

Look Behind You!: This card affects all
successfl armour saves made by the target unit
in either the Shooting phase or Close Combat
phase; it has no effect on successful ward saves
or the Regeneration special rule

Misdirection: The normal restrictions for range

and line of sight still apply. The player of this

card cannot pick their own unit as the target of a

hex, direet damage or magic missile spell. If
the target is destroyed by the misdirected spell,
the player of this card receives the victory points

for it.

Null Stone: Note that dice arc removed from
the pool; dice that have been taken from the pool
to cast a spell, or which have been rolled, cannot
be affected by the subsequent play of a Null
Stane card, If there are not enough dice in one or
both pools to satisfy the dice roll, then remove as
many as possible to a minimum of 0.

Paranoia: This card must be played
immediately after vou are picked as the enemy
player, before Treachery Cards are given to
neutral players. It may not be played if vou
were picked as the enemy player because of the
play of an Ancient Enmity or Alliance card, or
because you were the cnly player with models in
close combat with the player taking their turn
{and thus the only viable target),

Riches: This card must be played before the

Pursuit roll is made.

Scratehing Powder: MNote that this card can
stop a unit from shooting if the unit is not
allowed to move and shoot,

Sorcerous Aids This card is used after any
modifiers are applied to the spell, and any re-
rolls to the casting roll have been taken. This
card cannot affect bound spells.

Trickster's Ring: 1f the gpell is cast with
irresistible force, then the spell is castand a
single roll is made on the Miscast table.



MERCENARIES

Mercenary companies are a common sight on the battlefields of the Warhammer

waorld. ,-‘Lllhuugh famously unirusiworthy, there is no doubting the baitle prowess
of these hard-bitten warriors. The following rules allow vou to include bands of

mercenaries in your games, along with rules that will allow you to bribe enemy
mercenary units so that they won’t fight at vital points in the battle!

HIRING MERCENARIES

If the rules for mercenaries are being used in

your game, each player receives extra points that

can be spent to hire mercenary wnits for their
army. I he number of points each plaver recemves

|I1'.-r.' ir'. '.l‘LL" drImy.

For example, f you were fighitng a 1

Theachery battle whave eack wde wsed a 1,500 DR

armry, and wanted fo ase e MLrvenary

each player wonld recerve an additional 300 po
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A mercenary unit is selected from a different
army book to the player's main army (a player
can't hire mercenaries from their own army, but
otherwise there are ne restrictions). Mercenaries
may even be taken from armies not noted for
their civil relations — in dire circumstances, a
general will call upon any willing to fight at his
side for gold, evenif the two forees would never
strike up an alliance. All of the mercenaries
selected from a single army book are known

4% a mereenary company. A player may have
several mercenary companies, each from a
different army book, if desir
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Fach mereenary company must include at
least one character model to be the contingent’s
mercenary captain. 1f there are several
character models, the one with the highest
Leadership is the captain. In a tie, the owning
player may choose which character tied for the
highest Leadership is the captain. Note which
character is the mercenary captain on the army
roster. All units from a merecenary company
within 6" of their mercenary captain may use
his Leadership value in place of their own.

Mercenary units may take any aptions normally
availahle to them and are sulject to all of their
normal army special rules. The player who
purchased them always treats mercenary units,
no matter their Alignment, as Suspicious Allies.

Unspent Mercenary Points

If a player has any of the allotted paints for
mercenaries left over, then they become victory
points which must be converted into Victory
Tokens, following all the rules on page 18. The
player receives these bonus Victory Tokens
before deployment at the start of the battle.

LOYALTY

All mercenary models suffer -1 to their normal
Leadership characteristic. During the battle,
mercenary units are controlled as normal by the
player that inchaded them in his army; however,
there are times when the loyzlty of the warriors-
for-hire will be tested.

If a fleeing mercenary unit passes a Rally test,
roll on the Mercenary Loyalty table, below, and
apply the results immediately after the unit has
rallied. Mercenary units can also be bribed by
other players, as described next.

—_——
| MERCENARY LOYALTY TABLE

| D6 | RESULT /

| 1-4 | All players roll-off-whichever player wins
the roll-off now controls this mercenary
unit. If the mercenaries have changed

sidles, they immediarely count as a newly

army for all rules purposes.

The mercenaries remain kayal for the
time being,
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Bribing Mercenarics
At the start of any phase, a player may attempt
to bribe another player's mercenary wnits by
spending Victory Tokens, If more than one
player wishes to attempt a bribe, roll off to
determine the order attempts arc made. If

the bribe is successful, then the mercenaries
will stand back and do nothing in that phase.
Attempts to bribe mercenary units take place
after the enemy plaver has been selected for the
phase and any rolls have been made by neutral
players to see if they get additional Treachery
Cards. Mercenary units that are fleeing may not
be bribed.

1t costs at l=ast 1 brass coin to bribe a mercenary
unit, A player may elect to spend as many Victory
Tokens as they wish, up to the maximum they
currently possess. The player attempting to bribe
the mercenaries places the tokens that make up
the bribe next to the mercenary unit. The player
whose unit is being bribed now has the option to
‘authid’ the bribe, To do this, they must place a
higher bribe next to the unit.

If the attempted bribe was not outbid, then the
unit becomes neutral for the duration of the
phase, If the attempted bribe was successfully
outhid, then the mercenaries remain active and
may be used as normal by the owning player. In
either instance, once the mercenary unit's status
has been determined for the phase, all Victory
Tokens used in the attempt to bribe the unit are
spent — they are swept off the board and back
into the stockpile of Victory Tokens.
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TRIUMPH & TREACHERY

SCENARIOS

Battles between many forces are complex, anarchic affairs. Armies

-,

pour forth from

every direction, clashing furiously for possession of strange and unigue objectives.

Almost 21l of the scenarios in the Warbammer
rulebook are designed to be fought between two
sides. The following three Trinmph & Treachery
scenarios arc rather different, all being designed
to be fought with from three to five armies, and
using all the Triumph & Treachery rules you
have read on the preceding pages.

SCENARIO FORMAT

All of the Triumph & Treachery scenarios follow
the same format as the Pitched Battle scenarios
from the Warhammer rulebook. Unless otherwise
stated, any rules that apply to a Pitched Battle
scenario also apply to these Triumph &

Treachery scenarios,

CHOOSING THE SCENARIO

If you wish to fight a Triumph & Treachery
battle with more than two players, you must use
a Triumph & Treachery scenario for the game,
or [Gf:nur‘sn:".] u5e one DF‘_I-'D'LI!' AT dr.v:.!ﬂing.

The players taking part in the battle should
agrec amongst themselves which scenatio they
wish 1o use, Alternatively, you can roll a dice and

refer to the following table to randomly select the

scenario you're going to use from those on the
following pages:

e
SCENARIO TABLE

Dé | SCENARIO
1-2 Battle 1: The Centre Ground

Batile 2: Battle for the Artefact

3-4

5.6 Battle 3: Right of Conguest

VICTORY POINTS

In Triumph & Treachery scenarics, victary
points are scored for achieving any of the
following ohjectives:

* Victory points are scored for the King is
Dead, Seized Standards, and Underdog
Challenge achicvements (see the Warbammer
rulebaok for details) in the phase in which

the event occurred.

A player whose army destroys an enemy
wnit, in combat, with shooting or magic,

or because the enemy fled and was caught,
receives a number of victory points equal
to the points value of the unit. These points
are awarded in the phase in which the

gvent occurred.

* A player scores 50 victory points for each

combar that their army wins.

Additional victory points may be scored for
achieving certain objectives specific to the
scenario being played.

Note that the rules for Victory Tokens arc always
used for Triumph & Treachery scenarios, which

means that victory points must be converted into

Victory Tokens at the end of each phase (see page
187 and at the end of the game.




THE ARMIES

Each player chooses his force using the army
list from a Warhammer army book, to an equal
points value agreed before the game.

THE BATTLEFIELD

Set up the terrain as described in the Warkammer
rulebook. The battlefield must be at least &' by 4.

DEPLOYMENT

Use the alternating method of deployment
described in the Warbammer rulebook with the
deployment instructions beside the map below.

Several armies converge on the same battlefield, each one determined to control

the field by holding the centre ground. Negotiations quickly break down into brutal
conflict as each army surges forwards to control the heart of the battlefield.

FIRSTTURN

.L‘II]]..E }L'L'I:]-:I.l.'i.'i.:' LSS |.JI.'L' .I.J'LI‘}[ N*.J r.}liill.' J.'I.l]l."‘in

The battle will last for six game turns, or until
a time limit agreed by the players is reached,
whichever comes first,

to determine the turn order each game turn,
including the first (see page 16).

VICTORY CONDITIONS

The P|;1,'c::|' with the most valuable pavchest at
the end of the battle is the winner.

SCENARIO SPECIAL RULES

Trust No One, Mercenaries, Treachery
Cards, Victory Tokens.

The Centre Ground: At the end of each game
turn, the player with a unit closest to the centre
of the battlefield gains 100 victory points. If
more than ene player is equally close, divide

the points hetween them as evenly as possible,
rounding any fractions down.
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Deployment

Set up frve markers
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the table corners, Each
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| the centre point of their
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gff e 1ee whick player
(| choases their marker first.
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The hour is nigh, and the generals must drive their forees to seize a invaluable
artefact before it is captured by their enemies.

Fach player chooses his force using the army
list from a Warhammer army book, to an equal
points value agreed before the game

THE BATTLEFIELD

Set up the terrain as described in the Wasfanmer
rulebook. The batlefield must be at least 6' by 4.

The Artefact is represented by a small counter no
larger than 1" by 1%, a coin will do, but a suitable
model is even better! Place the Artefact at the
very centre of the battleficld.

DEPLOYMENT

Use the alternating method of deployment
described in the Warfammer rulebook, with the
deployment instructions beside the map below.

This scenario uses the Trust No One rules
to determine the turn order each game turn,
including the first (sec page 16).

GAME LENGTH

Roll 2 D3 at the end of cach game turn, Add

distatie apart framt e

the turn number and the number of players to
the dice roll. If the total is 12 or more, the battle
ends immediately. If the total is less than 12 the

hattle continues for at least one more game turn.

VICTORY CONDITIONS

The player with the most valuable pavehest at

the end of the battle is the winner,

SCENARIO SPECIAL RULES

Trust No One, Mercenaries, Treachery |
Cards, Victory Tokens. i

The Artefact [s Mine! If a player’s General |
moves into contact with the Artefact in their .
Movement phase, they must pick it up. Put the

Artefact marker next to that General to show

that he is carrying it. If the General flees or is

slain, they will immediately drop the Artefact in

the exact position they occupied prior to being

removed as a casualty or beginning their Flee

move, At the end of the battle, the player whose

General is carrying the Artefact marker (or

1 closest to it if no one is carrying it) receves

a bonus of 500 victory points. If Generals

helonging to more than one player are equally

close, divide the points equally between those

'i':-lH.:.'I_']'SI |'n|n|1di|:1:5I fractions down.
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THE ARMIES
Each player chooses his force using the army
ligt from a Warhammer army bock, to an equal

points value agreed before the game

THE BATTLEFIELD

Set up the terrain as described in the Wartammer
rulebook. The battlefield must be at least & by 41

Divide the table into six equal sized segments.
Each player then takes it in turn to place one
objective anywhere in each segment. Roll

off to see in what order the players place the
objectives. Once complete, there should be six
objectives on the table, one in cach segment.

Use the alternating method of deployment
described in the Warhanmmer rulebook, with the
deployment instructions beside the map below.

This scenario uses the Trust No One rules
to determine the turn order cach game turn,

including the first (see page 16),

RIGHT OF CONQUEST

The barttlefield is a vital piece of land that lies between several kingdoms. Each
kingdom insists that the field of battle is theirs, and theirs alone. Tensions and
disputes have escalated over time, and now the rulers of the kingdoms are
determined to impose their ownership by right of conquest.

CGAME LENGTH

Roll 2 D3 at the end of each game turn. Add
the turn number and the number of players to
the dice roll. If the total is 12 or more, the battle
ends immediately. If the tocal is less than 12 the
hattle continues for at least one more game turn.

VICTORY CONDITIONS

The player with the most valuable payehest at
the end of the battle is the winner.

SCENARIO SPECIAL RULES :
Trust No One, Mercenaries, Treachery [
Cards, Victory Tokens. \\\

Right of Conguest: At the end of the battle, the
player with a unit closest to each objective gains
100 victory points, If more than one player is
equally close, divide the points between them as
evenly as possible, rounding any fractions down.
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" FRIENDS AND ENEMIES (sce page 16)

- Atthe start of each phase, the player whose turn it is must pick

ane opponent to be the enemy player for that phase, Once the
enemy player has been chosen for a phase, certain rules apply:

*  [Jnits belonging to the player whose turn is taking place
are friendly units.

*  [Jnits belonging to the enemy player are enemy units.

# Al other units are neutral units for that phase,

* Neutral units cannot be targeted or attacked in any way.

GAME PHASES (sce page 17)

The following additional rules apply in battles with more than
two sides, depending on which phase is being played:

1) Movement Phase: Charges may only be declared against
units belonging to the enemy player. Units belonging to
neutral players arc treated as impassable terrain,

2) Magic Phase: Only the enemy player receives dispel
dice, and neutral units may not be the target of any spells,

3) Shooting Phase: Only units of the enemy player may be
selected as the target of a shooting attack.

4} Close Combat Phase: If friendly units are in combat
with units from only one opposing army, then that army's
player must be chosen as the enemy player for the |‘-'|‘::i?u!.
If friendly units are in combat with units belonging to two
or more opposing players, then one of these players must be
c|11:56|:1'| as t|1r. enemy p]uy{:r. and a Truee is called 'l‘-'it"‘l all
the other plavers.

VICTORY TOKENS (see page 18)

There are four types of Victory Tokens: brass coins, worth
50 wictory points; silver coins, worth 150 victory peints; gold
coins, worth 2350 victory points; and gold ingots, worth 1500
victory points. Victory Tokens can be exchanged for different
denominations of the same total value at any time,

» Unless using rules for Mercenaries, each player starts the
game with two brass coins.

» At the end of each phase, each player receives one brass
coin for every full 50 victory points they scored in that
phase, ignoring any ‘spare’ victory points beyond this total,

: B If one pla}-‘cr scored more \f'il;tl:ll"l.' p-oinrs than any ather in

that phase, then that player is awarded one additional brass

goin, If multiple players are tied for most victory points
earnedl, each of those players receives a bonus brass coin.

¢ The value of coins a player has is known as their paychest.

At the end of the batele, the player with the greatest value

L » At the start of each phase, a player may spend at least one

TREACHERY CARDS (scc page 19)

Players can gain Treachery Cards in three ways:

1) Autornatically at the start of each game turn,

* [fthey have a more valuable paychest than all other
players, they get | card.

* Ifthey have a less valuable paychest than all other
players, they get 3 cards.

* Otherwise, I]u:g.' get 2 cards.

2) Immediately after a player chooses the enemy player for a
phase, sach neutral player rolls a Dé, If playing a game
with three players, a roll of § or 6 gains the neutral player
an extra Treachery Card. If plaving a game with more than
three players, the extra card is only gained on the roll of &

3) By making a dirry deal to get cards from another player,

1f a player finds that they have more than five Treachery Cards
in their hand, they must immediately discard cards until there
are five cards left in their hand.

-

MERCENARIES (scc page 21)

Each player receives an extra 100 points for every 500 points in
their army that can be spent to hire mercenary units, If a player
has any points from this mercenaries allowance left over, they

receive one brass coin for every 50 points they do not spend.

*  All of the mercenarics selected from a single army book are
known asa mercenary Company.

*  Each mercenary company must include at least one
character model to be the contingent’s mercenary captain.

»  All units from a mercenary company within 6° of their
mercenary eaptain may use his Leadership valoe in placs
af their own.

* Al mercenary models suffer -1 to their normal
Leadership characteristic.

+ Al mercenaries are treated as Suspicious Allies,

hrass coin to bribe 8 mercenary unit. If the owning player
does not spend more Victory Tokens to outbid the bribe,

the mercenary unit becomes neutral for the rest of the
phase. Any coins spent in this way are discarded.




TRIUMPH & TREACHERY Inside you will find;

* Full rules for playing 3, 4, or even 5 sided
As war rages across the Warhammer world, deadly alliances form games of Warhammer,
and fracture. Three, four or even five armies take to the field in a ¢ Nirrative scennrios detailing smiti-sided
fight to the death. Mercenaries answer the call to battle, accepting batiles in the Warhamamer wosld.
a king's ransom in coin to raise their blades in anger. Yet never
are these untrustworthy allies more than one good bribe from
defection. As generals become ever more desperate, even the most
honourable will stoop to any underhanded trick or back-stabbing Warhammer: Triumph & Treachery is an expansion
ploy if it will secure victory, and as vast armies clash in manifold i e
conflict, only the most cunning heroes will trivmph over their foes. B e

* A showcase of expertly painted
Citadel miniatures.,
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Your sages supercharge the foc's spells with
Pyrotechnic conseguences, :

Play if you are a neutral plaver when
a Wizard fails a casting attemnpt. The
spell is cast with irresistible force; the
Wizard suffers the effects of broken
concentration and a miscast.
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RICHES

Scattering coin dissuades puriuit in
favour of greed.

Play in the Close Combat phase when
a unit is nominated to pursue. Discard
one brass Victory Token to halve the
Pursuit roll for that unit.




 Turncoats in the enemy ranks cause havoe.

Play at the start of a round of combat.
Discard 1 brass Victory Token to stop
one unit of your choice from using the
Steadfast or Horde rules for that phase,
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ALLIAN
An old alliance makes a foe change
eheir plans.

Play if a player with an
army of the same alignment
._”m.um the Warkammer u..._”_n_unﬁ—nu_ _u_ﬂ.—nm
you as the enemy player. That player
must pick a different enemy player.

SURPRISI
ATTACK

Troaps cdpe abead so they can launch
an attack.

Play at the start of your
Movement phase. Pick one of your
units. That unit has +D3 Movement for
that phase. - ;s
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SCRATCHI
POWDER

This wicked ivvitant makes standing
still impossible.

Play in the Shooting phase when a unit
is picked to make a shooting attack.
The unit counts as having moved in the
preceding Movement phase.
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Play if you win a combat in your turn
against the last player that chose you as
the enemy plaver. You receive 2 extra
brass Victory Tokens.
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One of your units may

immediately shoot at a unit belonging

to the player chosen as the enemy player
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Play if you are a neutral player in a |
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 Your traops scatter handfils of o
 dvops vadrfior o ok the ety INFORMATIO} g
.. foe's charge. : :
;  Agents in your employ have studied your e
 ememies _._%.w..mi.am techniques at Tength.

Play when a player nominates one of v ¥q  Play if a player picks you as the enemy

?angmﬂumnrnﬁﬁmnnmmg.. .wm.mn
Halve the charge range of all units i 8 Play at the start of the Close Combat ﬁ!ﬁa.ﬂrnﬁ_mﬁqﬁﬁnﬁ;mHHﬁ
: i : ; encmy plaver,
charging your unit. -7 phase. Pick one of your units. All
3 _ models in that unit have +1 Weapon
Skill for that phase.
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Through a dastardly Ploy, the foe are put

Play if you win a combat against the
off their guard.

.. v Play when the combat result score is
_n_.nwﬂ. s E“.m__.on_. _@%.‘,l“nqﬂ . being calculated for a combat. Add +1
R oo R VA _ to the combat result score of the side of

Play at the start of the mranﬂhm. or your choice.

Close Combat phase. Nominate one
non-friendly unit. All models in that
unit must re-roll successful armour
saves that phasc.




Some wizards, il seems, are

casily bought. .

is nominated to cast a spell. Discard
vwo brass Victory Tokens to stop the
Wizard from casting any spells for the

remainder of that phase,
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