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INTRODUCTION

THE GENERAL'S INTRODUCTION

Nothing stokes the hobby flames like something new — a new army to collect, a new opponent
to fight, a2 new challenge to meet. The General’s Compendirom is fuel for your Warhammer fire
with new ways to link your games, new scenarios to try, and new battlefields to play on.

You may have painted only one miniature for
Warhammer, or maybe vou've been around since dirt was
invented and your closets of painted models spilleth over.
Whether you've done it all or just wanted to, the
Warhammer world is a living, breathing place with a
multitude of possibilities emerging from 25 years worth
of words, art, and the best miniatures ever produced. 7he
General’s Compendinomn isall about taking your games
deeper into this glorious history.

In this mighty tome. you will find more scenarios, more
rules, and more flexibility. Want to be able to field a
warpstone-driven Skaven tunneling device? Want a
chanee to sack the city beyond the castle walls after a
siege game? Want 1o see how your armies will fare on the
open seas? [he General's Compendium: can serve as your
guide 1o these unexplored realms.

Tabletop wargaming can be a competitive, tightly rules-
driven exercise, and such games can be highly
enjoyable. An entire culture has emerged in and
around Warhammer tournaments, and clearly, a lot of
gamers (including ourselves on occasion) enjoy these
play-to-win slugtests.

However, for day-to-day gaming, the basic rules and army
lists don't have to be interpreted as strictly as they must
be [or a competitive tournament. Like jazz musicians
improvising around a theme or motif, Warhammer
players can get ereative with their games and use the
published rules as merely a basis for their own
imaginative ideas. It really doesn’t matter if you are a new
recruit to Warhammer or a sage and battle-scarred
veresan, if you're excited by the prospect of getting a little
innovative with Warhammer, then you are our kind of
player, and The General's Compendiun was written with
yon in minc.

NOT OFFICIAL

In this book, you will find a treasure trove of new ways
1o enjoy the Warhammer hobby: but you will NOT find
ANY official rules. There is no one way to play a
campaign, add some naval rules to your games, or sack

and burn an enemy city. Players should pick out the
parts they wish to incorporate into their games and
feel free o make up their own new rules. 7ie
General's Compendinn is all about experimenting with
new ways to play Warhammer and having fun within
the basic framework of ﬂ:u: %ﬂmmmer game,

This book is source material for dedicated Warhammer
players who are looking o explore their gaming options
a little further. By imagining an epic saga in the Old
World, you can play a number of different kinds of
campaigns from simple linked battles to heroic
adventures of kingdom building that stretch across maps
and time: You make up the story with the scenarios you
select and the games you play on the tabletop. This book
can help you roam under the caves of the darkest forest
in the Empire, do battle on the high seas, form an
alliance with a strange and unfamiliar army. explore the
Realms of Chaos. and crush an entire city in vour

mailed fist.

While this book does contain rules that can be
interpreted as hard and fast, our intention is 1o get you
thinking about alternative ways to enjoy the game of
Warhammer. We hope you like 7he General's
Compendiion and try some of the rules and suggestions
contdined herein. However, if this book does nothing
more than inspire you to play another kind of game, try
a scenario of your own design, ar convert another
model, then it will have done its duty.




PREFACE —

PREFACE TO CAMPAIGNS

What Warhammer General of any renown hasn’t heard
the siren call of campaigns — the elusive beckoning 1o get
involved in a series of games that tracks battle after battle,
each outcome affecting the war as a whole? A small
Skirmish erupts into a full-fledged bartle. Supply lines are
cut. Alliances are forged and shattered. Glorious deeds
await heroes that dare auempt them. But alas, campaigns
are all too often will-o’-the wisps. Like phantoms in an
Albion fog, they form and disappear. Without direction
and organization, campaigns can bog down or become
mired in endless details. Warhammer players need a solid
plan and an exciting story to keep campaigns going and
maintain the interest and excitement of those involved.

In fact, at heart, campaigns are all about story. The
narrative continuity that is established over a series of
games is what makes Warhammer campaigns so exciting,
If one-off games of Warhammer are like short stories,
campaigns are like novels that describe conquest, glory,
heroic last stands, diabolical subterfuge, base treachery.
and humiliating defeat. It's great fun to see your army
and heroes develop, your realm expand, and your
grudges against particular armies intensify to white-hot
seething levels with every betrayal, battle. or mere
mention of their existence. The best campaigns, like the
best books, tell stories that spark the imagination.
However, unlike books, campaigns are stories told by

players who act as both author and character, provide
motivation for their heroes and rank-and-file soldiers,
and ultimately determine their success or failure. 7he
General's Compendium will give you some of the
tools you need to run fantastic campaigns to bring
vour gaming beyond the simple one-off battle and
into the realm of epic sagas in which mighty heroes
struggle against powerful foes or fall in battle in
ignominious defeat.

TYPES OF CAMPAIGNS

Throughout the next four chapters of this tome, you will
find out about the many stvles you can use for your own
campaigns as well as specific examples that will allow you
to get started with a minimum of planning and effort. We
start with ladder campaigns, simple series of scenarios in
which the outcome of one game can affect the
circumstances of the next. Once you get a few ladder
campaigns under your belt, you can try a more involved
tree campaign in which the scenarios you play are not
predetermined but dictated by who has won and who
has lost. If. say, vou fail to take the city gates in the first
game, you won't be able to try and sack the wealthy city
in the second and will have to play a different scenario to
gain access to your foe's town.




From linked games, we move on to the more
complicated map-based campaigns. Map-based campaigns
offer a wide range of complexity and require different
levels of player involvement. Your map can be simply a
geographic tracking system on which markers
representing Warhammer armies are moved about. When
enemy troops come into contact, a game of Warhammer
is played to determine who has taken the battlefield and
who must rétreat. More complexity can be added to such
campaigns by adding rules for supply centers, troop
recruitment, empire management, and special territories
that impose penalties and bonuses in battle or require
special scenarios to be played. Still more complexity and
fun can be introduced by adding a Referee or Games
Master to oversee the proceedings of a map-based
campaign. The Games Master can help keep track of
troop movements (even secret ones so you don't know
the locations of your enemies’ armies), create ad hoc
rules when players want to try innovative strategies, and
introduce occurrences like monsters rampaging through
the countryside. Again, the style and complexity of the
campaign you play is entirely up to you.

COMMITMENT LEVEL

Before we get too deep into the details of how to run a
Warhammer campaign, let’s take a moment to discuss
commitment level, Campaigns can be as simple as a few
linked games that could be played out with only two
players over the course of a single day or as complex as a
Games Mastered map-based campaign that involves half a
dozen players and can take several months (or even
years!) to complete. You and your fellow gamers need to
determine the level that's right for you before you begin.
Afier all, if it has taken you over a year to collect and paint

your army, you should be understandably leery

about joining a ambitious campaign that will

require you to double the size your force over the

next few months. However, a more structured

campaign that follows the course of your existing army over
a series of battles (say a heroic defense of your homeland, a
raid into a nearby kingdom, or a quest to clear the dark
forest of foes) will be more to your liking, We suggest
starting small, but it’s tough advice to take. Who wants to
conquer the tiny hamlet at the crossroads when whole
worlds beckon? Try a few linked games and see how you like
them — particularly if you're new to Warhammer or have
never played a campaign before. If you set your sights on a
campaign with an easily manageable size, you'll finish it.
Everyone will have fun, and you'll be left wanting more. You
can always play a second campaign (and third and fourth...)
when you've finished the first. If you aim too high and your
campaign is too large or involved. it will bog down, and
vour players will lose interest.

On the other hand, if you love to paint models and create
scenery and are looking for some inspiration, why not jump
in and try a more complex campaign? A campaign can be a
great motivation to finish up those last Core units that just
wouldn't paint themselves; to crank out old terrain
standards like hills, forests, or fences; or to try some truly
nutter-level hobby projects like an underground labyrinth,
an entire Warhammer cityscape, or a giant sea monsier.
Though elaborate campaigns will take a lot of time to
prepare and play, there's almost nothing as rewarding to a
tabletop gamer than crushing one’s foes on a spectacular,
custom-built table designed specifically for the grand finale
scenario after months of campaign battles and strategy.

Good luck and good campaigning!




CHAPTER
LINKED CAMPAIGNS

Evcr wonder what happens after the Pitched Battle? Wanted to see how your troops fare in subsequent conflicts after
an initial engagement? Linked campaigns in which a series of games is played may be the answer. This chapter
explains how to play the simplest type of campaign — fun for new recruits and veterans alike.

&

et the bloody carriage into position.” yelled Sergeant Morser. His red-faced qun crew, little more than boys.
strained to haul the great qun into position behind the barricade. Already, they could hear the sounds o
cannon fire from the eastern shore. "Grom and his greenskins are trying to take the bridge. If they break our defenses
on the other side of the river, theyawill NOT find us unprepared. Now, heave!” Witha zna! push. the lads
maneuvered the cannon behind the emplacement. Morser grunted. "Now. load and prime.” The gun crew rushed to
complete their orders and struggled with the enormous cannonball. Morser risked « glance back at the city. Many of its inhabitants,
inclucling Emperor Dieter, had already fled Nuln in hopes of escaping the wrath of Grom, the rampaging Goblin Warboss. A sharp
crack and the sound of an explosion snapped Mersers attention around to the far end of the bridge. One of the guns on the other

side of the river had exploded. Already, a phime of black smoke was coiling into the evening air. Morserss crew winced as several
more clouds of smoke appeared on the far side of the bridge. “Spyglass.” ordered the Sergeant. Almost immediately. a telescope
was in his hand. As he peered at the far end of the bridge. Morser could see men jumping off the bridge to almost certain death. A
moment later, war chariots charged across the bridge. Mérser noticed that the horses that pulled the chariots moved with a strange
loping qate. Not horses - thought Morser - wolves. Scanning to his right, Morser could also see Orcs launching crude rafts to
cross the river. The figures !oaz;d tiny: but even at this distance, he could see enormous creatures — Trolls, must be, thought
Moerser - wading into the water and becoming little more than dark shadows under the surface. They've broken through. he thought.
l resigned. “Alright men,” bellowed Morser, “They're coming. Stand ready to fire!”

This first chapter of The General’s Compendium
discusses what is generally the simplest type of
Warhammer campaign, linked battles. In a linked
campaign, two players (sometimes more) play a series
of battles to determine the overall victor of the war.
Players use the same army type but may vary their army
composition from battle to battle. Thus, if a player
starts a campaign with Lizardmen, he will play
Lizardmen throughout. However, he may change his
choices of troops and characters from game to game,
and depending on the scenario conditions, he may be
required 1o make such changes.

In ladder campaigns, the scenarios the players will use
are predetermined, that is, after the first game is
completed, the second game — or the next rung on the
ladder — is played. Often, the outcome of the first game
will affect how the second game is played. For instance,
the winner of the first scenario could bring additional
troops to the second battle, choose the table side on
which he wants to deploy. or take advantage of special

rules to give him an advantage. Alternatively, the loser
of the first game may be at a disadvantage in the
second. Perhaps he has fewer numbers, must set up in
a disadvantageous position, or must face opposing
troops behind defended obstacles. Overall victory and
loss of a ladder campaign can be determined in a
number of ways. Each scenario could be worth a
certain number of Victory Points, or perhaps overall
victory is determined only by who wins the final
scenario. Ladder campaigns are great options for
players who are just starting to play Warhammer and
those who have never played a campaign before. The
rules are generally easy to learn, and you can play
ladder campaigns with the models and terrain you
most likely already have in your collection. Ladder
campaigns are also a great option for veteran
Warhammer gamers who plan to spend their Saturday
playing some tabletop battles and want an exciting
alternative to a one-off game. The first part of this
chapter explains a few different ways to set up a ladder
campaign and gives a few examples of each type.




A slightly more complex type of linked campaign is a
tree campaign — so called because. instead of following
4 straight path like the series of scenarios in a ladder
campaign, the series of games you play follows a
twisting path through a flow chart that resembles the
branches of a tree. Victory and loss in one game will
determine which scenario is played next.

For instance, imagine a situation in which an Undead
horde led by Baron Giles de Mortrier, a Vampire from
Mousillon, marches forth to attack a neighboring
Bretonnian fief In the first battle, the noble Knights of
Bretonnia ride forth to intercept de Mortrier’s forces
and protect their borders. For the first game, the
gamers would play the Breakthrough scenario (from
the Warhammer rulebook. pp. 201-202), with the
Vampire Counts player as the Attacker trying to punch
through the Bretonnian lines. If the Vampire Counts
win, they can move on to attack the Bretonnian fief in a
Siege scenario (Warhammer rulebook, pp. 259-260).
However, if the Bretonnians win, they will pursue the
efed Gﬂt ndead( m&t try 1o cut off their retreat and

na Fl'mk Attack (Wdrhaxmntr

@ut gmnc a chou:e of scenarios to play for the next.
¢, in the example above, if the Bretonnians
t scenario, Brcakthrou_gh lhe u)ntrn]]mg

ld eo.sc be_twe{.n a %:Lgt: scenario
Defense scenario (see p. 16 of

‘the victor his choice of the next

ther level of strategy to the campaign.

ner of one scenario must consider the relative

ind weaknesses of the armies in the

' oose the next scenario so that he has

For instance, the Vampire Counts player

that, as he has no artillery, a Siege would
lis army to win — so instead, he might

5] n Defense. As in ladder

the winner of the

LADDER CAMPAIGNS

Here, we discuss the three basic types of ladder
campaigns, simple, weighted, and climactic. and
give examples of each,

SIMPLE LADDER CAMPAIGNS

In a simple ladder campaign, the participants command
two forces and play a series of two or more games linked
together by a narrative or story. Perhaps one force is
invading the lands of another; two armies are seeking to
control an area of tactical significance; or enemy
warbands are questing after the same, long-lost magic
item. Any number of games can be played in a simple
ladder campaign, and any scenarios can be selected as
long as they constitute an interesting narrative thread.
Determining victory in a simple ladder campaign
is..well._.simple! The winner of each game is decided per
the scenario rules, and each game is worth 1 overall
Victory Point, which we'll ¢all a Campaign Victory Point 1o
distinguish it from the Victory Points described on p. 198
of the Warhammer rulebook. In the event of a draw, both
players receive 1/2 of a Campaign Victory Point. Thus, in a
four-rung simple ladder campaign, if a Beasts of Chaos
player won scenarios 1 and 3, a Dark Elf player won
scenario 2, and scenario 4 was a draw, the score would be
2 1/2 10 1 1/2 in the Beasts of Chaos player’s favor. Two
examples of simple ladder campaigns follow.

SIMPLE LADDER CAMPAIGN 1: INCURSION
This three-rung campaign represents the type of
aggression that occurs all-too often in the Warhammer
world. One army advances on the lands of another
intending to plunder, to expand its borders, or simply to
destroy a hated foe. The Attacking army must first break
through the Defenders’ perimeter, then fight off a few
dedicated and powertul officers who have staved behind
as a delaying ploy, and finally meet and defeat the main
army of Defenders. Armies may be of any size. and the size
may vary from battle to battle. The winner of each battle
earns 1 Campaign Victory Point. Remember that both
players must begin and end using the same army type, but
their army compositions may vary from battle to battle.

Game 1: Breakthrough
Warhammer rulebook, pp. 201-202

Game 2: Sheer Heroism
' Wa}{harnmer rulebook, p. 213

Game 3: Pitched Battle
Warhammer rulebook, pp.199-200




SIMPLE LADDER CAMPAIGN 2:
MAGICAL QUEST.

In this simple ladder campaign, two powerful
Wizards, along with their retinues and apprentices,
have heard rumors that an artifact of great mystical
power has been discovered in the area and are
advancing to collect the item for themselves. In the first
scenario, a Skirmish battle oceurs in which the
apprentices of both Wizards along with a small
bodyguard seek out clues, spell components, and other
omens and signs to help them in their quest for the
artifact. In the second battle, the vanguards of the
Wizard's armies clash as the two forces march toward
the reported location of the artifact. In the final battle,
both armies vie for control of a mystical cave in which
it is believed the item has been hidden. In Games 2 and
3, both armies are led by a Wizard Lord. The size of the
Skirmish game is dictated by the scenario rules. Armies
in Games 2 and 3 can be 2,000 points or larger.
Remember that the winner of each battle earns 1
Campaign Victory Point.

A

Game 1: Wizard Duel

Warhammer: Skirmish, p- 34

Game 2: Meeting Engagement
Warhammer rulebook, pp. 203-204

W

Game 3: Capture

Warhammer rulebook, pp. 207-208

WEIGHTED LADDER CAMPAIGNS

Weighted ladder campaigns add a small degree of
complexity to simple ladder campaigns. In order to
help the campaign build to an exciting finish like any
good story should, the number of potential Campaign
Victory Points that can be carned increases from battle
to battle. Thus, the initial Skirmishes, while significant,
are not as important as the final bartles. In the event of
ties, opposing players split the number of Campaign
Victory Points available for the scenario in question.
Generally, the points values of the armies involved will
increase in size as the campaign progresses.

WEIGHTED LADDER CAMPAIGN 1:
GUERRILLA TACTICS

In this ladder campaign, the Attacking army does not
want to risk a full-scale frontal assault on the enemy.
Instead, the Attackers strive 10 hinder the daily
operations of their foes, cut off or steal supplies, and
lie in ambush to weaken the enemy.

) Warhammer Skirmish, pp. 24-25. Army sizes are
determined by scenario rules. This battle is worth 1
Campaign Victory Point.

| Game 2: Raid
) ) The General's Compendium, p. 168. A 2,000-point
lﬁn‘gl Iﬂfﬂs y 551 ’500' points of.'[jaf.eﬂdﬁf s, This

’ ¥

1 2 Campaign Victory Points

Game 3: Ambush
Warhammer rulebook, p: 209. A 2,000-point Attacking
force faces 1,500 points of Defenders.
This battle is worth 8 Campaign Victory Points.

ALTERNATIVE VICTORY CONDITIONS
FOR SIMPLE LADDER CAMPAIGNS

Instead of using the Campaign Victory Point
system, players may opt to use¢ the traditional
Victory Point system described on p. 198 of the
wWarhammer rulebook. As long as all the scenarios
in your linked campaign arc decided by the
» traditional Victory Point system, you c¢an usc this
alternative. Simply determine victory and loss as
you normally would and keep track of the Victory
Points scored in each game of your linked
r campaign. When all campaign games are
complete, add up each player’s Victory Point total
from all the campaign games played. The player
with the highest total is the winner.




—

WEIGHTED LADDER CAMPAIGN 2:
STORM THE DEFENSES

In this ladder campaign, the Attackers are working their
way through the defenses of an enemy population
center. The Artackers’ ultimarte goal is to sack the

city beyond.

Game |: Storm the Barricades

Warhamrmer: Skirmish, p. 20, Army sizes are
determined by scenario rules. This battle is
worth 1 Campalagn Victory Point.

Game 2: Scale the Walls
Warhammer: Skirmish, p. 18. Army sizes are
. dertannined by scenario rules.

':-"

Game 3: Siege
Warhammer rulebook, pp. 259-260. A 1,500-point
Aﬁaukmg force faces 750 points of Defenders.

l“,'t']‘lia ﬁéﬂi&isﬁworth 8 Campaign Victory Points.

.

Game 4: Battle in the Streets

“The General's Compendium, p. 172. Both sides
consist of 2.000 points of troops.

Tlms battle Is worth 5 Campaign Victory Points.

CLIMACTIC LADDER CAMPAIGNS
In a climactic ladder campaign, a series of small baules
leads up to a climactic grand finale. While winning the

~ earlier games in a climactic ladder campaign will give

your @rmy certain advantages and/or your opponent
disadvantages, in the end. victory is decided only by
who wins the final game. Thus, it is possible to win
three out of four games but still lose the campaign.
There are two basic types of climactic ladder
campaigns: one in which the early battles affect only
the final battle and another in which each battle affects
‘only the next game in the campaign series. The first
Hadder campaign below, With the Help of Cutthroats, is
an example of the former. The Two-Day Battle example
as well as the Waaagh! Grom and the Defense of Nuln
Jadder campaign dertailed at the end of the chapter are
‘examples of the latter type.

'CLIMACTIC LADDER CAMPAIGN 1: WITH
'THE HELP OF CUTTHROATS

i this campaign. two relatively poorly supplied armies
are seeking (o gain an edge on the enemy by hiring

In Game 1, the armies strive to hire some Ogre
mercenaries, and in Game 2, the armies fight to
secure the funds needed to hire other
mercenary allies. After these battles, the armies
march to war, and the winner of Game 3 may claim
victory in the campaign.

Game I: Ogres for Hire

 Warhammer Skirmish, p. 35. Play the scenario
as written. The winner may hire a band of Ogres at
half their regular points cost for Game 3,

Game 2: Capture

\y Warhammer rulebook, pp, 207-208. Each side
‘has 1,500 peints. The objective is a broken-
down, abandened merchant's cart containing

enough loot to hire 250 points of Dogs of War.

Game 3: Meeting Engagement
Warhammer rulebock, pp. 203-204. Both armies begin
with 1,750 points. The army that won Game 1 may
include a band of half-priced Ogres, which must be paid
for from the 1,750-point allotment. The army that waon
Game 2 will have an additional 250 poinis to spend on
Dogs of War, for 2 total force of 2,000 points.




CLIMACTIC LADDER CAMPAIGN 2:
TWO-DAY BATTLE

Two forces are struggling to control a pivotal

strategic point and must hold the battlefield at all
costs, After the initial Pitched Battle, a Skirmish battle,
Rally Around the Flag, is played and then another
Pitched Battle. The results of each battle will influence
the circumstances of the subsequent game (for specific
rules see the Part of a Larger Battle section of the Rally
Around the Flag scenario in Warbammer: Skirmish).
Remember, the victor of Game 3 will be the winner of
the campaign.

Game : Pitched Battle
Warhammer rulebook, pp. 199-200. Both
sides have 1,500 points and must
include a Battle Standard Bearer.

{9  Game 2 Rally Around the Flag
j*'- Warbammer Skirmish, pp. 10-11. Play the
Skirmish per the scenario rules with the
restrictions on which troop types you can select listed
ﬁ»-.... in the After the Battle section of the scenario rules.

Came 3: Pitched Battle

Warhammer rulebook, pp.199-200. Both sides have

2,000 points plus any bonus models that escaped off

the board in the Rally Around the Flag scenario. See

the Before the Batile section in the Rally Around the
Flag scenario rules for details.

=
WHAT’S WITH ALL THESE

SKIRMISH GAMES?

Most of the campaign examples listed in this chapter
include one or two Skirmish games. Why? Well, we
wanted to reflect the fact that major campaigns often
begin with small battles in which scouts first come into
contact or small vanguards test each other’s resolve
before the generals commit their main forees. Plus, we
love Warhammer: Skirmish! Skirmish games test a set of
tactical skills that are different from those used when
commanding a 2,000-point army. Even those who have
mastered the art of the Pitched Batile may find a whole
new sct of challenges with Warhammer on the small
scale. Players who want to become versatile and
masterful tacticians must learn how to succeed with a
force of any size, from a scouting party that's 10 models
strong to a massive war host of 500 models (and
everything in berween),

If you've never played a Skirmish game before, linked
campaigns can be a great opportunity to give them a
try. Before you start, make sure to check out the rules
on pp. 242-246 of the Warhammer rulebook — then dive
in head first! The rules are simple, and the game play is
fast. If it turns out that you don't enjoy Skirmish games,
then, of course, you don’t have to include them in your
campaigns, You can easily design campaigns that
include no Skirmish games or swap a Skirmish scenario
included in the campaign examples listed in this
chapter for regular Warhammer scenarios. For instance,
in the Magical Quest camipaign, vou could easily drop
the Wizard Duel Skirmish scenario in favor of a
rraditional Warhammer game between two 500-point
forces led by level-one Wizards. Similarly, the Baggage
‘rain Skirmish scenario in the Guerrilla Tactics
campaign could easily be replaced by an Ambush
scenario with 500 points of Artackers [acing 750 points
of Defenders.

Still, we recommend including a Skirmish game in your
linked games. The small battles that precede the larger
games help generate a sense of gradually esealating
hostilities and of two forces committing increasing
numbers of troops to the campaign.

(A—— b

TREE CAMPAIGNS

Tree campaigns add a bit of complexity to ladder
campaigns. Instead of a predetermined series of linked
scenarios, gamers play out a series of games that follow
possible paths along a flow chart or tree. The route the
campaign follows through the tree is determined by
wins and losses. Let us consider, by way of example. a
very simple tree campaign.

Game [: Pitched Battle

(-a] Attacker Victory Defender Victory

§
'\\
. ‘Vg

In this tree campaign, players first play a Pitched Battle.
If the Attacker wins the Pitched Battle, the next
scenario played would be Rear Guard. If the Defender
wins Game 1, the next scenario would be Last Stand.

Much like their ladder campaign counterparts, tree
campaigns can be simple (each game is worth 1
Campaign Victory Point), weighted (each game is worth
increasing numbers of Campaign Victory Points as the
campaign progresses), or climactic (victory is
determined only by who wins the final scenario). Tree
campaigns offer a fourth alternative as well: victor’s
choice campaigns. Such a campaign was described in
the introduction to this chapter, and its tree is
presented on the opposite page.

r




which the armies in Game 3 are about 50%

Brtakthroug-h larger than they were in Game 2. Of course, as
with all linked games, each player must use the

oy same army type in all campaign battles but may
vary the army composition from game to game.

Attacker Victory Defender Victory The winner of each game earns the number of
Campaign Victory Points listed in parentheses in the
tree chart. Only those scenarios that have more than
one number listed in the chart allow for ties (e.g.. Rear
Guard 2, 1/1). In these scenarios, the first number
indicates the number of Campaign Victory Points

‘ F] Attack earned by the victor; the second two indicate the
peration ank e tac number of Victory Points earned by both players in the
1S€ OF S_lc.gc ot Ambush event of a draw: If a scenario that does not allow for

ties directs you to the Victory Points rules on p. 198 of
the Warhammer rulebook to determine the victor of a
game, use the Victory Points Chart as normal but

h et f the first scenario, Breaktl | disregard results of Draw (D). Treat such results as
us, the winner of the first scenario, Breakthrough, Minor Victories (MV) instead. &

has a choice between two scenarios for the next game. =
As discussed above, victor’s choice tree campaigns add

an additional strategic element to linked campaigns, f
After a victory, a player must weigh his army’s strengths \
and weaknesses against those of his opponent's force
and. based on his assessment, choose a scenario in
which he believes his army will have the advantage.

The sample tree campaign that follows, Territorial
Dispute, is both weighted AND victor's choice and will
hopefully inspire you to map out some tree campaigns
of your own. By combining the system of weighted
campaigns with a victor’s choice tree. even more
tactical options become possible. Should the victor
¢hoose a scenario that is difficult for his army but
awards more Victory Points, or should he play it safe
with an casier scenario that awards fewer? Territorial
Dispute includes many classic scenarios from the
Warhammer rulebook and introduces three new ones

- Campaign Chart for Territorial Dispute

A. Scouts and Pickers 1)

o

Hemelind Aggresor
Victary' Victory

AV |

as well. 4

TREE CAMPAIGN: TERRITORIAL DISPUTE ( ' l ' l
The Warhammer World is rife with danger, from ) £
territorial disputes along contested borders to 1 &
marauding armies seeking plunder and destruction. ) =
This tree campaign tracks the gradual escalation of ( i;
battles as one army struggles to claim some of its —

neighbor’s territory along the border. This classic series
ufb:mlcb has, in one form or another, taken place

tless times across the war-ravaged countryside of
d World as well as in Lustria, the Southlands,

¢ and elsewhere. This campaign could represent a
s&ries of battles between an Empire province and an
invading Chaos Horde, between the Lizardmen of the
Southlands and the Tomb Kings of Khemri, between
the Skaven and the Dogs of War in Tilea, or really
between any two armies.
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Before this tree campaign begins, players must decide ; OIF Hls R : Z|lZ0C > o) B w ,: =
who will be the Aggressor and who will be the g g 23 E Zlz2 | FZ|s F gwg 5 T
Homeland Force. The Aggressor is the army making a g g8 % 8 % A8 o 2. _"‘_: =& % =
ﬁjray into the territory of its neighbor to try and wrest g5t QI - == BR |8 g.-:-: G
control of the borderlands. The Homeland Force, of %‘:3 2 = el 5 & S =2 |SE = < = £
course, is trying to defend its lands and discourage - i o el K=t O = ,."a == —
future invasion of its territory. Armies may be of any E ™ A =|= - "::} L R — -
Size in this campaign (except in Scenario A: Scouts and A = BT (= -

Pickets in which the size is predetermined). However, :

the campaign will seem more climactic if each game is =

larger and thus more important. Strive for a situation in
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A. Scouts and Pickets (The General's Compenditm, p. 14; 1
Campaign Victory Point). In this Skirmish scenario, the
Homeland Force takes the role of the Pickets. The Aggressors
take the role of the Scouts,

B. Defend the Pass (The General's Compendinon, p. 139; 2
Campaign Victory Points). After slaying the enemy Scouts, the
Homeland Force has time to set up defenses near a key pass
leading into its lands. The Homeland Forces are the
Defenders. The Aggressors are the Atackers.

C. Breakthrough (Warhammer rulcbook. pp. 201-202: 2
Campaign Victory Points). After destroying the Aggressor’s
Scouts, the Homeland Force has mustered a tormidable army:
The Aggressors must break through the Homeland Foree's
battle lines 1o get to the choice lands beyond. As such, the
Aggressors are the Antackers, and the Homeland Forees are
the Detenders.

D. Storm the Watchtower (The General's Compendium,

p. 1532; 2 Campaign Victory Points). The Aggressor's Scouts
have destroyed the enemy Pickets and have alerted their
commanders to key strategic points of the Homeland Force's
defenses. The Aggressors take the role of the Artackers

trying to destroy or control one of the Homeland

Force's watchtowers.

E. Raid (The General s Compendium, p. 168; 2, 1/1
Campaign Victory Points). After defeating the Pickets, the
Scouts inform their commanders of the location of a
vulnerable Homelind town, which the Aggressors then plan
to raid. The Aggressors are the Attackers, and the Homeland
Forces are the Defenders. Should the game end in a tie, each
plaver wins 1 Campuign Victory Point, and, as the Homeland
Force is more familiar with the territory, the controlling
player may select the next scenario to be played (either Rear
Guard or Caprure).

F. Desperation Defense (/be General's Compendium, p: 16
4 Campaign Victory Points). After twice defeating the
Aggressors, the Homeland Force sends the bulk of its army to
wipe out the Aggressors once and for all.

G. Ambush (Warhammer rulebook. p. 209; 3 Campaign
Victory Points). The Aggressors have been weakened by two
defeats. A small Homeland Force now waits in Ambush to try
to destroy the Aggressors as they retreat

H. Sheer Heroism (Warhammer rulebook, p. 213; 2. 1/1
Campaign Victory Points). After being defeated while
Defending the Pass, the remaining officers of the Homeland
Force attempt to defend their lands against the
overwhelming numbers of the Aggressor. The Aggressors are
the Auackers, and the Homeland officers are the Defenders,

1. Siege (Warhammer rulebook, pp. 259-260; 4, 2/2
Campaign Victory Points). The Aggressors are now moving on
toward the Homeland Foree's population centers and intend
to lay siege to a fortified settlement. Play a Siege scenario
with the Aggressors as the Assault foree and the Homeland
Force as the Defenders.

J. Desperation Defense (The General’s Compendiomn, p. 16;
4 Campaign Victory Points). After twice defeating the
Aggressors, the Homeland Force sends the bulk of its army to
wipe out the Aggressors once and for all.

K. Flank Attack (Warhammer rulebook, pp. 205-206; 3, 1/1
Campaign Victory Points). The Homeland Foree, taking
advantage of its recent victories over the Aggressors, now
attempts to outflank the would-be invaders and cause
massive casualties to discourage future invasions.

“RRITORIAL DISPUTE SCENARIOS-==]

The following brief descriptions explain the situation behind each scenario and a few specifics about
how to play the scenarios listed in the Territorial Dispute tree.

L. Pitched Battle (Warhammer rulebook, pp. 199-200; 2, 1/1
Campaign Victory Points), The battles of this Territorial
Dispute have been indecisive thus far. The two armics meet
on the field of battle to decide who controls the borderlands.

M. Siege (Warhammer rulebook, pp. 259-260; 4, 2.2
Campaign Victory Points), The Aggressors are now moving on
toward the Homeland Force's population centers and intend
to lay siege 1o 4 fortified settlement. Play a Siege scenario
with the Aggressors as the Assault force and the Homeland
Force as the Defenders.

N. Last Stand (Warhammer rulebook, p. 210; 3. 1/1
Campaign Victory Points), The Aggressors have been
weakened by their filed attempt o take the watchtower. The
small remaining force of Aggressors now faces enemies on all
sides. Play the Last Stand scenario with the Aggressor as the
Defender and the Homeland Force as the Atacker.

0. Meeting Engagement (Warhammer rulebook, pp. 203-
204; 3, /1 Campaign Victory Points). The outcome of the

Territorial Dispute is in question after a win and a loss for

each side. The rwo armies march forth to decide once and
for all who controls the borderlands.

P Siege (Warhammer rulebook, pp. 259-260; 4. 22
Campaign Victory Points). The Aggressors are now moving on
toward the Homeland Force's population centers and intend
to lay siege to a fortilied sertlement. Play a Sicge scenario
with the Aggressors as the Assault foree and the Homeland
Force as the Defenders.

Q. Hold the Line (/e General's Compendine, p. 15; 3
Campaign Victory Points). The Aggressors have established a
foothold in the Homeland and are now trying to shore up
the defenses on their new border. The Homeland Force must
punch through the Aggressors’ battle line to réclaim the land.

R. Rear Guard (Warhammer rulebook, pp. 211-212; 2, 1/1
Campaign Victory Points). After failing to raid the Homeland
Force's town successfully, the weakened Aggressor attempts
to retreat to its own lands to regroup. A brave group of
Aggressors remains behind to slow the pursuit of the
Homeland Force. The Aggressors are the Defenders; the
Homeland Forces are the Attackers.

S. Capture (Warhammer rulebook. pp. 207-208: 3. 1/1
Campaign Victory Points). After driving off the Aggressors
after their unsuccessful raid acempt, the Homeland Force is
trying to keep a strategic feature — an important mountain
pass, a bridge, or the like — out of enemy hands. Whoever
controls the objective will have the deciding advantage in the
Territorial Dispute.

T. Siege (Warhammer rulebook. pp. 259-260; 4, 2/2
Campaign Victory Points). The Aggressors are now moving on
toward the Homeland Force's population centers and intend
1o lay siege to a fortified sertlement. Play a Siege scenario
with the Aggressors as the Assaule foree and the Homeland
Force as the Defenders.

U. Hold the Line (7he General's Compendinm, p. 15; 3
Campaign Victory Points). The Aggressors have established a
foothold in the Homeland and are now trying to shore up
the defenses on their new border. The Homeland Foree must |
punch through the Aggressors’ battle line to reclaim the land. J 1
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CAMPAIGN RESULTS

Once all three games have been played, tally up the
number of Campaign Victory Points earned and consult
the results below

Homeland Force wins by 4+. The Aggressors have
been utterly defeated and driven from the land. The
few survivors of the invading force will return home
with tales of the fierce defenders of the Homeland
Force that will deter any future invasions for years to
come. The Homeland Force returns home to brag
about its devastating victory over an ambitious but
ultimately weak would-be invader.

Homeland Force wins by 2-3. Although, early in the
sampaign, the Aggressors managed to make some
Headway into the lands of their neighbors, the
Homeland Force has stalwartly defended its borders
and can return home safe in the knowledge that its
lands are free. The Aggressors will think twice befc
secking to expand their borders again.

Homeland Force or Aggressors win by 1 or Draw.
The campdign was a c¢lose run thing. If either side won
by a single Campaign Victory Point, it has a slight

e

antage over the enemy: a small gain in
territory for the Aggressors or reasonably well
established defenses along the border for the
Homeland Force. The campaign was far from
decisive, however, and furure hostilities along the
border will likely continue as the territory is still very
much in dispute.

Aggressors win by 2-4. The Aggressors’ borders have
expanded, and they can look forward to a prosperous
year living off the fat of the enemy’s land. The
Homeland Force must retreat, defeated but not
completely beaten, and prepare to take back its lands
in some future year
Aggressors win by 5+. The /
completely de

gressors have

ited the borderlands of the Homeland
Force and have a firm foothold in the lands of the
enemy. The Homeland Force, weakened after many
defeats, must retreat and accept the fact that it has lost
to what is clearly a superior military force. The
Aggressors may use their newly acquired lands as a
launching point for future conquests of the Homeland
Force’s territory.
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' SCOUTS

AND PICKETS

(SKIRMISH

OVERVIEW

As 4 precursor to invasion, the Aggressor's Scouts have
been reconnoitering the borderlands of a neighboring
nation and have gained valuable intelligence about the
enemy’s numbers, positions, and defenses.
Unfortunately for the Scouts, they have been spotted by
some Homeland Force's Pickets, who have doggedly
pursued the Scouts to prevent them [rom reporting

?}"";—I— - back to their commanders. The outnumbered Pickets
?TJ' ¢ now lie in ambush and wait to spring a trap on the
HI unsuspecting Scouts. If the Pickets can destroy the
| enemy Scouts and prevent them from rejoining their
e army. the Homeland Force will have more time 1o

respond to the enemy threat and prepare its defenses.
If the Scouts survive the trap, they can return to their
commanders with their intelligence (or, in the case of
Orcs. “Da skinny on da spyin’-about”), and the
Aggressors will have an advantage when the full-scale
‘ invasion is launched.
MODELS NEEDED
Aggressors’ Scouts®
+ Up to 175 points of Core choices
Homeland Force’s Pickets™
«Up to 125 points of Core choices
= No model may have an armor save better than 5+.
No magic items may be selected, Models that can
normally Skirmish and/or have the Scouts special rule
may be purchased for 1 point less than their normal
cost. Each side may include a single unit Champion.

BATTLEFIELD

Though outnumbered, the Pickets have chosen the site
of their artack wisely and have set a trap in ideal
terrain. Mark off a 36" x 36" arca. The Pickets player

BATTLE)

may then set up as much natural terrain (no buildings.
walls, or fences) as he wishes within 6" of the board
edges. The rest of the board is devoid of terrain.

OBJECTIVES

Both sides know exactly what is at stake and are
determined to destroy their enemies. The side

that destroys or routs the other will be the winner of
the scenario.

DEPLOYMENT

The Scouts deploy firstin a 1 2" square in the center of
the table. The Pickets set up next within 6" of the board
edges. Any number of Pickets may begin the game in
Hiding (see Warhammer rulebook, p. 243) if the
controlling player wishes.

WHO GOES FIRST?
As the Pickets are springing a trap, they get
the Ist turn.

SPECIAL RULES

Skirmish. This battle is a Skirmish game. All the
Skirmish rules on pp. 242-246 of the Warhammer
rulebook apply.

PART OF A LARGER BATTLE

If this scenario is being played as part of the Territorial
Dispute Tree Campaign, the winner of this scenario
may select the next scenario that will be played, sce
Tree Campaign Chart on p. 11

If this scenario is not being played as part of a
Territorial Dispute campaign but is being played prior
1o a4 game of Warhammer, the winner of this scenario
may select the side of the board on which his forces
will be deployed and may choose whether to go first or
second. Note that this rule does NOT apply in the
Territorial Dispute Tree Campaign.




HOLD THE LINE

OVERVIEW

After successfully invading the Homeland Force's
territory, the Aggressor now attempts to hold its newly
expanded border against the Homeland Force, which is
trying to regain its lost land.

ARMIES

Both'armies are chosen from the Warhammer Armies
lists to agreed points values. The Aggressors have 50%
“more points than the Homeland Force. For example, a
1.500-point Homeland Force would face 2.250 points
‘worth of Aggressors.

'BATTLEFIELD
‘Set up the terrain in any mutually agreeable manner.
DEPLOYMENT

yers roll a D6. The higher-scoring player may
de of the table on which he will deploy

'55 mif in turns, playu-s deploy one unit at a time
'mpecti've Deployment Zones.

1€5 in a player’s army are deployed at
@ugh they can be deployed in
eld.

with their units. All other
all other units, all at the

1ot deployed with the rest of the units.
aced on the table after all units in
¢ been deployed as described in the

WHO GOES FIRST?

The Homeland Force player may choose whether to
take the Ist or 2nd turn.

LENGTH OF GAME

The game lasts 6 turns.

VICTORY CONDITIONS

The Aggressor must keep the Homeland Foree out of
its newly expanded territory, while the Homeland Force
must try o reclaim some of its lands by breaking
through the Aggressor’s battle line. The Homeland
Force wins if it ends the game with two or more units
of Unit Strength 10 or more on the Aggressor’s half of
the board. Any other result is an Aggressor victory.




DESPERATION DEFENSE

OVERVIEW

After defeating the Aggressors in the early bartles, the
Homeland Force is now mustering its entire army to
slaughter the enemy to the man.

ARMIES
Both armies are chosen from the Warhammer Armies lists

to an agreed points value.

BATTLEFIELD

Set up the terrain in any mutually agreeable manner.

DEPLOYMENT

1. Both players roll a DG. The higher-scoring player may
select the side of the table on which he will deploy
his forces.

. Both players roll another D6. The higherscoring player

may choose whether to start deploying first or second.

3. Taking it in turns, each player deploys one unitaca
time. at least 24" from the opposing
Deployment Zone.

4 All war machines in a player’s army arc deployed at the
same time, though they can be deployed in different
parts of the barttlefield.

5. Champions are deployed with their units. All other
characters are deployed afier all other units, all at the
same time.

6. Scoutts are not deployed with the rest of the units.
Instead, they are placed on the table after all units in
both armies have been deployed, as described in the
rules for Scouts.

397

WHO GOES FIRST?
Both players roll a D6. The player who finished
deployment first (not including Scouts) may add +1 to
his die roll. The higher-scoring player may choose
whether to take the 1st or 2nd turn.

LENGTH OF GAME
The game lasts 9 wrns.

SPECIAL RULES
Countless Numbers. The Homeland Force seems
infinitely vast, particularly to the Aggressors. However,
not all of its troops are available for deployment at the
initial turn of the game and will arrive only after
hostilities begin. To represent the huge size of the
Homeland Force, the Homeland player may “recycle”
some of his units after they are destroyed, are fleeing, or
have fled off the table. Recycled units are brought back
into play to represent the almost limitless supply
of reinforcements.
Any Core or Special choice (and NOT Rare choices of
characters) that is wiped out or has fled off the board
may be recycled and will move onto the board at its
initial strength via the Homeland Foree's board edge or
either of the short table edges at the peginning of the
next Homeland Force Movement Phase. Such units may
not charge but may move, shoot. cast spells, and .
otherwise act normally on the turn they enter the board.
These units begin their move off the board, and as such,
they are not within 8" of the enemy and thus may march
as they enter play (unless. of course, they are troops sucll
as Chariots or Skeletons that cannot normally do so).

Core and Special units that arc both fleeing and at less
than half of their initial Unit Strength may be removed
from the battlefield at the Attacking player’s discretion
immediately after they have fled so that they can be
recycled at the start of the Attacker Movement Phase as
described above.

VICTORY CONDITIONS

1f the Aggressor has any troops left on the board that
aren't fleeing at the end of 9 turns, he is victorious. If al
the Aggressors have been killed, have fled off the board
and/or are fleeing at the end of the game. the Homelang




WAAAGH! GROM AND
THE DEFENSE OF NULN

Around Imperial Year 2400. a young Goblin named Grom who was both strong and tall (for « Goblin) entered and
won an ill-advised eating contest in which he consumed vast amounts of raw troll flesh. The fact that he won the
contest became a muxed blessing for Grom, because the Troll flesh continued to regenerate in his stomach. Although
Grom’s system adjusted and could barely keep up with the constant growth of the Troll flesh he suffered from
constant indigestion and uncontrollable flatulence. Over the years, Grom's body assumed some Troll-like traits, and
h he was capable of regenerating wounds much like a Troll.

easingly obese Grom became the leader of the Broken Axe Goblins, a greenskin tribe that made jts home around the eastern end
[Dog Fass. Under Grom's leadership, the Goblins of the Broken Axe quickly conquered all of the local greenskin tribes in the
as those around Thunder Mountain. Many of the Goblins defeated by Grom later flocked to his banner. Waaagh! Grom

molis army attacked and defeated a number of Dwarfen holds. The green host met the Dwarfs of Karak Varn in

own as the Battle of Iron Gate. The enormous Goblin army fought the resolute Dwarfen force, and no ground
m%zfs. lowever, begun to lose the war of attrition. Grom seemed to have endless numbers of Goblins, while
thinning quickly.

ta the Empire of Man to request aid: Unfortunately for the Diwarfs - and the Empire as well - Dieter IV,
of Stirland. was sitting on the throne. Dieter was perhaps the most ineffective and self serving Emperor ever to
channeling the resources of the Empire into maintaining a strong army and starting other public projects to
ter invested heavily in the beautification of Nuln, which, at the time, was the capital of the Empire. Marble

andl a Palace of Gold were constructed, all for the Glory of Emperor Dieter IV, Dieter refused to help the
court to Altdorf to put himself further from the danger posed by Grom and his army.

throughout the mountains, but the stahoart Dwarfs of Karak Varn held strong. Their keep never fell.
hotever, and eventually marched westward into the Empire, where the greenskins defeated army after {
s army eventually fought its way to Nuln and sacked the city. All of Dieter’s marble buildings

d Eventually. Grom ravaged more land until e came to the sea where his massive flotilla set sail
. T ' You don't know your Gobbo history? Well, check out the Later History of Grom the
esworkshop.com/fwarhammerworld/warhammer/oresigrom.htm for more info.

‘Nuln is where our campaign
Nuln, weakened by a

s Emperor, hold out against the
Grom, or will, as

e

Thois crustom-converted model of Grom the Putmeh does battle with a Hevo of the
Empire whbo was foolish enough 1o iswe a challenss

Campaign Rules. Grom will not participate in the first ) &
Skirmish but must lead the Orcs & Goblins in Scenario £
2 and, if he survives, Scenario 3 as well. The forces of
Nuln are not selected from the standard Empire list but
from the Artillery Train of Nuln list on p. 78 of
unmer Arviies: Empire. As Nuln is home to the
Imperial Gunnery School where the guns are cast and
artillerymen learn the arts of ballistics, the city has a e
bm:tary of war machines to bring to bear against o
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Later History of Grom the Paunch. After
Grom sacked Nuln and destroved the great
huildings and fountains that Dieter IV bad
constructed in bis own bonor; the entire Empire
became an enormous battleground. Dieter did nothing
to aid his scattered and outnumbered forces. Et entually,
Wilbeln, then Prince of Altdorf, raised an army, rode

forth, and successfully defended the Reikland. Driven: off

but far from defeated, Grom instructed bis horde lo

comstriect a buge battle fleet with which be planned io
attack Marienburg. Unfortunately for the oreenskins, &
storm blew Waaagh! Grom westward. The Orcs & Gabli
eventually made landfall in Ulthuan, the realm of High
FElves, where they were defeated at Tor Yoresse. :

GROM THE PAUNCH
OF MISTY MOUNTAIN

M WS BS § T W Id
Grom 4 5 3 4 4 3 8
Niblit 4 3 2 3 3 1 6
Chariot - - = 5.4 3
Wolf 9 3 - 3 - - -

The Orc & Goblin army will be led by Grom the
Paunch in Scenarios 2 and (if be survives) 3 of this
ladder campaign, Grom dacls as the General of the
( Orc & Goblin army and is accompanied by bis
Goblin assistant Niblit who also carries the army’s
battle banner. Niblit replaces the normal battle
standard bearer option in the army list. Grom and

Niblit ride in a massive Chariot pulled by three
Wolves, Grom wields bis mighty axe Elf-Biter in
battle. Your army must include at least one unit of
commnion Goblins if it is led by Grom. Grom I8 the
most famous of the many Goblin Warlords and also
the fattest. He takes up a Lord choice and a Hero I
choice as well. He must be fielded exactly as
presented bere, and no extra equipment or magic |
items can he bought for him. The cost of bis magic
items. Chariot, and Niblit is included in bis

total cosi.

Points: 335 (195 for Grom, 75 for Niblit. and 65
for the Chariot)

Weapons: Grom carries Elf-Biter, also called the
Axe of Grom. Niblit is armed with a hand weapon.

Armor: Grom wears light armor.
Mount: Grom and Niblit ride a Wolf Chariot.

N SPECIAL RULES

Regenerate. Ever since his famous meal of raw
Troll meat, Grom has been able to Regenerate
Wounds (see p. 113 of the Warhammer rulebook).

Grom’s Chariot. Grom's Chariot is a normal Woll
Chariot with one extra Wolf, for a total of three
\ instead of the usual two.

Goblin General. Grom would never follow
anyone clse. Thus, he must be your General,
\ regardless of the Leadership of any other

characters. In addition, because you must take
Grom in this campaign, you must also include
=

at least one unit of common Goblins in
your army.

Battle Standard Bearer. Niblit is Grom’s

trusty banner waver and carries the army
banner with him at all times. Obviously, you
cannot take another Battle Standard Bearer in
\ the army.

MAGIC

The Axe of Grom/Elf-Biter. This large
and foreboding axe requires both
hands to use, but blows struck by it
are almost always fatal. Attacks made
with the Axe of Grom count as being

‘ made with the Killing Blow special

ability: In addition, no armor saves may be made
against Wounds from the axe. Against Elves,
Grom's Axe will cause a Killing Blow on a 5+
instead of the normal 6+.

Lucky Banner. Niblit carries this old and ratrered
banner to battle as a good luck sign. Actually, it
really is good luck. Each Close Combat Phase,
both Grom and Niblit can each reroll one of their
rolls to hit or one of their rolls to wound. These
rerolls cannot be used to reroll the Chariot’s
impact hits, the Wolves' attacks, etc.

P;'

Grom the Bawnch is e
here mounted in bis
Battle Charion with ihe
ever loyal (as loyal asa
Grablin can bed banner
warer Niblie by bis side
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Dereliction of Duty. The Road Wardens are not particularly
mindful of their duties as guards. While the Toll Takers are half-
heartedly minding the bridge, many of the Road Wardens are
wandering around and not paying much artention to the
passers-by. During the Empire Compulsory Movement Phase,
roll a scatter die for each Road Warden, except those in the toll
house and the Toll Takers. Move each model DG" in the
direction indicated. Road Wardens will stop if they touch the
riverbank, board edge, or another piece of terrain as they
move. Aside from these compulsory moves, no Road Warden
may move uniil the alarm is sounded. However, their sense of
duty returns with the utmost urgency as soon as the alarm

is sounded.

Sneakin'. The Goblins must try to sneak past the Empire
troops and exit the board via the western table corner. Belore
the alarm is sounded, the Goblin player may move up to four
Goblins into base contact with the Toll Takers each turn. Other
Goblins may move around on the eastern side of the river and

on the bridge. However, they may not enter the western side of

the table until they have paid the toll, because daing so would
cause the alarm to sound immediately. At the end of each
Gablin Movement Phase, roll 2D6 for each Goblin in base
contact with one of the Toll Takers. On a result of 2 or 3, the
Toll Takers have seen through the Goblins’ ruse and will sound
the alarm. Those Goblins in base contact with the Toll Takers
will immediately enter hand-to-hand combat with them
(though no one will count as charging, and attacks are made in
Initiative: order).

Alarm. Until the alarm sounds, the Goblins may move normally
after they have paid their toll and may attempt to move off the
board by the western corner.

Once the alarm has sounded, all models on both sides may
move and artack normally: No model may attack before the
alarm is sounded.

USING ALTERNATE FORCES

Select up to 80 points of Core infantry troops to represent the
Road Wardens. Select up to 80 points of Core infantry, which
may include either a unit champion or a hero. to represent the
disguised enemics,

PART OF A LARGER BATTLE.

IFyou're playing this scenario as part of the Waaagh! Grom and
the Defense of Nuln Campaign, keep track of the number of
Goblins who escape off the western corner. This number will
determine the size of the Ore & Goblin horde in Scenario 2.
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© SCENARIO?
DELAY TACTICS

OVERVIEW

Aside from being the capital of the Empire at the time
of this campaign, Nuln is and has long been the focus
of the entire economy of the southern Reikland. The
city forms a natural meeting point for traders moving
east to west, and the city’s great bridge allows travelers
to cross the River Reik easily. North of Nuln, the river is
far too wide to bridge. The bridge on the River Reik is
the largest in the Empire and one of the great
engineering marvels of the Old World. It facilitates the
commerce of the Empire as well as the movement of
its military. As such, Nuln is a site of enormous

tactical importance.

If Grom’s army manages to take the bridge before the
defensive drawbridge at its center is raised, the Orcs &
Goblins will have unrestricted access not only to the
city of Nuln but to the western reaches of the Empire
and the rich lands beyond. As Grom’s forces gather in
their masses to the east of the River Reik, a greenskin
vanguard led by Grom himself advances to secure the
bridge. Meanwhile, the Nuln army has deployed a small
tactical force on the east end of the bridge to delay
Grom's advance, while the city's engineers rush to raise
the massive drawbridge. Can the small force hold off
the Ores & Goblins long enough for the drawbridge to
be raised, or will Grom storm forward quickly enough
to use the bridge to advance on the city?

ARMIES

The Empire force is chosen from the Artillery Train of
Nuln army list on p. 78 of Warbanuner Avies: Empire
to a value of 1.250 points: The Orc & Goblin force is
chosen from the standard list in Warbammer Armiies:
Orcs & Goblins and must be led by Grom the Paunch.
The size of the Orc & Goblin army is determined by the
results of Scenario 1: 0-2 Goblins escaped the board in
Scenario 1. 2,100 points; 3-7 Goblins escaped, 2,200
points; 8-12 Goblins escaped, 2,400 points; 13+
Goblins escaped, 2,500 points (or 2,300 points if you're
plaving this scenario as a stand-alone game). Neither
side may take any flyers.

BATTLEFIELD

The battlefield, which measures roughly 4 x 8,
represents the eastern end of the great bridge on the
River Reik. Half the board represents the eastern shore
of the River Reik where the waters are very deep. The
river is thus Impassable Terrain in this scenario. The
rest of the battlefield is largely empty, but you should
add a few trees. rocky outcroppings, or other small
terrain features.,

DEPLOYMENT

1. First, the Nuln Artillery Train sets up its forces on the
bridge within 18" of the western board edge.

2. The Orc & Goblin player sets up his forces next in
his Deployment Zone within 12" of the eastern

board edge.

3. Scouts are not deployed with the rest of the units.

Instead. they are placed on the table after all units in
both armies have been deployed, as described in the
rules for Scouts,

WHO GOES FIRST?

The Empire player takes the 1st turn,

LENGTH OF GAME

The game lasts until one side is completely wiped out
(no models left on the board).

SPECIAL RULES
Desperate Situation. The Nuln troops are expecting 10
die and are thus immune to Fanic.

Delay Tactics. The longer the brave men of Nuln can
delay Grom's forces, the more time the Empire army
will have to raise the drawbridge. Keep track of how
many turns the game lasts. If the Nuln player can delay
Grom's forces long enough, he will have a decided
advantage in the next scenario. If the Orcs & Goblins
can wipe out the forces of the Empire in a short time,
the greenskins will be better able to advance on the ¢ty
of Nuln.

Bridge. The bridge on the River Reik is an enormous.
and sturdy construction. No attacks on the bridge, be
they magical or mundane in nature, will have any

effect. Regardless of how you construct your bridge
model, treat it as though it were flat. It does not act 45
a hill, and troops may not fire over models in front of
them while on the bridge nor do they gain the +1
combat resolution bonus for fighting on High Ground

VICTORY CONDITIONS

Grom's forces will likely kill the Nuln troops to the
man in this scenario. However, the Empire player cin
still claim victory if he manages to delay the Ores &
Goblins for 6 or more turns or if, against the odds, b
manages to wipe out the Orc & Goblin army. Play
should continue even if the Empire has secured vicl

Goblins for 5 turns. The Ores & Goblins win if th V
wipe out the Nuln force in 4 or fewer turns. r
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2. The winner of Scenario 2 may decide whether to
begin deploying first or second. Dice off if Scenario 2
was a tie.

3. A number of Or¢ & Goblin units (see chart) may be
deployed on the bridge within 18" of the eastern table
edge. Any Orc & Goblin unit, model. or character may
also be deployed on rafts touching the eastern board
edge on the river. Giants and River Trolls may be
deployed in the water itself with the back edge of their
base or unit touching the eastern board edge. Empire
troops may be deployed anywhere on the western
river bank.

4. Players take it in turns to deploy one unit at a time.

5. All war machines are deployed at the same time,
though they can be deployed in different parts of
the table.

6. Champions are deployed with their units. All other
characters are deployed after all other units, all at the
same time.

7. Scouts and other units with special deployment rules
are deployed with the rest of the forces and may not
take advantage of their special rules for deployment.

WHO GOES FIRST?
The player who won Scenario 2 may choose whether to
go first or second. Dice off if Scenario 2 was a tie.

LENGTH OF GAME.

The game lasts 8 turns.

SPECIAL RULES

Rafts and the River. The Ores & Goblins must cross the
river via the bridge or on rafts, and all the rules for
Refts and the River apply to this scenario (see p. 24).

Bridge. The bridge on the River Reik is an enormous
and sturdy construction. No attacks on the bridge, be
they magical or mundane in nature, will have any
effect. Regardless of how you construct your bridge
model, treat it as though it were flat. It does not act as
a hill, and troops may not fire over models in front of
them while on the bridge nor do they gain the +1
combat resolution bonus for fighting on High Ground.

VICTORY CONDITIONS

At the end of the game. each model or unit in Grom's
army on the western shore is worth its current points
value in Victory Points. Units that are fleeing and units
still on rafts touching the west bank do not count
towards this total. No other Victory Points are used.
The Ore & Goblin player wins if he can score a number
of Victory Points equal to a third or more of his starting
points value. Any other result is a victory for the
Artillery Train of Nuln. The victor in this final scenario
is the winner of the campaign.




. v | W S S
ey W . | K|

+ Rafts cost 10 points a piece. Each raft can carry one unit.
one Chariot, or one war machine. Characters, except those
mounted in Chariots, may squecze on any raft with a unit,
Chariot. or war machine. Giants are very tall and strong,
and River Trolls are in their natural element; thus, both may
move through the river without penalty. Giants and River
Trolls may take advantage of soft cover from missile fire
when in the water.

* Rafts bearing war machines may be anchored at the
start of the game at the Orc & Goblin player’s
discretion, If anchored, the raft cannot move at all at
any point in the game. Alternatively, rafts bearing war
machines may move like a normal raft, in which case
the war machine cannot shoot until it reaches the
western shore.

» At the start of the Ore & Goblin Compulsory
Movement Phase. roll a D6 for each raft that is not
anchored and apply the corresponding result listed
below:. A raft that carries a character model may reroll
the result, but you must abide by the second roll.

1 The unit has lost control of the raft (Grom's
forces are notoriously bad sailors; see Laler
History of Grom the Prannich) and will drift
2D6" downstream (toward the northern
table edge). If any raft drifts off the board,
the troops on it are lost and may no longer
participate in the game.

2 The raft moves up to 4" in a direction
nominated by the Orc & Goblin player.

3-5 The raft moves up to 8" in a direction
nominated by the Ore & Goblin player.

6 The raft moves up to §+D3" in a direction
nominated by the Ore & Goblin player.

« Units on rafts are immune to Animosity. They are
too busy fighting to control the rafts to fight with
one another.

« Aside from the movement of rafts, all troops that
must make compulsory moves (e.g., Night Goblin
Fanatics when within 8" of enemy, Loose Squigs, and
troops subject to Frenzy) do not do so while on rafts.
As soon as such troops reach dry land, their normal
movement rules apply.

o If a unit on a raft should Zinic, it does not flee.
Rather the unit immediately drifts 2D6" toward the
northern table edge. If it rallies, the raft will move as
normal during the Compulsory Movement Phase.
Otherwise, it will continue to drift downstream 2D6".

« If 4 unit on a raft fails a Stupidity test, ignore the
normal results. The unit drifts downstream 2D6'".

« Raft-borne troops may be attacked with missile
weapons and spells. Most missile weapons (e.g-
bows. crossbows, and handguns) and Magic Missiles
(e.g.. Fireballs and Dark Hands of Death) will affect
only the troops on the raft. However, Cannon as well
as spells and artillery that use remplates may damage
or destroy the raft itself. Rafts are always hit by
templates that touch them (do not roll to see if the
raft is hit). If any raft-borne troops are hit by a
cannonball, the raft will also be hit. Cannonballs will
skip on the water and thus bounce normally. Rafts
have a Toughness of 6 and 3 Wounds. Rafts may not
be attacked in close combat.

RAFTS AND THE RIVER

o If a raft carrying a unit is destroyed, the members
of the unit must try to swim for it. If a raft carrying a
war machine or Chariot is destroyed, the war
machine or Chariot is lost, though the crew may
attempt to swim. Swimming models immediately
abandon standards. Swimming units and models
move during the Compulsory Movement Phase and
cannot charge, Roll a D6 for each swimming unit and
consult the chart below. Subtract 1 from the die roll
if the unit has an armor save of 4+ or better.

1 The unit treads water and does not move
this turn. Half of the unit drowns (round
down). Remove the models as casualties.

2 The unit may swim DG" but loses a quarter
of its numbers (round down). Remove the
models as casualties.

3-6 The unit may swim D6" and takes
no casualties.

Swimming units immediately adopt a Skirmish
formation and may take advantage of soft cover from
missile fire.

Once one or more members of the unit are in base
contact with the shoreline, the entire unit may wade
and moves as if in Very Difficult Terrain.

Character models always swim DG" (do not roll on
the chart above), may take advantage of soft cover
from missile fire when in the water, and may swim (O
and climb aboard other rafts if they end their move
in base contact with one.,

 Raft-borne troops with missile weapons may fire
and do not suffer the penalty for moving. Raft-borne
war machines may not fire unless the raft was
anchored at the beginning of the game or until they
land and reform on the shoreline.

« When raft-borne troops approach the west bank.
roll for their movement as normal. The Ore & Goblin
player may declare a charge against troops proximate
1o the shoreline if he wishes. Measure the distance to
the shoreline. Any remaining movement distance
may be used to move the models off the raft and
onto the shore and perhaps into contact with enemy
troops (if a charge was declared). If the charged
Empire unit is lined up exactly on the shoreline, the
Orc & Goblins may fight a combat while on the raft;
however, the Ores & Goblins will gain no advantage
for charging from the raft, and any Empire unit so
charged acts as though it was the one that charged
instead. Units may pursue and wrap around from a
raft as normal. If 4 unit on a raft breaks or panics
while in combat, do not make a flee move as normal.
Instead, the raft drifts D3" from the shoreline and
2D6" downstream, Under these circumstances,
Empire troops will not pursue raft-borne troops into
the river and will hold on the shoreline.

« Units on the shore may move, flee, and pursue
into the river as normal (though Empire troops will
not pursue raft-borne troops that have fled). With
the exception of Giants and River Trolls, who may
move normally in the river per the scenario rules,
units in the river are considered to be in Very
Difficult Terrain until they are back on dry land.

—_———— |
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CHAPTER 2

MAP-BASED CAMPAIGNS

based campaign may be the answer..

Lookmg to rule the lands beyond the horizon? Want to
Ma]:rbasn;i campaigns
are 2 good intermediate step in your campngnmg c:m:ér Bitt

" th: inncswn world under your hccl" A map-

This chapter explains the mechanics of running a map-based
campaign and suggests ideas. hobby projects, and battlefield
scenery for the Warhammer games you will play over the course
of such a campaign. Chapter 3 details a ready-to-play map-based
campaign set in the Border Princes, a rugged land of petty fiefs,
cutthroat brigands, and colonizing forces of all kinds. You can
enjoy this campaign with a minimum of preparation time.
However, you may want to design your own map-based
campaign for your gaming group’s own madcap schemes, and
the guidelines included in this chapter will show you how.

WHAT IS A MAP-BASED CAMPAIGN?

Like 4 ladder or tree campaign, a map-based campaign enables
you to play linked games of Warhammer but adds the challenges
of competing against additional players, defending and
expanding your realm, and fighting to control key tactical areas
on a map. By controlling increasing amounts of territory, forming
alliances, and most importantly, defeating enemy armies, players
strive to dominate the corner of the world delineated on the
map. The ability to see The Big Picture makes map-based
campaigning an attractive option for many players.

All map-based campaigns involve some type of map. which is
divided into sections, each representing a particular geographic
region, an important landmark, a tactical feature. or simply a
number of square miles. The sizes and shapes of the map
sections will differ from campaign to campaign. Some maps will
use hexagons or squares designate the various sections. Other
maps, like the one included with this book for the Border Princes
campaign, use irregular map sections, which vary in size and
shape to create interesting tactical options and challenges.

A map-based campaign can be nothing more than a geographical
tracking system for organizing a series of Warhammer games.
However, most players prefer to play in an evocative, narrative-
driven world with a personality of its own. By naming your map
sections, banners, and realms, you add character to your world

and make it 2 more enjoyable place in which to set your games.
Imagine being able to boast that Irkfang Grobnutz's Green Tide
defeated Tungsten lronthorne’s Ironclad Miners at the Battle of
‘Thunder River. The tales of such heroies will be recounted
around the campfire or a pint of Bugman’s finest for many a year!

AR / & XTI R

e

_,-r"\“r/_" <t

Heve. a magrhised campeign is shown in progress. Biack player’s reafm Cnisists of sevvral mip sections. The mmber of viap sections each playver comtrels determines the overall Sz of bis
armed forces. which are broben wp into divisions called bamnens Each hanner represents o Wearhanumer army Banners ave manenvered arowund the mapy io defered and expand the
recilms. When fesiniers of to different vealnss come info contact in the same map section, o Webanmmer fatile is forht 10 determine who will control te territory i guestion

; ’5::-? m'i‘f’j} 'u.—

- —\? c)

.3 pTi= s

AP~ Mok



iR Lese

s T T ey

CAMPAIGN ORGANIZER _
e campaign begins, you may find it useful 1o > Al . 7
point one player the campaign organizer. This individual MAKING 3D BANNERS FROM
nat a referee or Games Master per se but simply the WARMASTER MINIATURES
o 1o whom players can submit their moves and who
ies and maintains the campaign map. Any rules
nust be resolved between the players. The
should not have any authority over

t a4 campaign organizer if your group
dif you anticipate each Campaign Turmn
1 of time. However, most map-based
by clubs with a regular meeting
more smoothly with a campaign
e e excuied properly. The Warmaster range is a wonderful resource
rganizer is also a participant in for.creating markers o represent your
e his orders each turn BEFORE banners. Shown above one is a Warmaster
stand appropriate for an Empire banner:

i

[ participate as a player in the
e Master can be simply a campaign
creative role in the campaign by

You can alsa paint up seme bitz from the
Warmaster character blister packs to represent
vaur banners.

~ The Warmaster bitz shown here wege used in
+one of our campaigns in the US Stadio offices
1o represent a High EIf banner (above) and an
- Or¢ & Gablin banner (below). Using bitz from
the Warmaster range adds character and visual
~appeal to any map-based campaign,

t of colored construction
w.games-workshop.com/
int them out. Banners can be

counters, or better yet,
llection. Some players

b ‘enthusiastic enough

s from the excellent
s of bitz (see sidebar).




SELECTING AN HQO TERRITORY

To start the campaign, each player must select a
single map section in which his or her realm will
begin. This map section, called an HQ territory,
represents a small capital ¢ity, a camp for an enormous Ore
Waaagh, a series of Chaos Warp gates, a great Necropolis that
spawns Undead Warriors, an army base camp, or something of
the kind. Each player rolls 2D6 (dice off to settle any ties) to
determine the order in which players select where their
realms will begin (highest score picks first). Where you can
place your HQ is determined by how many gamers you have
in your campaign. If the players have created their own map
for the campaign and it is particularly large or small, you may
want to adjust the HQ set up rules. Otherwise, the following
guidelines will work for most maps and are certainly to be
used when gaming on the Border Princes map included with
this book.

* For campaigns with five or more participants, each player
takes it in rurn to choose a map section on the edge of
the map.

* For campaigns with four participants, players may select a
map section anywhere on the map at least one map
section away from the edge.

* For campaigns with two or three participants, players may
select a map section anywhere on the map at least two
map sections away from the edge.

No matter the number of participants, players may not select a
riverbank, marsh, road, bridge, or special map section as their
HQ territory, nor may they select an HQ) territory adjacent to
another HQ) territory. Place a control counter, an HQ counter,
and a single banner in each player’s HQ territory.

The first ractical decisions of the campaign will be made when
you select your HQ territory. Should you choose a map
section close to rivers or roads to speed up the movement of
your banners, or should you choose a map section closer to
one controlled by a player with whom you're likely to form an

Fm
BANNER TABLE

# OF PIAYERS # OF BANNERS (ROUND DOWN)
2 One additional banner for every
SiX map sections

3 ‘One additional banner for every.
five map sections :
4 One additional banner for every
four map sections
5+ One additional banner for every
[ three map sections J

alliance? Selecting an HQ territory close to one or more
special map sections may give your realm an edge as the
campaign progresses. We also recommend making your
selection based on the character and background of your
army of choice, For instance, a player with a Dwarf army
should select an HQ territory in the mountains. The army-
specific rules (see pp. 40-41) will also encourage players to
select appropriate HQ territories. For instance, Dwarfs, unlike
most armies, are not penalized for moving through the
mountiins. Thus, Dwarf players may want to select a
mountainous map section as their HQ territory, because the
topography of their realm will help defend it from invasion.

BANNERS

Each realm supports a large armed force. This force is
broken up into fighting divisions called banners, each of
which is represented on the map with some type of
marker that stands for a Warhammer army. Throughout the
campaign, troops are moved, reassigned, killed. and
transferred from region to region. New recruits are hired,
and existing armices are bolstered by new additions to their
forces. As such, each banner's composition will not be the
same from battle to battle. Each banner represents a

Dape’s regling consists of six map sections (vellow bighlights). 16 determine bow many barmers bis realmecan support. be chocks the Banwer Tatde. As be is plaving
11 & campedin with five participens, be meay field three banners: bis starting banner plus two additional barnners for controfling six map sections (six map

sections divided by three equals too banrers)

fn the same campeaian, fobn's realm includes efeven meap sections (hlue Biohlights). His lavger realm can field four banners: bis starting banner plus three
aelditional banners for controftine eleven map sections feleven map secttons divided by three equals three bawners after rotnding down).
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add color to the campaign. and vou should feel free to
heap scorn on anyone who can come up with names no
more evocative than “Banner 2."

SETTING UP YOUR CAMPAIGN & BATTLES
Play is divided into Campaign Turns during which all
playvers get a chance to move their banners on the map.
When opposing banners meet in a map territory, the action
switches to the tabletop, and a full-scale Warhammer battle
is fought. It is this dynamic between broad map-based
moves and tabletop wargaming that decides the outcome
of the overall action of the map-based campaign. Therein
also lies one of the many hurdles any campaign must
overcome — the map-based moves are quick and easy, but
setting up and playing a entire Warhammer game will
probably take the better part of an evening,

Thus, it is essential to establish some agreement about
how often you will make map moves and how long in real
time you will pause in between them to allow campaign
participants to play the Warhammer battles. Each gaming
group. club, or store is different, but generally you will find
a few days to 2 weeks is enough. In our epic struggles in
the US Studio, we played a Campaign Turn each Thursday
and had the following week to finish up any necessary
battles. This period was long enough for tabletop battles o
be arranged and played but short enough for us 1o
maintain interest in the campaign.

It may be possible to get a few Campaign Turns completed
in a short amount of real time as long as there are no
battles to be fought. This situation occurs most often
during the opening moves of the campaign, when most
plavers will be busy grabbing up territory and no battles
will need to be scheduled. After each realm gains a
foothold, battles invariably ensue, and you’'ll need to allow
more time in between Campaign Turns so that the players
can complete their battles. If no batiles present themselves
after banners are moved, your group may well decide to
complete additional map turns until you are halted by

a bartle.




HOW CAMPAIGN TURNS WORK
Each Campaign Turn is organized into the
following phases.

* Write Orders
* Execute Orders
¢ Fight Barttles
* Retreat/Scatter
* End of Turn

ORDERS

In cach Campaign Turn, banners may be given one of the
orders listed below. You can use the Banner Orders Card
included below to submit your orders to the campaign
organizer or simply write them on a scrap of paper.
Possible orders include the following.

* Raze and Hold
* Raze and Move
* Mowve

* Fortify

* Recover

* Hold

Some armies may have special rules for movement. Players
should indicate any unusual orders when they write their
orders (e.g., when an Ore & Goblin banner moves, it may
use its special Forced March ability).

SUBMITTING ORDERS

All players move simultaneously and must write complete
orders at the start of each Campaign Turn. Players may
either secretly write their orders at the table and flip them
over simultaneously or submit their written orders to the
campaign organizer before each Campaign Turn. The
campaign organizer can set a deadline for submitting
orders ahead of time, and perhaps even use e-mail to
receive the players’ orders. Remember that if the campaign
organizer is also playing in the campaign, he must write his

Banner Name:

ORDER CARD

orders before reading any from other players. If a player
fails to submit orders by the deadline, all of his banners act
as though they received Hold orders. After all orders are
turned in, they are then executed in the following order:

* Raze
* Mouve
* Fortify
* Recover
The results of these orders are described below:

Raze. A banner given Raze orders will burn crops and
settlements, salt the carth, loot all useful property, and
generally ruin the map section for armies who might seek
to control it. When a banner is given Raze orders, place a
Razed counter in the map section. Depending on the
banner’s orders, it will either Hold after Razing, or attempt
to Move. If the banner attempts to Move after Razing, roll a
D6. On a result of 3+, the banner may Move as normal
after making any Difficult Terrain Tests (sec rules under
the Move section) or any other special tests required. Ona
result of 1-2, the Raze order has taken too long to execute,
and the banner may not Mowe this turn.

Razed map sections may be controlled as normal but do
not add to the number of banners that a realm may field.
For example. a realm composed of 12 map sections in a 6-
person campaign can normally control 5 banners.
However, if 1 of those map sections is Razed, only 11 of
the map sections count toward banner support. Thus, the
realm may control only 4 banners.

When a special map section is Razed. none of its special rules
apply (unless noted otherwise in the special map section’s
description), and of course, the special map section does not
count toward the number of banners that a realm may field.
When a Razed special map section is Recovered. all of its
special rules apply as normal.

Banners may Raze a map section only if they have been given
orders 10 do so.

s — e e e,

(

(circle one)
Move into map section
Hold in map section

Recover map section
Raze map section

Banner Name:

_ (circle one)

Move into map section
Hold in map section

~ Raze map section

Banner Name:

[circlr: onc)

Move into map section
Hold in map section

Recover map section
Raze map section

e Y e e

Recover map section

Fortify map section
“and hold/try to move into map section

will
_ Fortify map section
and hold/try to move into map section
- will
~ Fortify map section q

and hold/ try to move into map section

(Permission to photocopy for personal use is granted. This form also available-at: www.games-workshop.com/generalscompendium/)
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Move. In general. you may move a banner into a
single adjacent map section. Banners may be
moved into any adjacent map section no matter
how small its border (even cornerto-corner map
sections are considered adjacent). If there are no enemy
banners in the map section, you may place a control
marker therein to indicate that you now control the map
section. Some armies have special rules for movement (see
Army-Specific Rules on pp. 40-41). Mountains, rivers, and
special terrain features may also restrict movement.
Remember that banners may Move only if they have
received orders to do so.
Difficult Terrain. Rivers, marshes, and mountains can
impede the movement of armies. When a banner
attempts to move into a map section that contains a
mountain or marsh feature or to cross a river (i.e., move
from one bank of a river to the opposite bank without
the help of a bridge), the controlling player must make a
Difficult Terrain Test by rolling a D6. A result of 1 or 2
indicates that the banner is halted and cannot move, as
troops have failed to find a safe ford, route, or passage.
Treat the banner as though it had been given Flold
orders instead. The banner may attempt to move again
in the next Campaign Turn. With results of 3-6, the
banner may move as normal. Some special rules
(discussed later) may apply to movement through
Difficult Terrain.
Don't Pass in the Night. When enemy banners are in
adjacent map sections and both receive orders to Move
into the enemy banner’s map section, the Don’t Pass in
the Night rule applies. To avoid the unlikely situation of
banners passing each other and exchanging map
sections without conflict, both players roll a D6. The
higherscoring player’s banner may move as normal; the
lower-scoring player’s banner remains stationary. A battle
is fought for control of the map section occupied by the
lowerscoring player's banner.
It is assumed that the higher-scoring player’s banner has
moved slightly faster than its enemy, gets the jump on its
foes, and is able to execute troop movements. The
general of the lowerscoring player’s banner, after
hearing the reports of enemy movement from his scouts,
changes the orders he received and prepares for bartle in
his current position.
An exception to this rule is made when the higher-
scoring player fails a Difficult Terrain Test and cannot
move. In this case, the lowerscoring player moves, and a
battle for control of the higherscoring player's map
section is fought. If both players fail a Difficult Terrain
Test, neither banner moves, and no battle is fought.
Living off the Land. Each map section can support only
one banner, as your troops need food, lodging,
campgrounds, and supplies, which they will take from
the countryside and local settlements. Thus, it is not
possible for more than one friendly banner (i.e., more
than one banner from the same realm or from allied
realms) to occupy a single map section.
The only time two banners can occupy a single map
section is when two enemy banners are fighting a battle.

For more details on how this rule can affect the
movement of banners in complicated circumstances, see
the Expanded Living off the Land rules on p. 43. We
recommend waiting until you have digested the rest of
the map-based campaigns chapter before you read these
rules. The situations described by these rules come up
infrequently; thus, it is not necessary to understand
them completely to begin play.
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razed terrain. When banners '

do battle in a razed map section, :
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and realism to your battlefield and o ;
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fighting over ruined territory.

RAZED FARMHOUSE
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the really burned parts, When Sqrsfiedsith your “crson " take some very fine grey:
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grass {nto it Trpdoaese browmn grass around the especialiy
burned areas for added regilism. The busies are made from coaree
mttdeling foltuge artached with a Bot e gun and “soged” By wsing an
airhrish Weded with Black pints
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vhich will then be occupied by another banner from your
m or one from another player’s army (see the

‘on the right for an explanation). Just remember
10 break the Don't Pass in the Night rule (see p. 31).

f, any banners that find themselves in the same map
after movement is completed will fight a battle.

ed Moves. Remember that each map section can only
a single banner at a time and that all movement
ould bring more than one friendly banner into a
‘map section is forbidden. If a banner cannot

its movement orders (because of a failed Diffictdt
ain Test or because of the Don 't Pass in the Night

), then other banners cannot move into what was to
vacated map section. Such banners act as though
had been given Hold orders instead.

If a banner is given Fortify orders and is not

ht to battle, then it spends time increasing the
capacity of its map section. Fortification could
scouting out the high ground. conscripting local

5 into service, and/or building hasty defensive

5 like walls and barricades or even a watchtower.

a Fortify counter in the map section when a banner
 Fortify orders and is not brought to battle.

attacked in a Fortified map section may add 200

of additional troops to their army list. In addition,

Fortified map sections may take advantage of

d Obstacles (see below). Any map section — even

idges, riverbanks, and special map sections — may

d, unless specified otherwise. It is possible for a

0 Fortify a map section controlled by an ally.

ap sections cannot be Fortified unless they have

wered first. Mark the fact that the map section
srtified on the map with a counter.

qtion bonuses are lost when the Fortifying
aves away from the Fortified map section and/or
trol of the map section changes. Remove the
ier when any of these things occur. When
s are not maintained and supervised,
walls will collapse; trenches will fill with rain
and the local population will make off with
s for firewood and building supplies.

not Fortify a map section if they are fighting a
_banner given Fortify orders is brought to

as though it was given Hold orders

member that banners may only Fortify a map
have been given orders to do so.

Obstacles. When a banner is defending a

p section in battle, generate and place

al. After all terrain features have been
ployment Zones have been chosen but
roops are placed, the Defending player may

Figure A. Here. tivo
Diparvf barmers receive
orgers o move. Bavnér
A moves fnto an
uncoritrolled map section,
while banrter B moves fnto
the map section that
banner A occupied.

Figure B. frn thix
bicture, the Empire
barier backs aweay
fronn the Diwarf
hanrer. The Empire
banner moves back
Sfrom mep section 7,
and the Dioarf
banner moves inio
and takes controf of
7. No baitle

i fought

Figure C. Daithe trorn after the one
shotn in Figuere B, the Empire
banmer-was given Hold orders
instecd of Move ovders: The
Dhwarf banmer was given orders
fo Move inta GO, where the Empire
beanner:is located. The Empire
bexnner stays pudt, and the Dhoarf
beanner moves in to attack. A
hattle muest be fought for control
af mafs section 6o,

Figure T i this example, both
Prearf and Empire bapners were
given orders fo move imio arn
uncontrolled map section. Both
hanrners move (nto the map
section, and a batrle will be fought
to determine control

Figure E 7ids exampie illustvates the Don't
Pass in the Night raele. Here, a Dhioanf and
Emprive bamper fegin the fwrn in adiacent
maipy secifons. Both receive orders 1o move
into the adfacent map section o attack the
enenty banner Do NOT move the banners
such thar they siwap positions. Per the Don't
Pass in the Night vule, both plavers roll a
6 ?M'Impm'pfmw rofls e 4 Bt Hw
Droarf player rolls a 6. The bigher-scor
Phvaers ger the jfumpron the fi
Empire and move fnio the Emptre's map
section. The Emipire banner remeains
statiomary. A battle for control of Emipire’s
map section fs foupht

Figure B Here's ane exampie of what condd
heipypren shondd one of your banmers fail to
execute its Move ordors. Heniter A s given
arclers to mate frto the mrsh THeify seciior
and barner B weas given onders o move into
the mep section pacated by banner A The
controfling player g roll a Difficulr Terrain
st for bener Ao enter the marsh meap
section. He rolls a 1 and fatls the fost, Beower
A cantnor move and acts asif it bed been
aiven Hold ovders. Similarhy, benrer B canmod.
move, becausedl cannol share a mafy section
with heanner A Banner B also vemains
stationary e acts as if {t bad beeri given
Huldl orders




DEFENDED OBSTACLES TABLE (D6)
1 A large hill

2 A wall, fence, earthworks, or hedge 6-12" in length

3 A hill with an impassable slope

4 A building no larger than two stories and with a
footprint no larger than 8" x 8"

5 A large hill with fences or artillery
emplacements atop it

Lo Materials need eds el o Popsicle sticks) bambon Barbecuy | 6 A watchtower

stichs, 1" foam, foamcore, sand, static grss, Citadel Bainn, white

gluesand spuckiing compound

Recover. Banners occupying Razed map sections may
attempt to Recover them by rebuilding destroyed
structures and settlements, transporting farmers and

2 ol - semi-cincdlar buse Trom foamcone Glue a piece ol 1" fxin

aver hall thebase. Cue und sand the front cdge vithe foam i soggest
ahilll Eom g zigzae shapwe inmo the back of the foum

. G up sore. Papsicle sticks into 27 secrioms and: gloe them

o thiel back of the zigeag edge of the fowm: Cut some bamboo laborers back into the area, and gen(fl_‘ally trymg_ o {'upaﬂ'
stk oSt (save the paiated ends for lawer) and attach them all the da.m:tge that had been done. If a banner is gven
as vertival roir mentsat the ends of vour Popsicle Stioks. Recover orders and is not brought to battle by an enemy
4 Gathier up ihe lefiover pointy ends of the limboo snolssnd banner, roll a D6. On the result of 4+, the map section
stick them oo the front Ofvour caised il Section o SuppUst Recovers. For each subscqut‘m: turn the banner arempis
Ui Fepbisy stiskcy Recover the map section, the controlling player may add 1
Step 2 to the die roll. A roll of 1 before modification always fails.
_ LR Once a map section Recovers, remove the Razed counter;
; S p— 4 the map section will now contribute to a realm’s supplies

and may be Fortified as normal. Banners may not attempt
' to Recover a map section if they are fighting a bartle.
. ‘ B _ Banners may attempt (o Kecover a map section only if they
have been given orders to do so.

L Use spaickle ta Gl any gaps berween your t".lril'm(lu'k.\ and \ . . . ; . L
s You, can also use spackie 1o haild op rmised sireas ol girth Hold. A banner given Hold orders remains in place and

L rounaM R ot does nothing. A banner may wish to Hold 1o defend a
2. Paint therised carth seotion sl the areain fron of the pmicumr map section, 1o occupy a R”Tfﬁed map section,
barricade GublipG reeh. g or to hold ground when the controlling plaver sees no

y tactical advantage in moving the banner, When a banner
ale has not been given orders during a Campaign Turn, it will
Hold by default.

BATTLE
Alter orders are executed, banners that find themselves in
map section with another banner will fight a battle. All

I Pl Your edahworks with warered-down white glue and <prinkle bartles must be fDllgh[ with the normal Warhs ner rules

sind on sop. DR’ paint glue Bo some ameas of Gablin Green before orders are ljl]l:. for the f?CX[ Cam paign Turn. Unless

2, Onee the sindlds dey, ping it antl the wooden ancis with the battle takes ].')]'d(‘t' T .‘G]T)C{Jiﬂ map section that has

Clhvioss MEGIAE ' special scenario rules, all battles are Pitched Battles (sce

L SRS ST A A pp- 199-200 of the Warhammer rulebook). The winner

thie ruisell Gasth anelthe e in front bf thie Birricades. ' keeps his banner in the map section and places one of his

) Gl ' control markers therein. The loser must Retreat into an

aslep < ; adjacent map section that he or one of his allies controls

& s & : (see Retreat/Scattered below), If the losing banner was

Massacred in the Warhammer game (see the Victory Points
rules on p. 198 of the Warhammer rulebook), it is too
disorganized o make an orderly Refreat and will be
Scattered instead. In the event of a draw, each player must
move his banner into an adjacent map section that he or
one of his allies controls, and the map section in which
battle was fought does not exchange hands (i.e.. the map
section remains neutral if no one controlled it prior to the
Campaign Turn or remains in the original controlling
player’s possession).

1o im bk o your carthworks. divbirush vour wooden isied
iongwith the ollpwing layers of Citdel Calan Vermin Supporting Banners. All battles are fought between two
Hrown. Bestial Grown, Léprous Brown, and (vory lightly) banners Ol"l.l\r Because of the .Lf-l’f}?g Q,-fffb@ Land rule. it is
et Fone impossible to bring more than one banner to bear on a
single enemy banner at a time. However, it is possible for
friendly banners in map sections adjacent to the one in
it LM IR o (Al b Ci A which the battle is being fought to support their friends in
W Ireshly cutistikes battle. A banner may increase its points size by 200 points
y = for every friendly banner supporting it. Thus, a 2,250-poi
banner supported by two friendly banners would increase

rish yourhire earth sections with the following
g hite Brown, Bubonic Brown, dnd




er support if it is fighting
involved in a battle may
¢ of adjacent banners:
eive orders to offer support to
> other actions during the
v have Moved, Fortified,

> supported by other banners
pwever, it is possible for allies to
> Allies). When this occurs, the

0 upﬁnns

is engaged in battle chooses
troops from his own army,

» bring 200 points worth of Core

forces, which he will command

ort to the allied banner. With the
ssting battles involving three or more

d three or more players may be fought.

. After battles are completed, banners
tied must Retreat into an adjacent friendly
s that the banner’s realm or one of its

No Difficult Terrain Test is required to
iting banner has no friendly adjacent

1 which to Retreat or if the banner was

 the Warhammer battle (see p. 198 of the
book), the banner is Scattered. Scattered
emoved from the board until the end of the
. If the realm remains large enough to

ort of the Scattered banner, then the

ayer may reform the banner in the HQ
assumed that the Scattered troops fall back
banners, that personnel throughout the
are reassigned, and that a new banner is
HQ territory from surplus troops. If the
longer large enough to support the Scattered
it is dissolved and remains out of play.

ndly adjacent map section or sections are
friendly banner (a banner from the

er's realm or an allied banner), that banner
2l into another friendly adjacent map section. It
for several banners to be displaced in this way.

Ll Retreating, just like movement, occurs
Thus, two or more Refrealing banners
to the same map section. When only one
ap section is available for two or more
banners, one banner Refreats as normal; the
er or banners are Scattered.

' CAMPAIGN TURN

ions in the turn have been resolved, each player
e number of map sections in his control and
Banner Table (see p. 28). A realm may have
ough to add an additional banner (or even

¢ during a spectacular turn). Similarly, other
have lost map sections, thus necessitating the
of one or more banners. Scattered banners are
first. Otherwise, the controlling player may

ich banner(s) to dissolve and remove from play.

d banners that do not need to be dissolved may be
during the End of Campaign Turn Phase.

? A .,,‘.5.,4'7 x e
"r-‘f’ : e, 7.8

Newly formed banners and banners that were
Scattered and reformed are deployed at the
End of Campaign Turn Phase in the HQ territory.
1f the HQ territory is occupied and/or more than one
new or reformed banner has to be deployed, banners may
also be deployed in map sections adjacent to the HQ. If
both the HQ territory and some or all of the adjacent map
sections are occupied by friendly banners and/or
controlled by enemy realms, players may not be able to
deploy some or any of their new or reformed banners in a
given turn. When these map sections become unoccupied
and/or become friendly in a subsequent tirn, new and
reformed banners may then be deployed in them during
the End of Campaign Turn Phase. Note that no new or
reformed banners may be deployed at all if the controlling
player’s HQ territory is controlled by another player (sce
Loss of HQ Territories on p. 42).

EXAMPLES OF RETREATING
AFTER A BATTLE

Figure A, The D] banner
bets been defeared by the
Empire banner ard must
Retrear into one of the o
Srtendly map sections adfacent
o the one inwwebich the batrle
ruees forght.

Figure B. The Dwarf boanner
heas heen defeated avd st
Retreat but the only available

it may Retreat fs ocoufiied by
another Divarf banner, which
s leneling support to ihe
beittle. The defeated hanner
Retreats info this section
fvelloe arrow), and the
supiponting banner is displaced
Inito anotber fidendly map
section fone of the sections
indicated By Wlue ariows)

Figure C. The Diver{ banner
Bers been dofeated bt bas nio
frivnddlyi map sections it
wihich to Retreat As pou can
se, all adfacent map sections
are controllvd by the Empive,
Ores & Gobling or Fligh Elees
Thus, the Duweer] banrer is
Seatrered and is removed from
play wrtil the End of the
Campeaign Turn Phase.

Figure D). fivo Dhearf banners
are defected but bvve only one
adfacent friendly map section
in which to Retreat One of the
IDroeerf banmers Retreats as
narmal; the otber s Scateredl

frienilly map section into which

g
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MAP SECTIONS

The following rules apply to movement in and
occupation of the map sections. Remember that
movement into mountainous or marsh map sections
and across rivers requires a Difficult Terrain Test (see p.
A1). Note that this list is not exhaustive. For map-based
campaigns that you design, you could add rules for dunes,
voleanoes, icy plains, and the like (see Chapter 6 for ideas).

2% Plains. Banners can move

~~ into plains map sections
without penalty. Plains map
sections can contain farms,
small towns, hills, and the
like. These small terrain
features do not affect
movement. Special map
sections should be
considered plains unless
specified otherwise in
their description.

Forests. Forested map
sections are treated as plains
for purposes of movement.
However, certain armies,
such as Wood Elves, may be
able to take advantage of
special rules in wooded
areas. Lise more trees than
you normally would when
generating terrain for battles
foughr in these areas.

Bridges. Bridges constitute
small map sections unto
themselves and allow armies
to cross rivers without making
a Difficult Terrain Test. If
Razed, bridges are useless,
and a Difficult Terrain Test
must be made as normal to
cross the river. When bridge
map sections are Reazed, make
sure 1o position occupying
banners in the map section
such that it’s clear which side
of the river they're on, as a
Difficult Terrain Test will be
required to cross the river
into map sections on the
opposite side. Razed bridges
may be Recovered (i.e., the
bridge will be rebuilt by your
troops) just like any other map section. As bridges tend to
be areas of high tactical significance, most players will
make an effort to defend them well (or destroy them).

Roads. There are no special

rules for roads. However, in

campaigns that use irregularly

shaped map sections, road
sections tend to be very long

\ and thus facilitate rapid

N movement of banners,

Rivers and Riverbanks. In
campaigns that use irregularly
shaped map sections,
riverbanks tend to be very long
and thus facilitate rapid
MOovement, 4s roops may

march along the clear beaches
or take barges and other small craft to sail up and down
the shores. Crossing the river (i.e., moving an army from
one bank to its opposite bank) necessitates a Difficult
Terrein Test.

Mountains. You must make 4
Difficult Terrvain Test for each
of your banners attempting 1o
enter a map section that
contains mountains. Note that
no test is required when a
banner exits a mountainous
map section (unless the
banner is leaving one
mountainous map section and
entering another).

Marshes. Marsh map sections
contain soggy ground through
which it is difficult to
maneuver armies. Marshes can
often be found where two or
more rivers join. You must
make a Difficult Terrain Test
for each of your banners
arempuing to enter a map
section that contains a marsh.

Note that no test is required
when a banner exits a marsh map section (unless the
banner is leaving one marsh map section and

entering another).

HQ Map Sections. Map sectio
containing HQs follow the usual
rules for the appropriate type of
terrain (e.g., HQs in mountains
follow the rules for mountainou
map sections, etc.). However,
banners that control HQ
territories always count as being Fortified when fighting i
the map section containing the HQ. In addition. the
controlling player may roll three times on the Defended
Obstacles Table, instead of the usual one for fighting in a
Fortified map section. Additional Fortification of HQ
territories has no eftect. Simply mark your HQ) territory
with an appropriate counter or impressive 31 model. The
HQ counter pictured above can be downloaded from the
Games Workshop web site.

Special Map Sections. Each
campaign will have a few
special map sections with a
particular sertlement,
structure, or point of interest
These map sections could
bestow advantages or
disadvantages to the armies
that control and/or attack
them, such as adding




are included in the Border Prince

r, and guidelines for designing your own
sctions can be found on p. 46. Unless noted

al map sections should be treated as plains

eblires ool a6 Chaas army of Nurgle declare an allianes,

arhammer world, alliances are almost always

ve affairs. Nonetheless, they can be useful tools

our realm’s expansion. At best, alliances are

of convenience; at worst, they are weapons with

to manipulate an ostensibly friendly neighbor and

him into a vulnerable position. As one young

Salzenmund once quipped while learning the

plomacy, “Alliances are better honored in the

the observance.” Even so, long-term alliances
neighboring realms have been known to oceur.

tance, the Empire has maintained tentative

e5, or at least states of peaceful coexistence, with

Kislev, and Tilea for many years.

declare an alliance at any time, and allies

the rest of the campaign players (and the
if there is one) that they have formed a pact.
ally with as many players as they wish as long
> is permitted by the Allies Table on p. 109,
ematical quantities, allegiances are not
y transitive (which is a fancy-pants way of saying,
with the Empire, and the Empire allies with
then Dwarfs are not necessarily allied with

In fact, the Allies Table (see p. 109) may
14 three-way alliance from existing, depending
nies involved. Of course, where the Allies Table
ee or more players may choose to ally with

p fixed length of time an alliance must last,

sfty players may want to put their treaty in

idl specify a minimum amount of time. In the

with a written agreement, allies can stab one

0 the back at any time. Having it on paper does

betrayed player great propaganda and damning
st the turncoat, however.

alliance is in place, allies may take advantage
ng rules.

ers may move through their allies” map

10ut control of the map sections

* Banners may defend their allies” map sections
by fighting battles therein. If a banner is
victorious in an ally's map section, the losing
enemy banner must Retreat or Scatler as normal,
and control of the map section does not change hands
(i.e., the victorious banner’s ally maintains control of
the map section).

* Banners may Ketreat into allied map sections without
being Scattered. When banners Refreat in this manner,
control of the map section does not change hands.

* Banners may support adjacent allied banners in battle.

Alliances may be broken by employing one of the
following methods.

* Announcement. During the End of Campaign Turn, a
player can announce that an alliance is broken (though
only a foolish Bretonnian would honor an alliance and
miss the chance to stab a former friend in the back).
During the next Campaign Turn, the rules for allies will
cease to apply for the two realms in question.

¢ Invasion. A banner can end an alliance by taking
control of one or more of an ally's map sections. The
backstabbing player’s decision to do so must be noted
in his orders. Otherwise, the campaign organizer
should assume that banners moving through allied
map sections do not intend 1o take control of
those sections.

* Raze. A banner can end an alliance by Razing an ally’s
map section that it occupies. By Razing the map
section in this way, the banner also takes control of
the section.

= Withdraw of Support. The final and most insidious
way to break an alliance is to do so in the midst of
battle. When one of vour banners is supporting an
allied banner in battle, and you have opted to
command 200 points of your own Core troops to lend
support to your soon-to-be-former ally, you may
withdraw support in the middle of the game. This trick
can be particularly devastating as, say, a flank, formerly
believed to be held by stalwart allies, not only
becomes vulnerable, but becomes the site of a
surprise attack.

To withdraw support in the midst of battle, wait until it
is your and your soon-to-be-former ally’s turn. The
surprise withdraw of support will occur during the
Movement Phase when all charges have been declared,
but no chargers have been moved yet. You must then
announce that your wroops are withdrawing support.
None of your troops may do anything during your
erstwhile ally’s turn, after which your troops will act
(i-e., move, use magic, shoot, etc.) on your former
opponent’s turn. Your former ally must follow through
on any charges he declared, but remaining moves may
be made to respond to the new threat your troops
pose to his forces.

The withdraw of support is particularly devastating
when the opponent of your former ally coordinates
with your attack. Tt is permissible to organize vour
back stab with this player beforehand (e.g., “On Turn
3, I'll announce that I'm withdrawing support and try
to take out his war machines.”) or by winks, nods, and
whispers as the game develops.
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ARMY-SPECIFIC RULES
Every army in the Warhammer world deploys. moves,
and fights differently — even on a grand scale. The
following rules explain how these differences are
represented in a map-based campaign. The tollowing rules apply
to all map-based campaigns. Additional army-specific rules may
apply to some armies in particular campaigns. For instance,
?, campaigns set in Khemri may add army-specific water

| consumption rules, 1o which Tomb Kings, Vampire Counts, and
Daemon banners are immune. Or perhaps a campaign set in a
completely wild and unsettled region would add army-specific
rules for supplies, subsistence, and baggage. See the Border
Prince Campaign detailed in Chapter 3 for other examples.

BEASTS OF CHAOS

Beasts of Chaos are accustomed to living in the
wilderness and dealing with harsh terrain. As, such,
they may reroll any failed Difficult Terrain Tests.

BRETONNIANS

g

Bretonnian Knights value honor and chivalry
above all else. They may only break an alliance
by announcing their intention to do so and not
by invading, Razing. or withdrawing support. In
addition, if an ally of a Bretonnian realm breaks an alliance with
the Bretonnians by any of these dishonorable means, the Knights
of the Bretonnian realm (not the commoners) will Hare all the
turncoat troops, and the Bretonnian realm may not enter into
alliances with the traitor subsequently.

crus0s o

Chaos Dwarf banners may move into mountainous
map sections without making a Difficult Terrain

eV Test. As Chaos Dwarfs make their homes in the
mountains, they are accustomed to the steep
terrain and have no rouble finding safe passes.
=

DARK ELVES

Dark Elves are masters of torture and sacrifice,
practices they engage in both for religious
fe reasons and for pure sadistic pleasure. When a
Dark EIf banner Fortifies a map section, instead
| of taking 200 points of additional troops and making a roll on the
Defended Obstacles Table, the banner may opt 1o sacrifice the
indigenous populace instead. The banner gains no additional
troops from the Fortified map section. Instead the army gains
D3+ 1 rerolls that the controlling player may use to reroll any D6
result in the game. Khaine smiles on those who shed blood in his
name. Dark EIf banners may also choose to Fortify a map section
as other banners do.

Dogs of War armies are expert at hiring and
conscripting troops from the local populace. As
such, their standard banner size is 100 points
larger than that of other realms in the campaign.
Jin a campaign in which the standard banner size is 2,000

5. Dogs of War banners would be 2.100 points (before

il penalties for Fortification. support, ete. were

included). In addition, Dogs of War are ruthless mercenaries
with little care for whom they fight as long as their pockets
are full. Dogs of War may ally with any other army in map-
based campaigns.

DWARFS
—
Dwarf banners may move into mountainous
sections without making a Difficult Terrain Tesl|
Steep mountains are where Dwarfs traditionally]

make their homes and so they are at ease in sug
environments and have no wouble finding safe passage.

EMPIRE

The Engineers of the Empire are experts at
making battlefield defenses and equipment.
When defending a Fortified map section, Empis
troops may add 250 points of additional troops]
(instead of the normal 200-point bonus). Also, the Empire player
make an additional role on the Defended Obstacles Table and
place the object so nominated where he wishes.

Ordinarily, an Empire banner will place two objects instead of o
on a Fortified battlefield under its control. However, special
circumstances could apply. For instance, and Empire banner will
roll for and place four objects instead of three on a bautlefield in
HQ territory that it controls, Other special rules may apply in
Fortified special map sections. Whatever the case, always assum
that Empire banners fighting in map sections that they have
Fortified will always have an additional defended obstacle.

————

HIGH ELVES

High Elves are masters of quick deployment an
precise tactics. High Elves automatically win
Don't Pass in the Night rolls. If 2 siruation arisis
in which two enemy High Elf banners are trving
to attack one another, both banners make Don't Pass in the Nigh
rolls as normal.

HORDES OF CHAOS (DAEMONI()

Daemons, like the winds of Chaos, are highly
unstable. Instead of deploying new or reformed
Scattered banners in the HQ territory (or map.
sections adjacent to the HQ). Daemon banners
appear in 4 random territory. When 4 new or reformed banner is
1o be deployed. the Chaos plaver must nominate six adjacent my
sections in his realm (or fewer map sections if he controls fewer
than six map sections) and roll a D6 to determine where the
banner appears.

HORDES OF CHAOS (MORTAL)

Many Chaos armics are more concerned with
destruction, miding, and murder than they are
controlling and maintaining a successful reatm.
Whenever a mortal Chaos ammy is victorious in bat
may atempt to press the atack and follow into the map section where
defeated banner Retreated. Roll a D6 for cach Chaos banner atempting
press the attack. On a roll of 5+, the banner may press the attack bur my
make a successful Difficudt Terrain Test 1o do so if the wrrain requires it
the Chaos banner manages to press the attack, both banners must Hold
the nest Campaign Turn and will fight a battle per the regular Warhanmm
and map-based campaign rules. Adjacent banners may support as nom
(remember that movement happens before battles), and any other
bonuses and penalties apply. Chaos banners may not press the anack
against banners that have been Scattered.
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Clicios epmmer defecs the Duenr beartiéer, and the Drarf barmer
el Figure B, The Drdarf bavner Relreals finto an adfacent mmap sxction
NOLE thear the Diveirf Beanrier bes Retredted fto a Molitaraons map
W et lake celvenntaoe of the Difficule Tevvain, wiich the Divarf player
Wreeent the Chaow hanmer from presang the antack. Figure C. The

oy el o pvess the atack, males g siecessfid Press the Anack Test by
i D0, anied intetleers e successfid Difficult Termin Test fo enver the

5 e soction. Figure D. The Chaos pletyer motes bis banmer futo the
Wi s e sections, Tr the et Campiaion T, both banners must be
bders-aied will fight e haitie per the normal rides. It is possible for

%10 e (o ediacent wap sections to support eitber boer:

LIZARDMEN
e AT A
Lizardmen banners may cross rivers without
making Difficult Terrain fests. Skinks are
excellent swimmers and have no wouble
navigating inland waterways and finding safe fords

larger brethren.
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ORCS AND GOBLINS
A A

Though Elves and Skaven are faster than the
greenskins, most Warbosses care little for the
health and well being of the individuals in their
army and think nothing of driving them through
day-and-night treks, Each tuin, a SINGLE banner from an
Goblin realm may make a Forced March to move through
sections. The controlling player must note which single
be attempting a Forced Marceh when he submits

ed March order is submitted, the Ore & Goblin player
,‘;1' on the chart below and apply the results. Note that
it both moves of the Forced March may be subject to

before the first leg of a Forced March, the banner is
cannot move at all, regardless of the result rolled on

.
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eral's orders to march through the night.
e banner does not move at all this warn and
a8 though it had received Hold

s instead.

que. The banner presses on as best it can,
exhaustion overtakes the troops. The
ner can move intd one map section only.

d March. The banner completes a
| Forced March. Move the banner

the Forced March Table. If a Difficult Terrain Test is failed
before the second leg of a Forced March, the banner
moves only one square and then stops, regardless of the
result rolled on the Foreced March Table.

Forced Marching Ore & Goblin banners will fight battles only in
the map section where they end their move. They cannot be
hrought to battle as they move through the first of two map
sections during a successhul Forced March. Also, Don't Pass in the
Night rolls apply only 1o the final leg of a Forced March. Note that
an Ore & Goblin banner may take control of two map sections in
a single Campaign Turn by executing a Forced March. A Forced
Marching banner cannot return to the map section where it
began the wrn. While it may be mctically sound to do so under
certain cireumstances, Ore Warbosses get frustrated if they don't

feel as lhllLl.t{j'] they'reé "makin’ ‘cadway,
_\Z
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The Skaven are always expanding their Under-
Empire, and a Skaven player may opt to move
one or more of his banners through the
underground tunnels. Should the Skaven player
take this option, he must submit Move Underground orders for
the banner in question. Instead of specifying a particular map
section, the Skaven player should simply specify that he is moving
underground. The banner is removed from the map and placed
aside. The banner does nothing else in the turn it is given Move
Underground orders and nothing else in the subsequent turn. On
the 3rd rurn, the Skaven player rolls a D6, 1f the result is 3+, the
controlling playver may place the banner in ANY Razed section on
the map. This map sectdon could he one in the Skaven realm; an
occupied enemy one, in which case a battle would be fought for
control; or an unoccupied enemy map section, in which case the
Skaven player would assume control of it. However, if the result is
1-2, or if there are no Razed map sections at the start of the 3rd
turn, the banner returns to the map section where it began its
underground movement or to the Skaven HQ (Skaven player's
discretion) and acts as though it received Hold orders instead.

A e

SKAVEN

———— e ey

TOMB KINGS
B [

re——

The refentless nature of the Tomb Kings makes it difficult 1o
pursie and destroy their banners. As such, Tomb King
banners are seldom Seattered. If Massacred, Tomb Kings
hanners may Ketreal as normal and are not Seattered. In
atdition, ta avoid being Scattered when there are no friendly map section into
which to Retreat, Tomb Kings banners may Retreat into unoccupicd enemy or
uncontralled map sections and will immediately assume control of the map
section; Tomb Kings may only make this special Retreal move if there are no
adjacent friendly map sections available for Rerrear. 1f there are no adjacent
friendly map sections AND no unoccupied enemy map sections into which the
Tomb Kings may Refreat, then the banner is Scattered as normal,

VAMPIRE COUNTS

Vampire Counts can raise the corpses of their
encmies to bolster their ranks. Each time a
Vampire Count banner is victorious, it may add
250 points to its size in the next turn. This
bonus is lost if the banner is dissolved prior to the start of the
next turn or if the banner does not fight a battle in the next turn.
(Thereafter, the extra troops are distributed throughout the
banners of the realm.) Place a marker on the banner when it is
eligible for this bonus and remove it when the next turn is over.

WOOD ELVES

When Wood EIf banners fight a battle in a forest
map section, they may add 100 additional points
of troops to their banner size. As Wood Elves are
experts at moving, fighting, and hiding in the
woods, they are always able to bring a greater number of forces o
bear in their favorite environment.

R




BONUSES AND PENALTIES TO
BANNER SIZE

Note that when banners increase or decrease in
size as a result of Fortification, supporting adjacent
banners, rules for special map sections, army-specific
rules, or any other reason, the army you field must still
obey normal army list restrictions for number of
characters, minimum number of Core choices, and
maximum number of Special and Rare choices. In short,
vou must feld a “legal” army list for the points value you
are allowed to bring for each battle.

Remember that supporting troops from allied banners that
are controlled by other players are Core-only troops.
These allied rroops do NOT count toward the minimum
number of Core units the main banner must field.

As you have probably figured out, tactical maneuvers in
map-based campaigns can result in some uneven battles, If
an unsupported banner attacks an enemy banner in a
Fortified map section, the attacking banner will be
outnumbered by 200 points. If the defending banner is
supported, the attacking banner could be outnumbered by
400, 600, or more points. These numbers can be further
adjusted by army-specific rules and/or special map section
rules, These inequalities in banner size are integral to
map-based campaigns, and players need to take these
bonuses and penalties into account when making strategic
decisions. The most cunning generals always try to fight
battles only when they have a numerical advantage.

Let's consider the many bonuses/penalties that could
apply to armies involved in a battle. Take a look at the
figures and captions below. Note that in this sample
campaign, cach banner represents a 2.000-point army.

A Chas player docides 1o ry 1o ke conirol of an adfacent miap secifon occrpred
Iy a Drearf bemer: The Chans plever writes Move arders for banmer A The Duvirf
Mlayer, anticiparting such an attacky ofis 1o fssive Hold orgders to Banmer B as be bas
clvedaey Fortifiedl the map section (mote contnd counter marked F for Fortified)
and will gera bonies for Baving dovie so. tn addition, the D pleover wittes
Mowe enders for Benniers C and 1 t move them nlo supparting (xsitions

Movement acenrs The Chaos player moves bis banner (o attack, The Dwarf
Player moves bartners C and 1) into supporting positions. Banner B Holds to
take advantage of the Forifications

In this example, the Chaos player would field only 2,000
points of troops in the batile to come. The Dwarf player,
however, could field 2,600 points of troops (i.e., 2,000-
point starting size, plus 200 points for fighting in a
Fortified map section, plus 200 points each from two
supporting banners). The Chaos player will either come to
the conclusion that this attack was ill-advised, or he will
make a mighty offering to Khorne, the dark god of battles
and bloodshed, and hope for the best. As you can see, it
pays to pick your fights in a map-based campaign.

Note that, as both armies are between 2,000 and 2,999
points, both would include up to four characters (one of
which could be a Lord). at least three Core choices. up to
four Special choices, and up 1o two Rare choices.

A Besestlond surveys the destoved territory of Bis enemies

LOSS OF HO TERRITORIES

Obviously, the HQ territory is of eritical importance to
each realm, and players must ensure that their HQs do nat
fall into enemy hands. When a player loses control of his
HQ territory, he may neither reform Scattered banners nor
form new banners until he rerakes his HQ territory. If ever
a player has no banners on the map and no HQ territory
in which to reform them. his forces have been destroyed
and dispersed, and he may no longer participate in the
campaign. When a player loses control of his HQ territory,
he has three Campaign Turns in which to regain control of
it. If he fails to do so, his forces will disperse and he may
no longer participate in the campaign. When you lose you
HQ territory, it's a good time to make some allies who can
run to your aid fast!




ED LIVING OFF THE LAND

o Living off the Land section details the
ications of how the Living off the Land rule
an affect the movement of your troops. As the
described in this section come up infrequently,
end that you skip this section if you're reading
for the first time. Later, you can come back and
§ section when you have a better feel for the rules.

sible for two or more [riendly banners to be given
10 moye into the same map section. Perhaps allied
d not coordinate their efforts well and
ly deafred orders to move two banners
ap section. Or perhaps a cunning plaver
aly wrote orders to move two banners into the
section if, say, a Difficult Terrain Test was

ed to enter that map section and the player wanted
we his odds of completing the move successfully.
tthe cause, after making any Difficult Terrain
henever two or more [riendly banners attempt to
1o the same map section, roll a D6 for each

¢ banner with the highest result may move;
aring banners remain stationary and act as though
been given Hold orders instead.

rs in the

R CDaos bener (o) bas taken comtrol of a mowntainons

i Empire pleaver bas ovdered both of this baners fn the area

e mniainons maf section. Making a Difficulr Terrain Test for

the Bmpire plaver determines that only one of his banners can

i et fevilod the test by rolling a 2 dleft) remains stationary,
Benner on the right moves to-attack. The banner that failed

iin Test may then sufiport the qdiacent banner tn battle. Fed

pixisseed the Difficult Termin Tost the Empire player wotdd
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.bpt!.l world have remeined stationary.

- 1
___--——"—-J--
mm

ﬂamu'r o Chans banney, aned a Puoaif banver are all
unockigied map section. None of the baihers
G The Empive pleyer wolls a 1 the Cheos plevir a
m.- b@b«r ssiceris Chaos avd Dol banners move
The Erpive berener, which scorved foteest,
thoth it veceived Hold orders instead.

Similarly, three or more enemy banners (three or
more banners from three or more unallied realms)
cannot occupy the same map section (no battles
between three or more armies are possible).
Whenever orders are written that would bring three or
more enemy banners into the same map section and after
making any Dy‘_’,‘}crdr Terrain Tests and Don't Pass in the
Night rolls, roll a D6 for cach MOVING banner. If the
target map section is unoccupied, the two highest-scoring
banners move as normal; lower-scoring banners remain

stationary and act as though they had been given Hold
orders instead (see Figure B). If the target map scction is
occupied, only the banner with the highest result may
move; lower scoring banners act as though they had been
given Hold orders instead (see Figure C).
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Figure C. A the start of the fura, the Wood Elves occupy tervitory 1; the Dwarfs
tevritory 2: Chaos tervitory 3: and the Empire tervitory 4. None of the banners
e dllived The Hlves ave given orders to move {nto tervitory 2 All other
Betreners are given orders o move indo territory 1 First, the Bl and Duarf
Havers mierke o Dot Pass inthe Niahe vofl The Dwerfs win, cowed the Wiad
Flves nuedst reenerin stadionary. The Empive, Chaos, and Dhearf players mst
nene dice off 1o see which bavnier will move. The Enfuire plaver scores Bighest
aried moves g o attack the Elpes The Chaos and Duarf Beanners vemefin

wel Vol orders instead.

Stedtiomary and agt a5 thouph by recedt

Figure 10 Here is B same situatfon shown in ©, except the Wood Eif banner
e the Than't Pass incthe Night voll The Dwarfs remeain stationary and the

Eives move to attack them. The Empive and Chaos banmers move fnto their

teirget mfy section anel will fisht a tanle for control of it

THE EXPANDED LIVING OFF THE LAND
RULES SUMMARIZED

In sum, any movement that would bring two or more
friendly banners into the same map section is
prohibited. Any movement that would bring three or
more enemy banners (three or more banners from
three or more unallied realms) into the same map
section is also prohibited. The only time two banners
can occupy the same map section is when a battle is
to be fought between them. Three or more banners
can never occupy the same map section under

any circumstances.




VICTORY CONDITIONS

The Victory Conditions for each campaign must be
set before the campaign begins. Campaigns without
clear victory conditions seem directionless and will

not generate sufficient interest over the long haul to keep
the campaign moving at a good pace.

Standard Victory Conditions. Pick a number of Campaign
Turns, after which it is assumed some event brings the age of
expansion to an end: the Second Coming of Sigmar is at
hand; the hurricane season comes to Lustria; a twin-tailed
comet streaks across the sky and signals the end of the world:
or what have you. We recommend 15-25 turns. The number
of turns you should play depends on the size of your map
and the number of participants in the campaign. Large maps
and/or few players will both require more tuens to reach a
satisfying conclusion. A good rule of thumb is to count the
number of sections on your map and divide by 4. The
resulting quotient is approximately the number of Campaign
Turns you should play before the campaign ends. The plaver
who controls the most map sections at the end of play is the
winner. Razed map sections don't count, and all special map
sections count as five regular map sections.

Optional Victory Conditions. There are many other ways o
determine the winner of a map-based campaign. The winner
could be determined by who is the first player to control 40%
of the sections on the map or by total conquest of all map
sections, Below are a few suggested victory conditions. As
always, feel free to tailor these rules to the needs of your
particular map-based campaign.

* Play out a campaign per the Standard Victory Conditians.
However, instead of using a fixed number of Campaign Turns,
play until a specified real-world date. Most map-based
campaigns will take at least 3 months to complete, but you
may want to add more time if your players have

busy schedules.

* Play until one player controls a predetermined number of
map sections. That player is declared the winner. For
instance, the first player to control 30 map sections wins the
campaign. By controlling 4 certain amount of territory, the
victorious realm is so powerful that the surrounding
kingdoms supplicate themselves to the new emperor or skulk
off to find easier pickings, To determine the number of map
sections a single realm must control to win the game, count
the number of sections on the map and divide this number
by the HALF the number of players in your campaign. The
quotient is the number of map sections that need to be
controlled for a player to win. For instince, with a map with
80 scetions in S-player campaign, 32 map sections would
need to be controlled to win the campaign [i.e., 80 map
sections / (3 players / 2) = 32 map sections], If you like,
special map sections can count as five regular mip sections
(just remember to count them as five sections when vou tally
up the number of sections on your map in the first place).

This pictuere Wnstrates that the Empire plaver bas won as now be conrofs
three special map sections (bighlights)

There are few things as reu arding in a map-besed campaian ds victory
ouir o well respected foe

* Play until one player controls a specified percentage of
special map sections, e.g., three of six or four of six specidl
map sections. This victory condition will make for a highly
tactical campaign, which may be very brief in duration. In
this type of campaign, the special map sections must be of
crucial tactical importance: fortresses (which should play
host to Siege scenarios rather than Pitched Battles), supply
centers (e.g.. rich farmlands, mines, or population
centers), crucial geographic features (e.g., mountain
passes, isthmuses, and large bridges), and the like,

* Play until one player controls all the map sections on
the map and/or has knocked all the other players out of
the campaign by taking over their HQ territories, This
total-conquest style of play is really for just the most
insane of groups, as it will take quite a while to play. Also,
as players lose their HQ territories, they will be knocked
out of the campaign and won't be able to participate. We
recommend this style of play only on the smallest of maps
and only for the most dedicated of players with a lot of
time on their hands. Don't say we didn't warn you.

Tiebreakers. Ties for first are possible, depending on the
style of campaign you choose to play. Ties should be
broken by a final battle to control the realm. This battle
should be a Pitched Battle between two standard-sized
banners for the campaign in question. Generally, no
penalties or honuses to banner size (e.g., army-specific
rules, support, Fortification, eic.) will apply, though some
campaigns, like the Border Prince Campaign, may impose
special tiebreaker baule rules or scenarios. Just like the
campaign victory conditions, the tiebreaker conditions
should be set BEFORE the campaign begins.

TERRAIN GENERATION

To generate terrain for your battleficlds, use one of the
charts on pp. 222-228 of the Warhammer rulebook and
choose the one appropriate 1o the campaign setting.
Before the campaign begins, the participants may wish o
modify these charts to reflect the terrain one would likely
find in the different map sections (e.g.. hills and
impassable terrain in mountainous map sections and
water features in riverbanks). See p. 59 of this book 1o see
how these charts were modified for the different map
sections of the Border Prince Campaign.

Special Map Sections. Special map sections may have
different needs for terrain features and/or objectives
prescribed by specifie scenarios. They could be a
warpstone mine, a treacherous forest, or any number of
other evocative objectives. Most of these special map
sections should list out exact terrain, but if there are no
special instructions, generate terrain as normal. You can
find more about making your special map sections on the
following page, and there are several examples in the
Border Prince campaign chaprer.




WN MAP
rown map for use in your campaign can be a
g for any hobbyist. You can select an area of the
i world and expand it, as we have done for the
hece campaign, or make up an entirely new or
il area. The latter option may be a good choice if the
your group intend to field armies from
cally distant realms that might not otherwise meet
nal circumstances. For instance, the Lizardmen
sl Lustria would not be likely to travel to the
alm of Khemri. However, these armies might explore
an uncharted island in the middle of the Great

d also tailor the campaign to suit the armies the

n participants intend to field. For instance, a group of
players could stage a civil war, with each province
ng to play kingmaker and put its own nominee for
un the throne. Or, if the campaign participants
Empire, Dogs of War, and Skaven, an interesting age
conquest could be played out in Tilea. A group of
High Elven, Dark Elven. and Chaos armies could
impaign in which Ulthuan is invaded. The

nmer world offers many opportunities for interesting
settings and you can choose to “re-create” a specific
gvent, or just explore some of the lesser known areas.

=

you choose 1o set your campaign, try to keep scale
when designing your map. Even a large Warhammer
0 models would be very hard-pressed to take over,
Bretonnia. Try to limit your map to a manageable

¢ did for the campaign map included in this book,
depicts a small corner of the Border Princes. Limiting
p toan area roughly this size will make the scale of

les seem appropriate for the amount of terrain

sted.

eludle a variery of geographical features in your map.
are there are rivers, roads, mountains, and forests as
pecial map sections. Difficult Terrain, rivers, and
make for interesting tactical challenges to be
uring play, and special map sections will add
and interesting goals for your banners. 1f you have
|8et your campaign in an established area of the
world, don't be afraid to add geographical
like small mountains and minor rivers that might not
the map on pp. 158 and 159 in the Warhammer

his map illustrates only the largest geographical
an entire continent and does not represent every
d foothill. You may want to research the area you
in the appropriate army books or Warhammer
m the Black Library to add additional ¢olorful details.
lfyou choose to create a campaign map in an
“area of the Warhammer world, anything goes.

livose 1o divide your map in a number of ways: a
cor irregular shapes like the ones on the map

this book. Regardless of the type of map you

| need t agree beforehand which map
mountainous and forested and so on. A given
foould contain mountiins, woods, and a river,

it determine beforehand how armies can move
sections. If you choose to use irregular shapes

| the Bnﬂ.h:r Pri nees rn:lp try 10 vary Lhr: ‘-s[mpc

1o f.iuht.m' !"!plll mov uucm of m}ops across
(mountain map sections might be small 1o
ifficulty of crossing steep tertain, Small,

e map sections could represent rocky or

it limit the routes by which banners can

them.

Step 1. Seee by skecching out o rough map ' pencil. The
hardér'the lead the bettér, as softer leads like thosé in normal
2K p.l. cils will sroear casily, particularly w hetn @ wish is Applied,
A 3H pencil was u o glepw this map. Use hot pre
o paper suc Arches or Reeves, Cold press pitper

Bave o heavy tooth, miaki - ek and vour sketching
very difficult o accomplish 1 out evervihing at this sgige.
Planning abead s very imp L s A is almost impossible fo
correet mistikes after the winer nent has been applied
Make sure vour text is spelled corre

spongs or @ | rush o a s wash of
ater to your paper: The water will allow your wash of
itiea-blead i the paper without causin ange lincs
2 mixture of witer ; 1enes o
| parchment. The final nyix is up 1o vou, but
A nof Burnt Sienna. Bume Lmber, and for
aw Umber. Be careful. Sepuawill really dacken vour mix Your
first wash should be lighe. Add a substaniil amount of water 1o
your pigment: Let it soakiin a bit dn your papecand theo use a
datker waush (mobe Sepin and less witer) and rene the edges of
your muip. Add some clean water o the paper if the border
“ni the lighter shade and the darker has become too hirsh
cahle. Try sprinkling some table salt over the entire pup
v. weatherbeiten effect. Leave the paper w dry
Once the paper is compléely dry, use a mix of Sepia and Raw
I 'mber o trace over your pencil:marks. Use 2 small brush 1o
keep your details sharp and use-Gnly the tip of the brush. Use
straight Burnr Sicnng o fill in vou

10 vour mountains, wees and towns, Try mixing Burnt $i

and a'hit of Sepha together and use vour smidl brush

the pigment. Let i nd then pull thews

with a paper towel! Repear this step until the image is shaded 1o
vour liking: Finally, use your small Brush 1o add in dashed lines
(in Burat Siennia) 1o show vour borderss

o A




NEED INSPIRATION?

Looking for background for your map-based

campaign? Check our some publications from the
Black Library, Games Workshop publications both
current and old, and of course the appropriate

army books and rulebooks. For the Border Prince

campaign, we consulted the old 1dol of Gork

Campitign Pack: the novels Trollslayer, Plague
Daemon, and Gilead's Blood: as well as army
books, White Dwarf, and other resources

LIIARD ' BEASTS OF Cilios?
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Nominate a few map sections 1o be special ones. Special
sections should be at least two sections away from the map
edge and at least two away from one another. By
concentrating map scctions toward the center of the map,
you will encourage all the players o move troops toward the
center. Arranging your map in this way avoids the
phenomenon of players who start on the opposite sides of
the map never playing a game of Warhammer with one
another. Try to have roughly 1 special section for every 15
sections on your map. You can have a greater number if the
victory conditions you have set involve controlling a certain
number of these map sections. but keep in mind that these
sections should be designed to add flavor and character, nat
to make the campaign unbalanced. Iry to keep the rules yolt
create for the special sections simple. These rules could
include some of the following ideas.

* The map section contains a fortress. Battles fought in this
map section should be Sieges rather than Pitched Bartles (ih
controlling player is the Defender in the Siege scenario).

* The map section contains a rich gold or warpstone mine
which allows banners in the controlling player’s wealthy
realm to field additional Rare or Special choices,

* The map section contains an unusual landmark or
geographical feature. A special scenario is playved rather tha
a Pitched Bartle.

* The map section is home to some troops or a large
monster. In battles fought in this map section, the indigeno;
troops will move and fight independently (use the scatter a
artillery dice to determine direction and range) or may be
recruited or controlled by the armies on the field (see the
rules for the Geistenmund Hills in the Border Prince
campaign for an example).

* The treasures contained in one map section allow the
pliayer to purchase 50 points of “free” magic items for each
banner in his army.

For convenience, we suggest putting a number on each of
your map sections. This step is not strictly necessary, but wil
avoid a great deal of confusion when you write orders (¢4
the banner of Barak Varr will move into the mountainous
map section to the northeast of its current position). The
Border Prince map is numbered to facilitate issuing orders.

The Werrbammer Armies hooks contain maps that can provide gradl
inspirative for your campaipn,




Malie'a map, filck your arncy, convert your General, and sart playing o
Werrhammer Campiiien!
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) CHAPTER 3

‘CAMPAIGNING IN THE LAND
OF THE BORDER PRINCES

'I'his chapter provides a ready-to-play map-based campaign, completely compatible with the rules detailed
in the previous section. Also included in this book is a map of the Border Princes for use with this

chapter. The following rules can also serve as a model for a map-based campaign of yous qwn";icsigp,

Rikibeerele Schinied, a mad cariographber from the Bovder Privce town of Aldiwm, penned this map in Imperial Year 2430, It rested many a year in the Lord’s 18

i the fortress-town of Malkao. arnd many men dicd to bring il o the civilized lands of the Empire.

and that even the grandest of the so-called princes are merely upstart brigands. Those wh
notion of a city is formed by the knowledge of Magritta or Altdorf are justified in saying that o
such place exists in the Border Princes, but there are walled towns in the region much greater in
size than Arfijil, which the people - who know no better - think of as great cities. Such places
are sometimes little more than huge fortresses, to which the entire population of a region might retire in time of

invasion. Each one has its own prince, and cach one has its own tiny empire — for even such small cities as these
must rely on the produce of a legion of farmers.

Orfeo the Minstrel explaining the Border Princes fo
Alkadi Nasreen, Caliph of Arjijil, as quoted in
Plague Daemon by Brian Craig

Mcn of Estalia or the Empire will confidently assure you that there are no cities in the regios
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rq A0 the south of the Empire lies a rugged wilderness
region known as the Border Princes. Surrounded by
Bliack Tifre Pass, the Worlds Edge Mountains, the Badlands,
the Blood River, the Black Gulf, and Tilea, the land of the
Border Princes hosts scores of petty fiefs and minor
principalitics. Most Old Worlders think of the Border Princes
4 lawless tesritory of brigands and cutthroats that s,
thunkfully, isolated from the civilized lands of the Empire
and Bretonnia. Although in some areas of the Border
Princes, centralized governments do exist, lawlessness and
siolence ire common. The area has seen countless small
witrs and border skirmishes at times when the raiders attack
the small kingdoms or when the Princes seek 1o expand
their fands. These conflicts — coupled with the constant
presence of Ores and Goblins, Chaos cultists, and rapacious
tiix colleotors emploved by ambitious feudal lords — have left
he population of the area largely mistrustful and suspicious,
pirticularly of foreigners. Given all of these dangers,

avelers journeying 1o the Border Princes are well advised
o keep bath their swords and their purses close at hand.

W0ver the millennium-long history of the Border Princes.
much of the landscape has remained wild and rugged.
Birge pliins of small thorny trees dominate, and the hilly
ions, which are the homes of nomads, herdsmen, and
oceasional wandering band of Chaos mugants, are
sely avoided by most travelers. Although there are many
5 and a good amount of rainfall, the region is not
especially fertile. A few areas of good farm country can be
Uplind around the fortress-city of Malko and in the valleys
the Vaults, a high mountainous region where the
. Grey, and Apuccini ranges meet. These regions are
ien wartime targets for riders and would-be conquerors.

"'!- feudal organization of the Border Princes was

ablished soon after the despotic Sultan Jaffar of Araby

ed Estalia in Imperial year 1448. The Sultan’s army

tured the great city of Magritta against determined

an resistance, and thousands of innacent civilians

enslaved and shipped back to Araby. King Louis the

ighteous of Bretonnia as well as the Elector Counts of the
mpire dispatched a vast army of Knights that eventually

lfove Jaffar's forces from Estalia and then pursued them by
Araby. There, the forces of the Old World defeated

ultan after a year-long war.

e news of the crusaders’ progress reached the Old

tid over the course of the war in Araby, and in spite of

ar successes there, a large army ol Bretoninian

rcements wiis soon mustered. Led by Baron Tvbalt du

§de Balzac, the second group of crusaders began the

erland route to Araby. Following Black Fire Pass

the Black Mountains, the second foree was soon

iy the Ore and Gablin tribes that inhabited the area.

tles slowed the progress of the Baron’s forces, and

em almost 4 year to reach the Dwarfen port of

s where Tybalt learned that the first group of

s had already defeated Jaffar at Al Haikk. Not to be

d, the good Baron decided that, as Araby had
defeated, he would instead conquer the

realm that his forces had just traversed. Afer

he greenskin tribes back over the Blood River,

 Princes wis born.

BEING OF THE HISTORY, POLITICS, PEOPLES, AND GEOGRAPHY
OF THE REGION KNOWN AS THE BORDER PRINCES

Life in the land of the Border Princes remains much as it
has for 4 millennium. The descendants of Baron Tybalt’s
army still rule many of the fiefs that make up the region.
Orcs and Goblins and the occasional Chaos warband
continue to harass the human settlers there. and border
skirmishes between neighboring principalities, which are
fiercely protective of their independence, break our
frequently. As'much of the fand is not ideal for agriculture,
many local lords cast covetous eyes towird the prosperous
fortress-city of Malko, surrounded as it is by rich farmlands.
In the foothills of the Black Mountains, the nomadic
herdsmen known as Zani still tend 10 a hardy breed of
cattle known as aurochs, a rough species that is unique to
the region. The Zani will sometimes come down from the
hills to raid the firmlands below when the thorny
vegeration on which the aurochs feed grows thin, burt the
herdsmen are invariably driven off by the doughty
defenders of the fiefs, Of course, the lawless reputation

of the Border Princes is not completely undeserved.
Renegades and fugitives stll flee south ro escape the

long arm of Old World law; and brigand camps punctuate
the landseape.

Many see¢ the Border Princes as an area to be traveled
through rather than a final destination in iself. Most of the
inhabitants live hand to mouth, which means they have
little in the way of trade goods that would attract foreign
merchants. Nonetheless, the Old Dwarf Road through Black
Fire Pass is the safest route across the Black Mountains, and
many traders and treasure hunters heading south to Araby
or Khemri have passed through the land of the Border
Princes. The Old Silk Road has long been a trade route for
the Tileans, the Dwarfs of the Worlds Edge Mountains, and
exotic people of the eastern empire of Cathay: A few lords
of the Border Principalities have attempted to levy taxes
and tolls on those who would cross their lands, but these
attempts to garner additional revenues have met with only
limited success. As such, the Border Princes remain 4
crossroads of sorts for all ypes of travelers,

Communication in the Border Princes can be difficult. as it
is a polyglor land. While most of the population speaks or
can at least understand the Reikspicl dialect of Old Worlder,
many other languages are common as well: Bretonnian,
Tilean, Araban, Cathayan. and of course the languages of
the Dwarfs, Elves, and the other races who travel through
the region. Linguists and translators can often make a
handsonie living in the Border Princes from the merchants
and statesmen who require their services.

Today, a new age of colonization has dawned in the Border
Princes, Hoping to take advantage of whit is often
pereeived to be virgin land, settless of many of the known
races have established colonies in the area, and armies have
arrived to defend them and set about the difficult task of
empire-building. Will you join the colonists, beat your
plowshares into swords, and seek fame and fortune in this
new age of imperialism?




MAKING A SIMPLE BARROW

Step 1. Use a hobby knife 1o cut a piece of

insulation foam into a roughly circular shape with oné
fat face. Cut down the rear of the circular foam so that
the piece resembles a ramp or wedge. Hollow out an
entrance on the flat face and nick the surface so'that it
appears irregular or time-worn. Sand the incline down
to hide any exaggerated gouges in the surface.

cuts wall |‘||.|p ; .
you're happy with the appearance of the sock face, cur
three blocks from sc rap foam for the entrance. Carve
out the sides of the rock face 1o fit these blocks, then
glue them in place with a hor glue gun.

Step 3: Glue sand to the incline the same w:
would textire a4 miniature base, When the glue
dries, paint the sandy incline Scorched Brown and
the rock face C : Grey, Waterdoswn your paint
slightly and use : Wi nh lht‘ np nl

A Tl

Step 4.Drybrush the fock face and the sand with

§ 3 v lighter shades of the base color untilvou

fied with the appearance of the ground cover.

When the paint cries, ghue some static grass to the
incline such that the tation matches your gaming
surface. Leave some of [ 1e brown color showir e
through - e ally around the trau
grass and the rocky face of the barrow The lichen was
added for a ime-worn appeariance and was achicved
by dabbing white glue to the rbek Face and crevices

_and lightly sprinkling modeling flock-over the glue.

n between the

PLAYING THE BORDER PRINCE CAMPAIGN
The rules and descriptions below detail one example of
a map-based campaign that you can play. This chapter
adds specific regional rules to the general map-based
campaign rules presented in the previous chapter. As
such, all of the rules for map-based campaigns in the
previous chapter apply. This Border Prince campaign
can also serve as a model for designing your own map-
based campaigns.

BANNER SIZE

The size of banners for the Border Prince campaign
is set at 2,250 points. This value can be increased
or decreased in the usual ways (e.g., army-specific
rules, support, Fortification, special map section
bonuses, etc.).

SPECIAL MAP SECTIONS

The following special map sections appear on the
Border Prince map. The following descriptions explain
the special rules that apply to these map sections, the
armies that control them, and any battles that are
fought in them.

GEISTENMUND HILLS
The Geistenmund Hills are
home to ancient barrows whe
some long-forgotten people
were purportedly laid to rest.
Centuries ago, Necromancers
exiled from Bretonnia settled
the region and used their
magics to raise the dead from the barrows. Eventually,
the lords of the Border Princes enlisted the aid of the
local Dwarfs to seal the barrows with powerful runes,
wards, and stone arches. These protections have grow
old, however, and occasionally, someone will destroy
the runes to free the restless dead. To this day, odd
ululations can be heard from the hills on the darkesta
nights. and mists from the river shroud the area in
constant fog.

In this foreboding landseape, rumors of hauntings ard
enough to deter most from entering the area, and ew
armies on the march generally give the area a wide
berth. When a banner is given orders to Mowve into the
Geistenmund Hills, roll a D6. On a roll of 3+, the
banner may move normally. On a roll of 1-2, the trog]
are too frightened to enter and act as though they wd
given Hold orders instead. Tomb Kings, Vampire
Counts, and Daemon banners are immune to
this effect.

In addition, any battles that take place in the
Geistenmund Hills map section are not Pitched Batil
Instead, they are fought according to the Battle in
Barrows scenario,

The terrain in the Geistenmund Hills is hilly (who'd
have guessed it?), but the slopes are small and gradu
As such, the area is considered a plains map section
The vast number of barrows in the area makes a
complete purge of the Undead who reside there
impossible. All of the special rules for this map sectig
apply even when the section has been Razed. Howe
when Razed, the Geistenmund Hills will not count
toward the number of banners that a realm
can support.

—
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" BATTLE IN THE BARROWS

baron o o secount 16 enter the hills 1o the sanith. Tell him to sty
i Thisnder River. 'wauld nor have it an my constience that he ventured
tanmund Hills unsarned,
; Lard of the Fresstudt of Akendor,
from Trollslayer by William King

lics meet among the barrows and burial

5 at twilight in the Geistenmund Hills, an oft-

d region of the Border Princes that is rumored to
ed. As the generals complete their orders for
ent, strange sounds are heard emanating from
ws. Can the rumors be true? Do the dead walk
e Geistenmund Hills?

MIES

are chosen from the Warhammer Army lists to a
2,250 points. This value may increased or

«d by support, Fortification, army-specific

gn rules, and/or other relevant campaign rules.

FIELD

re four barrows or burial mounds on the

Id. The center of each barrow should be located
" from each corner of the table. In the center of
e is a large terrain piece: a stone circle, a steep

4 bog. There is no other terrain on the table.

OYMENT
deploy per the rules for a Pitched Battle. See pp.
0 of the Warhammer rulebook.

SOES FIRST?

s roll a D6. The player who finished his

ent first (not including Scowuts) may add +1 to
Il. The higher-scoring player may choose to )
‘ond.

OF GAME

me lasts 6 turns or until one player concedes.

RULES

ws. At the start of each player turn, roll a D6.
the Undead have come to life and left their
5. Roll on the table below. Note that the

vill not come to life in two consecutive turns.

nit of 2D6+2 Barrow Zombies emerges
e randomly determined burial mound.

‘unit of 2D6 Barrow Skeletons armed with
ipons and shields emerges from one
determined burial mound.

unit of D3+4 Barrow Ghouls leaves their
e§ in the center terrain piece,

on of the Dead. A unit of 2D3+3 Barrow

armed with hand weapons and shields

from one randomly determined barrow: Also,
+4 Barrow Zombies emerges from the

the opposite corner, Finally, a unit of D3 +4

ouls emerges from hiding near the center

Deploying the Barrow Undead. When the
Barrow Undead emerge, the player whose turn

it is deploys them within 6" of their scenery piece.
The new unit can do nothing on the turn it
appears other than deploy.

Moving the Barrow Undead. After their initial
deployment turn, unengaged Barrow Undead units
will move their full movement distance (Ghouls will
March) toward the closest unit (not including Barrow
Undead units) during the Compulsory Movement
Phase of each player wurn (effectively, they move twice
each turn — once each player turn). Barrow Undead
will charge if within range. Remember that the
Barrow Undead can do nothing, including moving or
charging, on the turn they emerge from the barrows.

Controlling the Barrow Undead. During the
Compulsory Movement Phase, Tomb Kings and
Vampire Counts players may attempt to control
the Barrow Undead units on the board. For each
Barrow Undead unit on the board, the general
of the Tomb Kings or Vampire Counts banner
must make a Leadership test at -2. If successful.
the player may move the Barrow Undead unit as
he wishes and may charge them into combat if in
range. If two Undead banners are fighting the
battle and both generals successfully test to
control a particular unit, then dice off to determine
who controls the unit that turn, Control of the
Barrow Undead lasts 1 turn only. Remember that
the Barrow Undead can do nothing on the turn
they emerge from the barrows other than deploy.

VICTORY CONDITIONS

Unless one player concedes, use the Victory Points chart
on p. 198 of the Warhammer rulebook to determine the
winner of the battle. Players receive no Victory Points
for destroying Barrow Undead units or for Barrow
Ghoul units fleeing or having fled off the board at the
end of the game. However, players DO receive Victory
Points for enemy units and characters that are
destroyed or reduced to half strength by the Barrow
Undead. Players also receive Victory Points for all enemy
units and characters that are fleeing or have fled off the
table at the end of the game — regardless of whether the
Barrow Undead or the player’s own army caused these
enemies to flee.




step-by-step guides
ill show you how to
create more barrows for the

Geistenmund Hills and 2 Border
Prince fort to represent the fortified
town of Malko. Both of these hobby
projects yicld great terrain for regular
gaming outside the campaign too.

SCE
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MAKING BARROWS AND BORDER PRINCE FORITS

MORE ADVANCED BARROW MOUNDS

Step 1. Hegin by cavefully cuting a préce of
Measewrite i a vough sbepe. Attacl a similarly
shepedt plece of foam o your Masowite bhase with
Licpreiad Nexifs: Appaiv the adbestve lierally and allot
o dittle fo seep bevord the edlgesof the foxem. Srpatty
the-exciss oreridbe foin betrween the fovem aond te
B o il s anr geps.

Step 5 U0 fiish B Beprron: pliie dovn sonie stelic prass over the Bese and roaf. The bhushes are chigisdf
coctrse folfae ateeched With a bop pleee gun. Bor the long tifis of grass, sse youy bobin' ki to deill a small
Bl frutes the focm beese, apbly e eleah of bo st and tuesh the long grees (avallebie a mast bobby haps) into
thit Bole. A bit o stanic grass covinainel the tft wolll il ety geprs or e
this gocks (s previons Bl examNe] T finth things off; sonuSdls or chains fon e Chads Marander
sprate toere etivtedd seperatdly and Ll onto e vutnyien for added crocpiness

Seep 2 Moo can mede yoter iwwalls from pieces from the
Citaielol Scenery Hegloes aond Wealls tevretin ser. Cuat
them ter stz sray it them black, and then sink
them fnto treriches dug frto.the focam. Hollow our a
pssewee in thefodam Bl in break:dn the walls Sone
sieps leading dount o the passage imade from foam
wiil add a bitof visual interest (o' the plece.

et fowan. Some loben wias addded (o

Forthe mone detiitariented bolin st wd by
poiaidededd pichieves of ar e mognd that has a
resoralile tope The fllly detaled Ditevidy reses pivces
[ivin the: Tomly Kings Screvaning Skl Catepadt tind
thie Cartdledrin: of Blood as el as companeiizs from
thir Weerbagpmiey Onest vearge. TOIS cielblod el fse't
reallivitecessrry for panring purases bt cestainly
dteleds sonne visseatl cind Narra{oe IHeese &G Jour
Deattlefiold I vordrefooking forsonte fnspivanion for
creating your onm Medal nioeds orsimilar
shrctiens ey researebing anline a

GO STON LS COL

Step A ura piece of 1' foam toy fit overthe wealls fon
the sefing the bearrow: Glvee it dow with a bot glis
Grert etvaed catt el sl the edfgesof the roof ol 4
tatper dawn 10 the edges of the talls Meake an
entryvel)! frome some foeom blocs ared gltee them ing
plece ait ibe extrarice A bt of i avd iest fii
witl b necessary fon a good i Afler.any gapsan:
fillestaith shackting componnd or small plecesoft
Joan gliue some rocks arvnaid the harromw in
repmesent st sones Spredd glte oo the e
and 1], cinel sprividele saoud oper the gl Whenr ibed
iece dvies, imake a bit of rathble our of sarap
Plasticard, Use bot glne to attach yove radibite arou
the. entreance tovepresent a broker-doun door

Ste 4 R the Bivses aneed ol Seorchod Broly
followevel By a diylrsh of Bestial Browy trd ey,
a Bleached Boye/Bestial Browry niie. Al e rocks
were painted Codex'@re, dvabrished with Tortres)
Giren, el thent f(qwfl'dn{rnt&b{ﬁ toith ot Szl
White{[Rutress Gray mix: Fisally, some veéry (om
oreage and grien teshes weve adted 1o 1he Yoo
aned the aelges of the stories wire picked out st ©
Sheell Witer i




g Mottt tor vesumbleca bastily constructed fortification braced againstibe riins n} an ancient, demtrq;wf ST
itk soit of strricturécodd be @ cammaon sight i thedand of the Border Princes, where tevritories change hartis
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Cutashort section frony a cardboard tube (the typein
swhich posters arc stored) and glue it o a small
Masonite base. Cut a rectangular piece out of dne of
the sides for the doorway and glue the plastic bannér
frony the Ore Warriors sprue to the inside of the tube.
Attach a woaden dowel to the center of the base with
hat gltie to make a support post in the center of the
hut. Next, cut some balsa wood poles o make the foof
joists and attich themawith hot glue.

Texture the outer walls by dipping simall picces of
Libric (pieces of old sheets work nicely) in diluted
wood glue: Lay th er the framework of the hut in
layers until the entire hut (except the dborway) i
covered, Set the piece aside o dry thoroughly

dry, glue some pieces of balsa wood 1o cither side of
the hut and around the doorway o represent supports
and a door franic.

To finish the hut, atcich an assortment of Ore bitz to
the exteriar, and thient texure the base with sand.
Spray paint the entire picee with Chaos: Black paint,
When the primer dries, paint the exterior of the hist
Scorchet] Brown [ollowed by diybrushes of Bestial
Brown and then Bestial Brown mixed with inc
amounts of Bleiched Bone. Paint the

the colors of your gaming surface

as you see fit. There you have it < a hut fit for an Ore! If
you plan on doing a whole village, sork on all the
huts ar once 1o speed up the process.

: 3

THE CAMP OF THE
IRON CLAW ORCS

The Camp of the [ron Claw
Ores is a rocky inhospitable
region that hosts a seasonal
campsite for the local
| greenskins. Temporary shelter
and huts are abandoned one

month only to be reinhabited the next. The area is
largely infertile and only Ores & Goblins would find
landscape a pleasant place to build. Nonetheless, the
area has, on accasion, become a tactically important
stretch of rock and has seen its share of battles.

irot claws ORL CARF.
ey T T T

The Camp of the Iron Claw Orcs is rocky and barren
but is considered a plains section for purposes
of movement.

Whenever banners fight a battle in the map section
that contains the Camp of the Iron Claw Ores, each
player should roll a D6, consult the chart below, and
apply the results. Do not make this roll if the territory
has been Razed. When the territory has been Razed,
the local greenskins make for more hospitable
campgrounds and will neither help nor hinder bann
in this map section. If and when the territory Recovers;
the Orcs & Goblins return, and you should make this
roll as normal.

1-2  The banner encounters few of the local
greenskins, The banner is not affected in any way.

3-5 The banner encounters a small band of Ores,
Goblins. Ore & Goblin banners may recruit them an
add 2D0x10 points of troops to their numbers for il
upcoming battle only. Non-greenskin banners suffer
from ambushes and small skirmishes that precede (i
main battle and lose 2D6x10 points beforehand.

6 The banner encounters a large warband of Of
& Goblins, perhaps a small Waaagh in the making,

Orc & Goblin banners may recruit 2D6x25 points of
troops for the upcoming battle only. All other banng
lose 2D6x25 points of troops in the encounter,

Whenever a battle is fought in the Camp of the Iron
Claw Ores, generate terrain with the chart on p. 223
the Warhammer rulebook as normal. In addition, plag
D341 Orc huts in a cluster in the center of the board

MALKO
The fortress-town of Malko i
large settlement by the

standards of the Border

Princes. Though its palisades
are makeshift and often poot
maintained, they have repell

\

'\4
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many a would-be conqueror. If a banner from the
realm that controls Malko is attacked in this map

section, the banner will withdraw into the fortress
rather than meet the enemy on the field; play the

as Malko is already a Fortified town, it cannot be
Fortified turther (i.e., the additional points for playi
in a Fortified map section are already incorporated

map section containing the town of Malko is a
plains section.
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IEGE OF MALKO

iew. The Defenders have taken refuge in the

5 of Malko, and the Attackers are laying siege to
rept where noted below, the scenario follows the
B8 for the Siege scenario on p. 259 of the

mer rulebook.

0 values of 2,250 points for the Attackers and
points for the Defenders (half the points of the
ers plus 200 for fighting in a Fortified city). This
may increased or decreased by support, army-
Gific rules, and/or other campaign rules. Remember
s Malko is already a Fortified city, it cannot be

ted further. Also, both sides are allowed to buy
equipment as explained in the Rules of Siege

n of the Warhammer rulebook.

tlefield/Deployment/Who Goes First?/Length of
. Per the Siege scenario in the Warhammer
book p. 259.

Rules. All the Siege Rules are in effect for
nario.

glory Conditions. See the Victory or Defeat section
iilie Siege scenario in the Warhammer rulebook.

TOR ANROK

was once the home and
stronghold of the House of
Lothain, a noble family of High
Elves who could trace its
bloodline back to Tiranoc in
Ulthuan. Although the Elves
ned the tower long ago, most of the structure
10 this day. Due to the clever Elven design, the

n one night a month, and even then, only when

ight strikes it. Either these legends exaggerate or
n magics that once obscured the tower have

for the tower can indeed be seen by the sharp-

nd by those who know where to look for it. The

itself provides an excellent defensive position. It

It to see and therefore attack; however, it

an outstanding vantage point from which to

he surrounding lands. The map section

ning Tor Anrok is a plains section.

1eF types can take advantage of Tor Anrok to

the surrounding land and determine the troop
gments of the enemy. Realms that control the map
containing Tor Anrok can take advantage of the
g three rules.

wer. Banners that begin the campaign turn in
fAnrok map section and sections adjacent to it
Win Don't Pass in the Night rolls, even against

Banners.

Post. In battle, players controlling banners
i the campaign turn in the Tor Anrok map

A section adjacent to it may choose which
i¢ table to deploy their forces on, whether to
Dying first or second, and whether to take the

bwer. In battles fought in the map section
3 Tor Anrok (but not adjacent sections), the

- Armies are chosen from the Warhammer Army

A The ancient tower of Tor Anrok

i§ very difficult to see from the surrounding areas
ch so that legend has it that Tor Anrok can only

TOWER

The structure of the tower

was made by stacking
[oam sections atop of
another. The sections
were glued rogether with
hot glie and then shaped
into the base and towers
with a hobby knife and
sandpaper. Any gaps were
filled] with lighnweight
spackling compound and
sanded flat. Shaping the
tower is a time-
consuming process, but
patience will evenually
pay off. A similar process
used can be used for the
creation ofvirtually any
steucture, To speed up
construction, you might
look for planters or

¢ railings that have the desi hape o save

sanding and cutting.

Liquid Nails, Rocky
ourcroppings were
shaped from pieces of
foam and glued around

mmcore until the
desired heighewas
reached. The pieces were
glued into place, and tvo
more pieces of
foamcore were cut to fit
and glued on either
side for the banisters.
Doorways and windows
were cul from plasticard
and embellished wity
strips of balsa wood. Two ornate de ~used for
the columns on either side of the entrance and affixed
with a serew theough the bowom of the base,

After the hast and stairs
were textured with sand
and small rocks, the rower
was painted Space Wolves
Grey and highlighted with
Skull White svith an
airbrush. Tve crystals from
the Eldar Fire'Prism were
painted and glued on 1op
of the columns. The hise
and surrounding rocks
were painted and
drybrushed, and the lasge
rocks were picked out

with white to look like

debris from the rower,

Static grass and coarse

foliage were ghied

around the base to finish

things off

e figid o,

e Ay N WS R P



player who controls the map section may place
an Elven tower in his Deployment Zone. A
single Wizard may be deployed on the tower.
No other troops may be deployed there. as they

would disturb the magical ley lines that give the Wizard
his power. A Wizard casting spells from the tower
doubles the range of his spells because of the inherent
magical energy imbued in the tower's walls and design.
Also, Wizards in the tower casting Magic Missiles or
spells that require line of sight can see ANY target
within the spell’s increased range.

Dare Tavlor, bead of the LS Promotions Offfce. was inspived by i
descriptions of Tor Anrole in the Blerch Library) novel Gllead’s Blod Wl anel
created this Unedead Hioh Elvent force to reprisenit the once-liviig forms af this
anclent and noble Elién borise

In addition to these three rules, Elves of any type can
bolster the magical efficacy of their banners by studying
the ancient Elven carvings of Tor Anrok. As long as a
Wood EIf, Dark Elf, or High Elf realm controls the map
section containing Tor Anrok, one Wizard in each of
that realm’s banners may take one more spell than his
level would normally allow. Note that this bonus does
not increase the Wizard's level but simply gives the
Wizard an additional spell to choose [rom on

the battlefield.

The Elven design of Tor Anrok has stood the test of
time, and the tower is nearly impossible to destroy.
Controlling players may still take advantage of the
Watchtower and Command Post special rules, even if
the territory has been Razed. None of the other special
rules apply when the territory is Razed however.

F‘MW N;—w— TOWN OF ALDIUM

In the Border Princes, the
- o L]

aldize m‘;&\

trading city like Marienburg is

~~"| its proximity to the Old Silk

T ] > Road and the fortress of Malko,

Aldium sees a good deal of
foreign trade —a good deal, that is, for such a remote
area. This traffic brings a number of specialist
mercenaries, caravan guards, and other well trained

closest thing to an international

i \ the town of Aldium. Because of

soldiers into the town. Just outside of Aldium lies a
small colony of artists, intellectuals, Tilean engineers,
outcast alchemists from the Empire, tinkers, mechanics;
and craftsmen of all kinds. This intellectual and free-
spirited community is very accepting of all kinds of
eccentrics: religious zealots, discredited wizards,
experimental animal husbandmen, and the odd mystical
creature or two. While the work that goes on in Aldiun}
would almost never be allowed in nations where Witch
Hunters hold sway, the remoteness of the Border
Princes can sometimes breed an atmosphere of
tolerance and permissiveness.

If you control the map section containing the town of
Aldium, you may add an additional Special OR Rare
choice to every banner in your realm. For instance. a
2,250-point Empire army, which can normally field fous
Special choices, could field five Special choices if the
Empire controlled this map section; similarly, a 2,250-
point Hordes of Chaos army, which can normally field
two Rare choices, could field three Rare choices if the
Chaos realm controlled this map section. This extra
Special OR Rare choice must be paid for from your
normal allotment of points and does not affect the
minimum number of Core choices you must field.

THE WARRENS
in the southern foothills of the
Black Mountains lies a regiondl
unusual rock formations know
as the Warrens. The rocks form}
a virtual labyrinth of natural
corridors, walls, and chambersg
which are perfect hiding placest
for ambushers and cutthroats. A famous group of
mercenaries called the Carrion Band is rumored to
make its home there.

Because of the rugged and rocky landscape of the
arrens, banners must make a Difficult Terrain Test
enter this map section, just as they would to enter a
mountainous map section. Any battle fought in the
Warrens will not be a Pitched Battle but instead will be
fought according to the Rock Labyrinth scenario.

Razing the map section chases off any ne’er-do-wells
living there, which means that human armies cannot
conscript the local cutthroats (see the Armies entry ol
the Rock Labyrinth scenario). However, rock does not
burn. Thus, a successful Difficult Terrain Test is alway
required to enter the Warrens, even when it is Razed.
and the Rock Labyrinth scenario, rather than Pitched
Battle, is always used when battles are fought in the
/arrens. When the territory Recovers, the brigands
return and may be drafted as normal.




ROCK LABYRINTH

Anthsbers vmerge from their biding place to attack the enemy.

WVERVIEW
yarmies meet in the Warrens, a rugged area in the
hills of the Black Mountains, which is home to a
nthine series of rock formations. Maneuvering and
oting in the Warrens is difficult, and ambushers may
Laround every corner.

ES

1ies are chosen from the Warhammer Army lists to a
e of 2,250 points. This value may increased or

ed by support, Fortification, army-specific

paign rules, and/or other relevant campaign rules.
pire, Bretonnian, and Dogs of War realms that

trol the Warrens may add an additional 100 points
it banner size when fighting in this map section,
e army conscripts some of the local rogues into

¢. However, the army may not draft these

enaries if the map section has been Razed.

TTLEFIELD
¢ table should be covered by rock formations that
imthe battlefield into a maze. All of the rocks are very
‘and are thus Impassable Terrain. Rock structures
-be set up at least 5" apart to allow units to pass
sen, but there should be no straight paths from
€ of the board to the other.

LOYMENT

deploy per the rules for a Pitched Battle.

. 199-200 of the Warhammer rulebook. One
each army may be deployed as Ambushers (see

WHO GOES FIRST?
Both players roll a die. The player who finished his
deployment first (not including Scouts and Ambushers)
may add +1 to his die roll. The higher-scoring player
may chooese to go first or second.

LENGTH OF GAME

The game lasts 7 turns or until one player concedes.

SPECIAL RULES

Skirmishers. In addition to any Skirmishers normally
allowed by the army lists, any two units (except war
machines) in each player’'s army may adopt a Skirmish
formation for the duration of the battle.

Ambushers. Players may hold a single Skirmishing unit
(no characters; may include a unit champion) in reserve
for an ambush later in the batde. The unit is not
deployed at the start of the game. At the start of each
player’s 2nd turn, he places a marker (a die or small
coin will do) anywhere on the battlefield to indicate
where he would like the Ambushers to appear. The
player then rolls the scatter and artillery dice at the start
of his 3rd turn. If a hit is rolled, the marker remains in
place. Otherwise, move the marker as indicated by the
dice. The marker cannot fall on top of Impassable
Terrain (if it does, move the marker to the closest point
off of the Impassable Terrain). The Ambushers emerge
from their hiding places within 4" of the marker and
may move, charge, shoot. and fight as normal.

VICTORY CONDITIONS

Unless one player concedes, use the Victory Points chart
to determine the winner of the battle.

AR e



STRATEGY TIPS

The special map sections play a big part in
determining the winner of the campaign. Most
are as valuable as five regular map sections, and
Malko counts as ten: As you craft your overall strategy
for the campaign, make sure you take the special map
Sections into account. You ean try to rake control of
these speeial territories to benefit your own realm or
simply to deprive your opponents from taking them.
For instance, the Geistenmund Hills are a highly
defensible area for Tomb Kings and Vampire Counts:
banners, If yolare playing one of these armies, you
may want (o position your banners to take control of

the Geistenmund Hills. Similarly, if you are playing
against one of these armies, you may want to take and
hold the Hills, simply to prevent your opponent from
doing sa. The same appltes for Ore & Goblin players |
(as well as their opponents) and controlling. the Camp- 1
of the Iron Claw Orcs. Capturing Tor Ancok will help
all armies, particularly Elves, and humans armies will u
benefit from possessing the Warrens. Of course. the fi |
town Malko is the big prize. as it counts as ten regular |
map sections in the final tally. Even réalms of medium |
size can win the campaign if they include this -valuabief,-.j

all-important map section.

ARMY-SPECIFIC RULES

The harsh landscape, remote location, and feudal
politics of the Border Princes influence the way some
armies move and fight there. Although some armies can
adjust to “the Border Prince way” of doing things and
even gain an advantage by doing so, many others have
difficulty adapting to clambering through rocky terrain,
enduring cold winters, and surviving far away from
familiar territory. Thus, the following special army-
specific rules apply to this campaign. These rules do not
supercede the army-specific rules listed in Chapter 2
but apply in addition to them.

Beasts of Chaos. Beastmen thrive in wilderness regions
like the Border Princes and can move boldly and
quickly when no human settlements are nearby. As a
result, each turn, one banner in the Beasts of Chaos
force may attempt a Forced March through two Forest
map sections. See the Ore & Goblin special rules on

p. 41 for more specifics about Forced March. The
banner moves just like a Forced Marching Ore & Goblin
banner and must roll on the Forced March Table.

Beaastment gqreichdy v through the forest to amibish their prej,

Bretonnians. Bretonnian armies are assumed to be
part of the forces of one of the many fiefs of the Border
Princes. As such, Bretonnian Border Prince forces can
use their knowledge of the local landscape to gain a
tactical advantage in battle. No matter the scenario or
other rules. Bretonnian players may always select their
Deployment Zone after terrain is generated. This rule
applies even in map sections such as those surrounding
Tor Anrok when another army would otherwise be able
to take advantage of the Command Post rule. The
Bretonnians’ intimacy with the local landscape makes
them formidable opponents indeed.

Bratannilans survey the land for a racticad advariaee

Chaos Dwarfs and Dwarfs. Both Dwarfs and their
chaotic counterparts covet the mineral deposits found
throughout the Border Princes and can create high-
quality weapons, armor, and artillery from the ores they
mine there. Whenever a Dwarf or Chaos Dwarf banner
is attacked in a Fortified map section, they may add 30
points to their banner size, rather than the usual 200,
This bonus accounts for the ready availability of quality
armor and weapons in these territories and not
necessarily an increased number of troops or defenses.

The industrious Divarfs ming for precious mineral deposits,
ol

Hordes of Chaos (Daemon or Mortal). In the Empi
Witch Hunters, Priests, and a populace grown weary
the constant threat of mutation remain ever watchful g
signs of Chaos. In the Border Princes, the powers of
Chaos have a comparatively free rein. The Chaos playel
may sacrifice 50 points from his army list to send agei
of corruption into the enemy camps to try and convef




soldiers to worship of the dark powers. After the
pies have deployed but before the battle begins, the
105 player may nominate one unit in his opponent’s
7 10 be the target of the agents of corruption. The
ulling player must make a Leadership test for the
minated unit. Chaos units, characters, and units that
e Immune lo Psychology are immune to the effects of
agents of corruption. If the Leadership test is

, the agents of corruption have been discovered
executed, and the unit suffers no ill effects. If the
ship test is failed, apply one of the results below:

a0s Undivided. Desertion (i.e., conversion to

0s) depletes the ranks of the unit. Roll a D6 for
model in the unit (not for the characters). On a
sult of 1 or 2, that model is removed from play.

Jurgle. Disease weakens the unit. All the members of
unit (except characters) suffer -1 Toughness for
= duration of the battle.

nesh. Enrapturing visions of last night’s passion
distract members of the unit. The unit is subject to
Stupidity for the duration of the battle.

Khorne. Khornate cultists infiltrate the enemy camp
0 ¢laim blood and skulls for their deity. Roll 2D6
facks on the unit at WS4 and S4 with no saves of
kind. Characters are immune to these attacks.
ese attacks will not cause Parnic, as the attacks
ally took place hours before the battle began.

Tzeentch. At the start of each of the unit’s turns,

ake a Leadership test for the unit. If failed, some of
members fall victim to the horrible warping

wer of Chaos. Roll a D6 for each member of the

1 {except characters). On a result of 1, the model
lapses as tentacles erupt from his arms, blood

ots from his eves. or flames burst from his pores.
Reémove the model from play. If the Leadership test is
d, the unit resists the power of Chaos and

ers no ill effects that turn. If the unit loses 25% or
of its numbers to mutation in any 1 turn, it

st make a Panic test or flee. This effect may be

ed just like a spell that Remains in Play after
nd turn of the game (effective casting value is 5).

The Skaven ave alarmed 1o find theat one of their own bas been Boreibily
warped by the power of Tzeenich.

TERRAIN GENERATION IN THE
BORDER PRINCES

To generate terrain for battles in plains map sections in
the land of the Border Princes, roll on the terrain
generator table on p. 223 of the Warhammer rulebook.

For battles in mountainous map sections, ignore
results of Fen or Ruin on the chart and place a
Hill instead.

For battles in forested map sections, ignore results of
Crag, Cairn, or Rocky Ridge on the chart and place a
Wood instead.

For battles in riverbank or bridge map sections, ignore
results of Cairn, Ruin, Ravine, and Rocky Ridge on the
chart and place a River or Stream instead. Subsequent
rolls of Cairn, Ruin, Ravine, or Rocky Ridge indicate that
there is a bridge crossing the River or Stream.

For battles in marsh map sections. ignore results of
Cairn or Ruin and place a patch of Difficult (swampy)
Terrain instead. Also ignore results of Ravine and Rocky
Ridge and place a Stream instead.

For battles in road map sections, ignore results of Crag,
Ravine. and Rocky Ridge and leave the area empty.

T tervain generaior chari on
p. 223 of the Warbeammer rulebook
twees wsed to determine which
scenery pieces would be wsed an
this hattlefield.




VICTORY CONDITIONS

The Border Prince campaign lasts 20 turns
for games with five or more players and 25
turns for games with four or fewer players. At

the end of play, a brutal winter, raging blizzards, deep
snows, and a late spring bring an end to the age of
warfare. The realm that controls the most land will
be able to take advantage of the momentary peace to
secure borders, tax the people, manufacture weapons,
and build a large army. As such, when spring finally
comes, the realm’s dominance of the land will be all
but complete.

At the end of play, count up the number of map
sections controlled by each player. Malko counts as ten
map sections; all other special map sections count as
five. Razed map sections (even Razed special map
sections) don't count. The player with the highest total
is the winner.

If the winner controls 50 or more map sections, he is
the undisputed victor in the war of conquest. All other
realms in the Border Princes submit to his enlightened
rule, and the land formerly divided by small fiefs and
principalities experiences a new age of unity and
centralized authority: All pay tribute to the warlord, for
his power is great.

If the winner controls 33-49 map sections, his control of
the region is all but complete. Certainly, pockets of
resistance will need to be suppressed when spring
eventually arrives, but almost everyone acknowledges
the power and authority of the warlord. With only a bit
of luck and a few small battles to secure the land, the
prosperity of the new realm is all but assured.

s

If the winner controls 34 or fewer map sections, his
control over the region is tentative. He will need to
form some alliances with other feudal lords in the area
to secure his power and unify the land. Should two or
more aspiring commanders ally to take up arms against
him when spring finally comes, the balance of power
could shift quickly.

If there is a tie for first, ownership of the land is still
under dispute, and armies are given orders to march,
even as the last freezing winds of winter blow down
from the Black Mountains. The fate of the area will be
decided once and for all. The two first-place finishers
should play a Tiebreaker Battle to determine the
overall winner,

Tiebreaker Battle. Count up the number of map
sections controlled by each of the first-place players, but!
this time, count Malko and all other special sections as
one section only. The player with the higher total may
choose the map section in which the batile will be
fought (if this total is tied as well, dice off to determine
who chooses). He may choose to defend one of his ow
map sections or to attack one of the map sections
controlled by the other first-place finisher. Both players
nominate one of their banners to fight the battle. Plice
these banners in the nominated map section (though a
banner may take advantage of any pre-existing
Fortifications if it has not moved). A battle is fought in
the map section as normal, with all the applicable
penalties and bonuses (e.g., Fortifications, support,
army-specific rules, and special map section rules). Most!
often, the battle will be a Pitched Battle but could be a
particular scenario if the battle is being fought in a
special map section. The winner of this tiebreaker batle
is the winner of the campaign.

e
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Chaos (e.g., High Elves, Empire, and Dwarfs vs.
Hordes of Chaos, Dark Elves, and Tomb Kings).
Establishing permanent alliances can also make
for a convenient long-term campaign. When one

player is unavailable, his allies can submit orders for his e 25
banners in his stead. Thus, this style of campaign is R
ideal for players with busy schedules and a lot of real- o
life commitments. - _‘;4

Sl
* You can play the Border Prince campaign as written o1

but also add a Game Master to introduce random
events, special scenarios, ad hoc rules, and the like,
This type of campaign can be fun if you want to try
creative strategies like having your troops build a bridge Yy
over a river or a special Dwarfen steam-driven zeppelin. L
The Game Master will create special rules, impose
special tests, and so on for the special strategies
different players attempt and generally act as an
impartial judge for all the proceedings. However, such a
campaign will by no means be “fair,” and players
interested in a more competitive campaign are advised
to steer clear of this style of play. See Chapter 4 for |
more details on Game Mastered campaigns.

* Play “blind.” This type of campaign requires a neutral |
Game Master. Each player has his own copy of the map pr e
on which he keeps track of his own realm and banners. W
Only the Game Master has access to the master map -
that denotes all the players’ realms and banners. Play
continues in this fashion until banners come within two
map sections of each other, at which time, the

Game Master reveals only the location of

proximate banners.

ER PRINCE CAMPAIGN

. you are not limited to playing the Border

¢ campaign exactly as we have described it here.
Hows is a list of possible variations that you may
try.

can vary the standard banner sizes from 2,250 to
er size. Note that if you want to play very small

¢ games of Warhammer — say, less than 1,500 or
than 3,000 — you may want to vary the points

of bonuses and penalties from things like

ation, support, and army-specific rules. For

, supporting banners normally add 200 points
fighting banner’s size; you may want to alter the
h that supporting banners add 10%. Thus, if
playing in a campaign with 4,000-point banners,
ing banners would add 400 points. Similarly, in
gn with 800-point banners, support would add
points. By extending this logic further,

fon would add 10%; Dogs of War armies could
additional 5% to their size; and so on.

| ¢can alter the Victory Conditions of the Border
gampaign to any of the optional Victory
ons listed in Chapter 2.

i can set aside the rules for the special map

and play a campaign without any special

5. Alternatively, you could rename the special
ctions and make up your own rules for them as
in Guidelines for Creating Your Own Map in
52

Stablish alliances before the campaign begins and

s that the alliances can never be broken. This type
ign could be plaved to suggest that the forces
have allied to combat the forces of evil or

N -
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CHAPTER 4
GAMES MASTERED CAMPAIGNS

cre comes a time when many tabletop generals want to delve deep into the character and history of the
Warhammer world and may want to try out experimental rules and creative strategies. Games Mastered

campaigns, the most involved and complex type of gaming endeavors, may be interesting options for such
veteran players to explore. These epic campaigns reward creative strategies, allow for troop types and attack :
styles that arent included in the standard rules or any of the previous campaign chapters, and encourage
gamers to create unique terrain and custom models to use as their realms expand. Some of the rules and
guidelines discussed in this chapter could be incorporated into almost any kind of campaign (and we
encourage you to experiment with them). However, campaigns officiated by a Games Master allow for the
maximum amount of frecdom, improvisation, and creativity.

’I‘G1i:~ chapter, unlike the previous campaign chapters in The
General's Compendiim, does not contain hard and fast rules
to follow: Instead, it suggests some guidelines for running an

| advanced campaign, one that will most likely be facilitated by a
neutral Games Master, and provides lots of charts that may be
incorporated into your campaign. You may choose to use all the
rules discussed in this chapter, some of them, or none at all.

WHAT IS A GAMES MASTER?

A Games Master, or GM for short, could be called an umpire,
campaign organizer, or omnipotent judge. Some power-mad
| GMs may even wish to be addressed as Mighty Potentate or
Overlord of the World. The point is that a Games Master is a
non-playing referee who runs a campaign.

To reproduce the feeling of being in a “real” Warhammer Only'the GM bas access to the map thiat shows where the players' armies and
general's shoes, Games Mastered campaigns keep the players

somewhat in the dark. You can’t know everything that is going
on in the Warhammer world. You don’t know where your
enemies are (or even who they are in some cases!), what
strength the enemy has, or exactly what the ¢nemies’ plans
are. To keep the players guessing, 2 GM will need to
coordinate what is going on and determine what information
should be passed to different players.

FINDING A GAMES MASTER

If you are lucky, then your gaming group will have a
natural candidate for Games Master. GMs tend to be the
ones who are always coming up with elaborate scenarios,

what-ifs, and extra background for your games. If, however,

II’

|
\ sindster Skaven tunneling meachine thea cetnt carry severval (s fnto baitle or i
added 1o your grmy st (n a Ganies Mastered campeign

vour group is excited about a campaign but no one wanis
to be the Games Master, then you have a dilemma. It's
possible to take a few elements presented in this chapter
and incorporate them into a map-based campaign with no
one “in charge” of running it. Or someone could be voted
as Games Master — especially when the campaign will be
short and another will quickly follow. However, there are
many elements detailed in this chapter that you should be
leery about adding into your campaign without a GM.

Remember as final warning to all GMs who want to play
and run the campaign — it is hard to be an impartial judge
when you are worried about the doings of your own army!

arse, Pt the fnner cowrtyards of an exenty castle. Such custom muodelsican o
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'S YOUR STORY?

gn is really about developing a story. Good

have a bt‘ynmng,. a middle, and an end, and it is

of a campaign narrative to set all of that up. With

th background of the Warhammer world, it is easy to

an huge number of great gaming situations. That

be a campaign's first downfall — there are simply

¢ cool things to do, and you can't fit them all in

paign!

ipaigns without a theme or ending in mind have a

oy 1o drag on indefinitely, which causes excitement
and plavers to drop out. It is better to have a

gn end with everyone wanting more than the

te. Maintain focus by having a clear goal, like

ing all your cities with roads and bridges, clearing

pods of all evil doers, slaying the rival king, or being

st player to control a certain area of the map. It is

ble 1o have different players with different objectives

makt- sure all of the objectives fit in the narrative of

mpaign.

BITIOUS WARLORDS

is some common sense adyice. Don't bite off more
you can chew! If vou have 100 models in your

ion, how are you going to play out historic battles
olved tens of thousands of troops on each side? It's
sssible to break these larger battles down to their
pmponent parts, but such games work better in linked

¢ campaigns in which each battle leads up to a larger
. There is nothing wrong with an ambitious goal, but
just mesh with your players, armies, and terrain. Qur

t below allows you to cross-reference your own plans,
ndiosity Meter. How vast are your campaign goals?
pstance, a goal of running a campaign involving some
many battles in the turbulent Border Princes ranks
w 1o medium on the grandiosity meter. Those lands

in constant warfare, with small fiefs and duchies rising
falling constantly.

lism Range. How detailed do you want to make your
mpaign, and at what level of realism in the Warhammer
el are you aiming? Will you re-create historical events
Warhammer's past, such as the ravages of the

imous Vampire Count Konrad von Carstein? Or are you
interested in developing your own heroes and your
n small corner of the Warhammer world, like the not-
ous defense of Splatzburgh by the minor Empire

¢ the Earl of Splatz (if you don’t recognize the

imous Earl, that's 'cuz we made him up!).

gu've never run a Games Mastered campaign before,
good idea to stay away from a very grandiose world-
hing narrative. Stick to a more humble plot, as it’s

ally betier to play and finish two or three smaller
jaigns than o fail to finish one! You can always link a
le of campaigns together for a cataclysmic ending.

High o both ends of the scale. the

pery farpe, highly detailed Siege of /.

Praag {5 one of the Warbammer
world's mast famous batiles

A campaign (i which d

Chaos, Wood BIf and
Lizardmen qrmy hattle
it out ona tropieal
! ./ land is not viry. Jiely
congd muest b excpleivied
by the narvative

[T

Armies fighting for
“ lerritory near
Dvabuelld fovest (s not

very grandiose bt beas
bappened often.

—
r

REALISM

HIGH REALISM

When seehing fnspivation for your own campeipn storplines, look to the
beckgradd and pictures of the Warhamaier rulébook cand individial army
bk, Think alwonl frteresting plofs, terrain, and gaming situations

BEGINNING YOUR PLAN

When setting the time, place. and relative scale of your
campaign, some of the most important things to keep in
mind are the number of players, the types of armies, and
the hobby proclivities of vour players.

Number of Players. Asking how many players can join a
campaign is like asking how many players can join a
game of Warhammer. The answer is, of course, an almost
unlimited number, but the nature of the campaign will
change based on the number of players. It will be nearly
impossible to pull off the level of detail a determined
band of three players can achieve in a mega 20-person
campaign. The larger the scope and looser the rules of
vour campaign, the easier it is to add players

Types of Armies. Choosing a storyline will dictate the
goals of each army in a campaign. If you have four
players interested in joining a campaign and three of
them have Elven armies, your theme would do well to
center around something Elvish. Perhaps there is an
Elvish civil war or a quest to recover a long-lost Elven
magic item imbued with mighty powers. For a
particularly disparate group of armies, it is sometimes
best to place the campaign story line in an area prone to
expeditionary forces like the constantly changing Border
Princes or perhaps an isle off Lustria that is rich in gold.

Hobby Proclivities of the Players. Gear the campaign
towards what your players do best. If your gaming group
has only desert terrain it might be smart to set the
campaign in that climate. If one player collects and
paints slowly and has only a tiny army. pair him with an
ally or make him a subcommander. Campaigns inspire
those involved to do more hobby activities like paint
more units, convert a few new character models, and
create themed terrain, but it is too much to ask for all
the players to join in at the highest level. A campaign
that hits the ground running in terms of army and
terrain with plenty of room for expansion is the perfect
answer. In this way, players can add to armies and build
terrain as an ongoing process in the campaign instead of
starting off already behind.

i
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AND IT TAKES PLACE WHERE?

Once you've started to work out exactly who is playing
and which armies they will use, it is essential to find a
location for your campaign. The setting can guide all
that is to follow (like rerrain, Random Events, end goals
to win the campaign, and more). By putting a finger on
the map and saying, “Here,” the Games Master can jump
start his players’ imaginations and his own. The
Warhammer world is a very large place, and quite a lot
is going on.

PUTTING IT ON A MAP

A map of some form is essential for tracking the
movement of armies and the location of forts and cities.
Ifusing a GM, it is time for some decisions. How visible
are the different realms to each other? Will the players
share a single map. or does each player get his own
version that shows only the troops and locations he
controls and/or has explored? There are countless ways
to settle this issue, they all boil down to how you want
to run your campaign and how much time you have to
put into it.

Map possibilities were well explored in Chapter 2 and 3,
and using a 3D map as seen on the next two pages is an
interesting option as well.

What kind of scale you want to cover is every bit as
important as which location you choose. Many players
and clubs are irresistibly pulled towards using the entire
Warhammer world map as the basis for their campaign.
This massive whole-world scale is perfect for traditional
board games re-creating world conquest, but when you
plan to solve every battle by playing a game of

Warhammer with suitable terrain and models, the wholg
world map scale quickly becomes ridiculous,

Conquering a dark and loathsome border area in the
Empire may not seem as glorious as grinding the entire
Old World from Bretonnia to the Worlds Edge
Mountains under your heel. However, even global
domination has to start somewhere. With a more
reasonable scale, you can actually field all the armies

have lots of the Warhammer world still to conquer.

HOW YOUR CAMPAIGN WORKS

Each GM or group of players will have to lay out and
decide how the campaign will work. Is movement in
turns or simultaneous, will weather be a factor, are the
armies balanced. or does one side have an edge to start
out with? It is worth getting the feel for the level of
detail and type of commitment everyone is up for befor
laying down the ground rules.

Before we dive into rules options, one last warning. O
of the joys of an advanced campaign is that it ean breal
free of the chains of rules and really let players get
creative. But the truth is that in order for a campaign td
run well, there must be some established rules for
normal game play. Players don’t mind being surprised i
an extraordinary situation that fits the themes of your
campaign or a particular army, but an inexplicable
turn that doesn’t match up will drain the fun and
credibility. The moral? Set perimeters and violate them
only when necessary. '

Theat's Not in the Rules! linone of our campaigns bere int the US offices, we bad a Night Goblin plaver send balf of bis forces burrowing
into a mowntainside (i an attempi to worm their malicious way under the Dwarfen capital. It took close 1o a balf dozen torns of w
with the Goblin forces suffering damage to cave ins and the occasional failed Animosity squabbles. The Gobitns finally emerged o
lowwer shafis of the Drearfen mines, The shock and surprise of the Divar( player was folloived by the comment, “1 didn't see any rules
underground movement, " I's true, there was notbing about moving wnderground in the small rules packet that the GM banded out, bu

the Night Goblin player thought of it asked the GM, and helped work out a progress cheart (based on Leadership and Animosity fests).
wunderground battles that followed were classic. This is a great example of new rules being implemented as and when appropriate!
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DECISIONS FOR THE GAMES MASTER
up a campaign from scratch is no easy job, and
Biare many decisions to make. It is possible to turn the
fign elements into a complex game in their own right.
roups will want to steer clear of such a situation and
¢ focus on the strategies and elements that will
tir Warhammer games. With that in mind, following
of elements a group or GM must establish before
g a campaign. It is by no means a definitive list and
el Sedsoning to taste.

king * Uneven Barttles

g a Player's Realm *Scouting
Banners & Size *Iypes of Army Banners
Sequence/Real Time Plan *Baggage Trains

ment *Scartered

* Economics/Supplies
: * Landmarks
it Range *Random Evenrs
le Actions *Magic
alties Troop Recovery *Starting Forces Positions
icter Injuries,/ Prisoners *Record Keeping
g from Combat *Rules Packers/Newslerters

10 help the prospeetive Games Master ger

zed, we will offer some ideas, suggestions, and.
rules that we've tried. It will be up 10 ecach

Master io pick and choose the elements he
ip the parts he doesn’t want, and convert or

anything he'd like to add. g e

acking. Once you've decided where the cam paign
: place, what kinds of things are you going to track
£ map? What gets labeled on the map and what
‘tare guidelines every campaign must set. It may
I plausible to draw each hill, mark down every stream,
reate an unbelievable level of detail, but we've
| that sticking to some basics has brought us the
wess. Large and/or important terrain fearures are a
things like forests, rivers, swamps, as well as major
uictions like roads and bridges. If a region is very
or well known for phenomena like flooding in the
or giant spider infestations, it is very characterful o
is information down. It may come into play later in
paign. The important thing to remember is not to
bout laying out every gaming table on the map — it
‘t work. However, if you label generalities, like
ofbog or scrubby plain, it will be enough direction
I'regional flavor should a battle occur in that zone.
just have to worry about tracking what each
S.most interested in...
a Player's Realm. In addition to terrain features
ign must track each player’s realm. What is in each
realm? Again, it is possible to track the movement
dual characters, explore different types of industry,
get every detail, but we suggest a smaller stable of
- Campaigns focus around player’s population
fortifications, and their armies, and so we've listed
below:
5. This generic term describes any of the structures that a
have in his realm, including 2 capital, Supply Centers,
s, warchtowers, and fortresses,

esare represented by banners on the map. Each army
it be distinguishable from the others, as each may be
on't want o confuse a banner that had lots of elite
machines with a banner that doesn't!

features may need to be added based on your
water will require ports and ships) or theme.

For instance, if your campaign is set in the Worlds
Edge Mountains and is concerned with Dwarfs
protecting one of their ancient holds from
encroaching evil armies, it will more than likely
need to have underground passages, hidden
entranceways. and a schematic of the inner-
mountain kingdom.

An Empive player sends forth bis forces, Enemies can see the army Deprnurs,
ariel they all loole similar, biit the ¢ wnposttion of each will vary greaily: Only
the Ernprive genreral knows .'f'.{:l.r}_',-l”_lr} wees eqch army banner contains,

Army Banners and Size. As in map-based campaigns,
cach player has control of a certain number of banners.
These armies are moved about the map. Should they
meet an enemy, 4 Warhammer battle ensues. Unlike
banners in map-based campaigns, however, these armies
are not interchangeable. Armies may be composed
differently, made to different points sizes, and will gain
and lose troops, characters, and war machines based on
further recruitment and battles. All of this information
will need to be tracked. Each player will want to keep a
roster of the exact points and contents of each banner
(see p. 84 for an example). and if there is one, 2 GM
would do well to keep an eye on the proceedings.

We suggest a minimum and a maximum size for armies,
Too small a banner won't be an effective fighting force
and wouldn’t be large enough to register on the map,
while too large a banner would strain supplies. You may
choose to adjust the numbers, but generally, banners
should have a minimum of 1,000 points and a maximum
of 2,500. There is no limit to the number of banners and
nothing to say that two or more large banners could not
travel together to create a very imposing strike force.
This variation also means scouting (see rules on p. 74)
can become a fun and strategic part of the cam paign as
you won’t know the size or composition of your foe's
armies. After all, finding out ahead of time if you are
confronted by a 3,000-point army or a 5,000-point force
will make the difference between fighting and flecing!
Note that it is up to each player to create his own army
banners. The normal Army book restrictions of
Core/Special/Rare certainly apply when players purchase
their starting forces (see Starti 1@ Forces on p. 84), and
the same rules apply when buying Reinforcements each
round (see the Cost Chart on p. 76). However. over the
course of many battles and after several seasons of
recruiting, reforming, and consolidating army banners, it
is possible to have a non-standard mix of Core, Special,
and Rare choices both in each individual banner and in
the overall army composition of the realm as a whole
(i.e., all the banners combined).
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el Here, we show you 3 D MAP
e some details from one
of our own 3D map :
campaigns. Such tables are S H Ow AS E
fun and easy to build, but C
we warn you, they are very
tough to store! Making Your Own Corner of the Warbammer World

Here is the 3D map board we built
1o play one of our campaigns here
in the US Swudio. This board
measured abour 4’ x 4" and
was the right size for our
eight=player eampaign.

ARt enarions
i Bridge over the
Helster River
trarried outt do B a
key lodentfon.

MODELING CHALLENGES
Building a 3D map is definitely a lot of fun and helps you visualize
the campaign. The counters and markers were made up from a

variety of odds and ends, including Warmaster models, old Epic-scale
and Mighty Empires miniatures from the archive, and a liberal
amount of green putty!

The forebodine Beastimait’
capited Hollowedart was
Right: Shwowcled by dark fcated doep within the fi
tdigios ohe Undecd
vaital was never jplaced
on the mef ds enemy
forces would bave o
seotd i closepraxiinity fa
firsed the Undesd capttal

¥

Afrone,
Aherdstioneserved as a
hieastmgne supily cenfer

Abpte
A Béistmian
wchicter !
A
Rigih:
;\{r'r-xm hitcitwer' 15 a Aboe:
g Oneof the

pstil defensse; rechtgeers

proweting the
Uniefoed veddm.

Beloi:
Loy Sutpafnln Centers

Rl A ntine
s teseel Jo
FOpTENE
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Seepily Geniteer:
The nrighty b city of Ursagraed!
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Turn Sequence. Having a Games Master means
that many unscripted events can take place during
a campaign. However, having a clearly defined Turn
Sequence that all the players understand is an
essential framework. Knowing how turns work. when
armies move, when battles happen, and when
reinforcements can be added helps shape players’
strategies. At any time, a Games Master can alter events, but
that is the exception, not the rule.
In an attempt to limit bookkeeping, we divided the
game play into two sections — the Campaign Turn and
the Season’s End Phase. In a Campaign Turn, players
move army banners on the map, fight battles of
Warhammer on the tabletop, and record casualties. In
general, 4 Campaign Turns make up a season. The
Season's End Phase is a chance to catch up on all the
economics, purchasing, and redeployment. This phase
basically represents each realm having a chance to
collect the harvest (be it food, mined ore, or magical
power), allocate new resources and troops, do any
grand-scale campaign elements the Games Master has
planned (like Random Events or Campaign Magic), and
then start another series of Campaign Turns. Some GMs
may want to incorporate weather and actual differences
between the seasons (for movement, tabletop rules,
etc.), but these elements are not essential (or practical if
you are playing in the Khemri deserts).
Priority. At the beginning of the campaign and at the
end of each Season’s End Phase, each player rolls 2D6
(reroll ties). The player with the highest score will move
his army banners first. Other players will move in order
of descending die rolls. Priority rolls last an entire
campaign season. This shifting changes things up and
doesn’t advantage the same players all the time.

CAMPAIGN TURN
Each individual player will do the following in his
Movement Phase,

* Make any forage rolls needed
# Move army banners
* Scout enemy banners within range

Once all players have moved, it is time for the:

= Combat support move (if needed)
Next, any non-allied army banners that are
touching need to:
# Schedule and play a Warhammer battle
# Make an after-battle roll for troop and
character casualties

The Campaign Turn is then over. Repeat this
process until Season’s End (normally 4
Campaign Turns).
SEASON’S END PHASE
# Collect Supply Points from each
Supply Center
¥ Each plaver rolls a Random Event, if
applicable (see p. 78)
= Each player may cast Campaign Magic,
if applicable (see p. 80)
# Spend Supply Points & update roster
* Place new banners & landmarks
# Reroll priority for next series of
Campaign Turns

Many Games Masters will find it convenient to have a
standard time table of 4 Campaign Turns equalling a
season, but it could be split differently to represent you
campaign climate.

Kislev, for example, has a very long winter, but this is
represented by a very short amount of Campaign Turn§
as it is hard for armies to march!

-

Kislev Steppes

Summer 6 Campaign Turns
FallAutumn 4 Campaign Turns
Winter 2 Campaign Turns
Spring 4 Campaign Turns

In addition, all Supply Centers produce at half rate (1
Supply Point instead of 2) in the winter,

A paming grotp pets together 10 ;a!’mr ol 1S rext moes on the map

CAMPAIGN TURN EXAMPLE 4

Priority for this Season went as follows: Chaos, Dwarf and then Empire.
CHAOS PLAYER. Has three banners, all with bigmage Tum | begins|
movitig each banner. One hannet moves into i prcvinwdr unaphml
forest. Anathér banner nioves up to guard o Supply Center thag the
Empire is-getting close o, and the third banner anempis to gt in £
Combat Support Rangé of thes Supply Center, but does nof get wnhm
the required 2. If there is a GMand :cmpdom encounter or in
discovery in the forest. 15 possible the Chaos player would he given

scouting informarion now,

DWARF PLAYER. The Dwarf pl.m:r has onlv one banner. and it has

baggage. The banner moves out w dnearhy watchtower and dmf_ss i’ |
- Cannon: m:.hcrmm-r dw(.axumirlsuddedm d:crmdm.tkmﬁ

il ] laver

4 am’pm layer has tyo badn cachnith
own bilage. Fle wileitdto tite B4 Chaps Supply Center. One
migves up to artack the Ghacs Supply Gentet, while the of
moves 3" behind it. By so duing, should the first banner lose
o retreat 27t will be well within Combat Support Range of the s
‘Banner. A battle must gow be st up.]: ummwpﬁm. in the Chags
Supply Center (1 shive mine, icon of great power, o whinevier the
player came p with) against the Chaos phiyer's banner and iy
‘Standing Forees the are stationed at the Supply Centers
NEXI THe Warhammer game must be sct up, aftersvhich the
=a|'mp1i¢d {l:nstiulum razing, etc.) and therinathen um follovws:




a Campaign in Real Time, Getting your

organized and running smoothly in real time is

€ toughest challenges. Some players want battles
¢ and can game every night, while other

s of the campaign must schedule around countless

hligations. Finding the right pace to advance the

i is the best answer.

gming groups are scheduled around a routine

night every week, while some groups are more

dand get in games when they can. At the

ing of a2 campaign, there is often a flurry of activity

minig, but many times, such an approach leads to a

factor. A slow and steady pace is often best. One of

successful campaigns plodded along for well over

There were a few peaks when the storyline

tup and major battles ensued as well as valleys

halidays or when key players were distracted by

lives.

¥t are two real elements to running the campaign: the

ppart and the tabletop part. The map part includes

the players to move their armies, roll Random

5, build defenses, and other grand strategies. The

part, however, is where the real action takes place

verall strategy is rewarded or punished. A Games

funs the map part, that is, gets everyone’s moves,

nts, and the realm activities sorted out. When batiles

al scenarios need to be fought, a GM then takes a

roll for the tabletop battles, sets up the scenario
sin, and double checks the after-battle casualties.

will be times when the map action is slow and several

gn Turns can go by with little or no tabletop activity,

1ge of having a2 Games Master is that he may keep

‘on the overall ebb and flow of a campaign. For

ke, there often comes a time in a campaign when a few

are highly involved with games and battles, while

(players are left by the wayside. At such times, it's a

iddea o mix in some Random Events and small story-

seenarios to keep everyone alert and in the action.

g in Touch. If you've never run a campaign before,

probably take a while to get into the flow. Some

gather to do their moves at the same time, while

Games Masters may work with each player one at a

rmap moves. We've found that communicating by

il is convenient, and Games Masters can painlessly

out the latest happenings to everyone and keep all

ers up to date electronically.

GAMING LOG EXAMPLE
W,ﬁ. 1. Wednesdav: Gaming group got wogether and moved

] >'!I'lll."\|m the "IIP_'\,' there were no bantles, three Campaign
| m.!m'i\uri completed. The night ended with one battle needing o
&fmm;n (Dark EIf ratders atacking an Empire Supply Center),
' shi: The bautle was fought, and the resulis'casualtics

W recorided and e-mailed 1o the Games Master

BWEEK 2. Wednesday: Gaming group met and complered 1

pRign Turm. No battles needed 1o be fought, so the GM went
I the Season’s End Phase. Each player rolled a Random Event,
W dine plaver needing to Rght out a battle (Giant Spiders
ierped out of the woods o attack a watchiower). Campaign
was rolled. and the players ended the session knowing how
iy Supply. Points they had tw spe m.! and when they had o mm
¥ uptl.ltt‘tl rosters: They had a few days 1o think about it, work out
ey lists. and ask questions (eig., Can 1 build a boat? If so, how
Smnch), Eriduy; A bartle to fend off the enormous arachnids

3. MWedinesday: The gaming group met, having turned in

g npdated rosters earlier, and began a new series of Campaign
i by rerolling Priority. One tum was completed, and bartles
scheduled.

el bertrleficlds malke grear Supply Centers for the forces of the Undead

GREAT CAMPAIGN THEMES
Haying trouble getting your ideas for séfting up 4 campaign jump-
started? Here dre Some classic Warhammer campaign thémes that
may inspire vou. !
Empire Building. The bordess of the Empire are dark and
dangerous places. Can the forges of civilization (multiple Empire
players perhaps with & Dwarfen or Wood EIF ally) earve our mare of
the wilderness, or will the forees of cvil (Beastmen, Ores & Goblins,
and Skaven) band together and drive the borders back?

Blopdmoon. A centuries-ald plin'is put inm action s multple
Vampire Counts launcha coordinated attck. From Mousillon,
Sylvania, Blood Keep, and the Silver Plnmdr armies of the dead
march-against the Old World: Multiple Vampire players represent
cach bloodline. Defenders most likely include Bretonnia and the
Empire struggling (o/prevent thelr pations from becoming larders:
The Wood Blves could be caughit in thie middls, and the Dwarfs
have a particular gridge to settle with the misiress of the

Silver Pinnacle.

Stake Your Claim, A raee'to build 4 realni of your own in the wir
raviged lands ofthe Border Princes, Yol can éven use the map
from Chapter 3.

Trouble in Tilea. A campaign berwen mesceniry amies (lots of
Drogs of Wae bu there could alse be other armies Hghting for pay)
und a vagiety of Skaven clans in Tilea. Both the mereenary side and
the Skaven side would have loads of opportunities for alliances dnd
treachety with nosides being fully musted. Wateh your hack!

Quest Campaign. A classic fantasy quest is undenwity with ane side
{xouc.l arevil) marching our clain the irem while other forces
must defend: The item in question can be a complete circuit of
ragical seanding stones; the broken and separate pieces of &
riighty magical weapon, a lost spell book of vast power, or any
number of Other options, Only the Games Master knows where the
ohject lies, but there are plenty 0f clues and red herrings wo!

Lost Isle of Kroakatoa. A legendary jungle iskind off the coast of
Lustria has long been rumaored o Bold the secrets i vast power
left by the Old Ones. The island long agoe disappedred off all maps.
Howeyer, after many ominous signs (falling stars, troubles readling
the bones, and areas of boiling seas), reports filter hack of & newly
risen volcanic isle already verdant with jungle life] Eveny
Warhammer race that can-muster an expeditionary force sends one
o plunder the potential wealth of Kroakaros:
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Movement. How fiar armies can move depends
on how large your map is, how many players
you have, and how long you want your
campaign to last. Players must agree or a GM
must decide how far army banners may move. To give
you some ideas on which to base your decision, here
are some tips we've learned from our campaign.

We've kept army movement relatively simple by sticking
to two rates — a regular army speed and an all-cavalry
army speed. We kept the ratio at (or just under) 1 to 2
for infantry speed versus cavalry. For instance, when
using grids, hexes, or territories for managing
movement, infantry could move two spaces while
cavalry could move four. On our large 3D map game,
infantry could move 5", and cavalry could move 9". If
vour campaign will take place on a very large map, you
might want to increase these basic numbers, or decrease
them if you have a small map or many players. Some
Games Masters will want to add more flavor and
variations by adding racial rules, terrain penalties, and
specialized army banners.

Some GMs (or players) will be tempted to work out
exact distance and mileage and will spend effort on
quantifying the exact length of a turn. That's fine, but
the important thing is that all the players understand
how far they (and their enemies) can move.

Once an army banner touches another, both banners are
pinned and may not move any further (see Battles).

Abovecleft to vight) All-cavalry banner movement, vestlar banner
movemertl; regudar banver movement throwgh wwoods;

Bolon: The same as above executed on a bex meap

 Regardless ¢ group (or GM) decides; the
._mlsformtm:mmﬂxmhemmddmly& the start

b Syl 6 e Vaiag
 that wasmudlngug mpmsmﬂldmmhﬂymﬂ forwasd
with a short burst of greater speed | it would
prdnﬂﬁyﬁm&h&tkmstafcwﬁmalﬂwamhcwmkﬁﬂm
ww:emmonlhemnrdw)

Terrain. The landscape can ke a toll on marching, and
fearures like woods and swamps can reduce the movement il
most banners by 50%. A Games Master should analyze the
playing area to determine which terrain sections will cause
movement penalties and
write down the
information so that, later
in the campaign, the
movement penalties are

DANGEROUS |
TERRAIN TEST (2D6)

still the same. We 2 Entire banner lost
used the following 3 Lose 100 x D3 poirs |
movement reductions. 4-5  May not move atqll

6-9 Move at hall rate

Woods/Swamp  50% 10-12 No penalty

Very Hilly/Rocky  25% )
Streams normal .
Mountain Pass 25%

Mountain Path  50%

Deep Woods In addition to the 50% Woods reduction,
Each banner must roll a D6. Ona 1, it
cannot move.

River Large rivers are traversable only at fords d

bridges. At fords, the player must roll 4D
On a 1, the banner cannot pass. If the R
is swollen from storms the banner must
make a Dangerous Terrain Test.

We also gave army banners a bonus if they traveled their
entire movement by road (about +25% distance).

Random Events or a Games Master may impose movement
restrictions on an area. Spring mud slides would slow down
banners, and sandstorms could cause banners to move ing
random direction. The Dangerous Terrain Test can be
imposed when a hazardous move is atempted, like
navigating a mountain pass in winter.

Some Warhammer races are more adept at moving and
surviving in certain terrain types. For instance. Wood Elf 4
Beastmen banners suffer no movement penalty for traveling




s, Dwarfs, Chaos Dwarfs, and Night Goblins
sessful at mountain travels and suffer only

eecd penalties there. A Lizardmen army banner
osed of all Aquatic creatures could cross a

there are no fords,

i two banners meet, it is time for the

take to the tabletop for a game of

The heart of any gaming campaign is
gaming, Every game could simply be a
ched Battle, but that takes advantage of
campaign’s setting nor a Games Master if
one. Battles circumstances can reflect the

¢ General's strategy, the approach each army
nto contact, and more.

ster can try to devise a whole new scenario
e. While this is an admirable goal, it may

0 difficult for even a Games Master with
time. A happy medium is to have a standard
vith a few factors that can alter set up,

nt, and terrain. There are certainly times when
scenario will be required, such as sneak

aids, ambushes, multiple banners joining in
rent directions, particular terrain, or specific
more information on scenarios on p. 81.

upport Range. Banners proximate to

d banners can provide support by moving out of
10 join the fight. Perhaps they heard the battle,
were sent to request help. In our 3D campaign,
that was not brought to battle and was within
ht could make a Combat Support move to join
.. The Combat Support Range could just as easily
¢ hex or territory if your campaign is using that
A banner joining a combat by using its
upport move must make a roll on the Support
jart to determine exactly when it will arrive.

y, the supporting army will enter combat from
riendly lines, but the Games Master can alter the
of their arrival to the enemy rear or flanks if that
lects the supporting banner’s logical course.

hle for additional players and sides to join the
sall unengaged banners in range may move.

SUPPORT ARRIVAL (D6) j

supporting army is unexpectedly delayed and can

come to the battle in the 4th rn.

¢ supporting army arrives in seetions, During Turn 2,

fof the supporiing aemy (half the units and half the

scters) may enter the bourd, The other half of the

pporting army will enter the gime on the

DWInNgE rrn.

(e entire supporting drmy arrives at the beginning of
2

¢ supporting drmy may start the game in a friendly

ployment Zone.

with resulis 1-5, the supporting army can enter the

om any friendly board edge, Troops may not charge
um they enter the board

are are no formal rules for allies in advanced
apaigns as there are in map-based campaigns.
befriend and betray their fellow players as
However, players need not fight a

‘battle when their army banners come into
h players agree that they are allies or at
essive toward one another for the time

being. Backstabbing may occur at any time,
however. If a player moves one of his banners
next to another player’s banner and assumes it
is friendly, there is nothing to stop the other
player from attacking. Thus, players should be wary of
their allies and watch their backs at all times.

After-Battle Actions. After the Warhammer game is
played ourt and a victor is decided (or the game ends in
a tie), what happens next?

The winner may claim the battlefield, while the loser is
generally driven backwards. However, the Games Master
may decide to move the loser in a different direction
based on the game, terrain, or an ongoing storyline.
Again, the length of this retreat move depends on your
map size. In our games, a defeated army was driven back
a single hex space or 2" on the 3D map.

After a particularly large clash (over 2,000 points per
side) or a deadly battle (over 50% casualties before
recovery), the Games Master may want banners to move
at a half-rate (and half support range) in the next turn.
This reduced rate of movement represents the troubles
of reorganizing, caring for the wounded, and burying
the dead. The Undead are excluded from this after-battle
malaise, as they have no earthly concerns for pain or
ritual (heck, they're dead!).

After a major battle is fought and the losing side is
pushed back, one or both banners may make a move to
start the combat afresh on the next turn. Thus, long-
term strategies become important. If you aren’t
convinced your banner(s) can win in combat, having
other supporting banners close by and defensive
structures like watchtowers or fortresses to fall back to is
vital. Otherwise, it is possible for a victorious banner to
keep attacking a banner it beat the previous turn.

The Empire player has finished lis move, The O players moves his banner into
combat with army A, Player T has ove nearby banners. Army 8 15 in Combat Suppiort
Range, while army C i o, Plaver [ ot now decide if e wants army B to join the
combat. If 5o, he musi roll an the Support Avvival charr o dergrmiing when helfp dreives,

iy r
P g




Casualties/Troop Recovery. As armies clash on
the tabletop, the losses will mount. Not all of
those who fall in combat are dead. Some injured
troops will recover. and some stragglers may return.
Each banner is also constantly recruiting to bolster the
ranks and replace those slain in battle.

After each tabletop battle, players must make a single roll
for their entire army’s recovery and apply that result to their
losses. Losses are any models that are removed as casualties
(in hand-to-hand fighting or through Magic or shooting) or
that are run down after breaking. Units that flee off the
table or are fleeing at the end of the game are not
considered casualties (although they will, of course, count
as Victory Points in most scenarios). Champions, Standards,
and Musicians that are casualties may be each recovered on
a D6 roll of 4+. When applying the results of casualties,
round up if you won the game and down if you lost. It is
vitally important that losses are recorded on a player’s
roster sheet. Don't forger details like lost Champions!

rR.‘\-.\'H & FILE RECOVERY RANK & FILE MODIFIERS

(2D6)

e 4 IF you won the baride.
2 No Recovery +1  For each caprured
3 1 in 4 Recovery Baggage Train,
40 1 in 3 Recovery -1 If you lost the battle.

79

12

10-11 2 in 3 Recovery

1 in 2 Recovery

Full Recovery

Recovery Example. A player with a unit of 20 that lost 8
models during the battle rolls a 6 for recovery. Thus, 1in 3
models will recover. Of the 8 losses, 3 models would be
recovered if the player won (rounding up) and only 2
would recover if that player lost (rounding down).
Character Recovery. Make a special roll for each individual
hero slain or destroyed on the battlefield. The character in
question may have been hacked down, but by skill, sheer
luck, or happenstance. the hero managed 1o escape death.
After all. they are heroes, and there is a certain fantasy
element to uphold.

—

—

CHARACTER RECOVERY (2D6)
2-3  Dead, dead, dead
-5 Injured & Caprured.
6 Stunned. If the batle was lost, the characier is
captured on a D6 roll of 1-3; atherwise, Full Recovery.
Recovery. Roll a D6. On a 1, roll on the Character
Injury Chart; on a 2-6, treat as Full Recovery:
10-11 Full Recovery. The chiaracter rejoins hisher bannger,

12 Full Recovery, but the character now suffers from
Hetred of the enemy that laid him low.
\
e _n

CHARACTER INJURY CHART (2D6)

2 Severe Injury. The controlling player may choose to
losé an arm (-2 WS, no great weapons or shields) or
aleg (halve Move).

3 Battered! Character suffers permanent -1 Toughness.

4 Head Wound. The character now suffers Stpiclity!

5 Loss of an eye! -2 Ballistic Skill,

6-8  Beaten Down! Character is at half arcacks for the
next 2 Campaign Turns after which he will be
fully recovered

9 Old War Wound. -2 10 the charncier’s Initiatiye.

10 Leg Injury. -1 Move characteristic.

11 Lost Hand. Replace the hand with a hook (counts as
an additional hand weapon). The character may not
carry great weapons but may still take a shield.

12 Impressive Scars. The character now causes Fear)

Prisoners. Generally speaking, only
character models may be taken prisoner. We
have occasionally played with rules for taking
prisoners from rank and file models. Doing so
unnecessarily complicates the campaign, and
many armies would rather execute all but y
the most powerful heroes — which does

make a comment on the brutal
nature of the Warhammer world
(or maybe just our

cutthroat players?). Still, it

is hard to imagine a

Dwarf ever hoping to
rehabilitate a Chaos

Warrior or Dark Elves

showing mercy to their fair
cousins. In campaigns where
prisoners seem like a
reasonable option, say,
gentlemen’s war
between a Bretonnian <%
and a Wood Elf force or
an Empire civil war, it is
possible to say that 50%
of all troops that are
caught after breaking
are prisoners. These
models must travel with
the Baggage Train
where they could
inspire some _—
excellent rescue
scenarios. In most campaigns, however, it's easier to
rule that only character models may be captured,

Characters as Prisoners. Taking characters as prisong
is a very exciting concept. Who wouldn’t want to putd
parade the mightiest warriors and spell casters of a
fallen army? What great secrets of battle might enemy
officers reveal? It is common practice to capture eneny
Heroes, Wizards, and Generals. These characters are
carted along anywhere the capturing army banner goé
and the controlling player has several options. A
prisoner may be taken to a secure dungeon or tower|
a capital, carted along in a banner’s Baggage Train, sol
or traded back for profit, or executed. Be warned,
however. Characters are naturally favored individua
and any attempt to harm them in any way may
precipitate unforeseen events thar almost invariably 1¢
to a bizarre escape. If you elect 1o slay a caprured
character, make a roll on the Execution Chart.




EXECUTION CHART (2D6)

Disaster! Nor only does the character escape with
all of his original equipment, but he does so in
specracular fashion. Any other characters who are
frigndly to the escipee and who are also held by
the banner are likewise freed. Furthermaore, each
escnpee may choose to slay a single unit, capture
one of the enemy characters, or steal 4 magic item,
The charcter overpowers his guards and escapes
by means of heroic subterfuge. amazing swordplay,
and unrivaled bravado. What guis! What prowess!
The character may imimediately join the nearest
friendly foree or landmark. The character’s
equipmerit is 1ost

The chiracter escapes through bribery, dressing up
as an old washer woman,; or some other
disgraceful (but effective) method. In D6 turns; the
character will reappear out of the wilds at the
owning plaver’s capital. He may then be
reactivated to his former post. All of his previous
equipment is lost

Portents of ill omen cause the excoution to be
staved ar the last moment. The character must
remain a prisoner, and no more execunion
anempts may be made until next rurn.

The character fails to come up with a convincing
plan and is slain outright by the cruel captors,

The character is slain as with the previous result,
but semehow it is more dynamic and bloody, or
maybe it just hurts more as the roll was so high.
After all, you can only be so dead.

§

{ from Combat. It’s true that 4 campaign is all about
t and meaningful Warhammer bartdes, but there

annihilation. Still, desperate times sometimes
ssperate moves. Here are the rules for banners that

tke a Leadership test based on the best character
ot (if no characters are present, use the highest

i i"; by cligrpe of arany B Ay A volls onthe Fleeing Chart
0 ey A st sacrifice I x 50 pofns from ifs poivits gl

Wqﬂh fotal viope distanice aury frong the combat,

( FLEEING CHART (DG6)
1 Failure and Disaster. Roll a D6 for cach unit and
character, Ona 4+, itis destroved immediately with no
recovery possible. Uinits and characters thar survive are
Scattered (see p 73). The Baggage Train is caprured. Move
the Fleeing banner half its normal move away from the
charging enemy banner.

2-3 Caught! The Fleeing player may choose 1o play a Rear
Guard Scenario (see Warhammer rulebook, pp. 211-212) or
treat this result ke Fadfve ane Disaster above

4-5 Narrow Escape. The army just avoids the clutches of
the oncoming enemy but loses D6 x 50 points from the
banner. Move the Fleeing banner half its normal move away
from the charging enemy banner.

6 Precision Retreat. With well drilled precision, the
banner retreats from the oncoming enemy. Move the Flecing
banner a full move away from the charging

enemy banner. '

|
————

Lt

Leadership of any Core Troops). If the test is passed, add
+1 to a roll on the Flee Chart to determine the results of
the Flee action. A banner may only flee once per campaign
turn. If a banner is charged on multiple sides, it will be up
to the Games Master to decide if fleeing is possible without
Scattering (see p. 75).

Uneven Batitles. Some of the best parts about such open-
ended campaigns are the wide variety of battles: heroic
defenses, sieges, raids, scouting clashes, and more.
Invariably, many games are berween different sized forces
due to superior map maneuvering, allies, and the like. It is a
wise general who leads his armies to batile only when he
has numerical superiority! Woe to any heavily favored
Goliath who is taken out by a smaller underdog army; as the
humiliating story of the upset will pass into legend.

While uneven battles can make for some excellent games, at
some point, such battles can make for some horrible
mismatches. Any game in which one side outnumbers the
other by a ratio of greater than 4 to 1 goes beyond simple
outnumbering and enters the realm of about-to-be-crushed.
This rule of thumb, of course, does not apply 1o
outnumbered forces in strong defensive positions like
watchtowers, forts, or natural defensive positions (or, you
-an still apply the rule of thumb, but count such well
protected Defenders at double their actual points value).
Unless there is a specific scenario (e.g., can the
outnumbered force burmn the bridge in time or can a suicide
mission take out a particular enemy character?), the game
may not be an enjoyable one to play out. Use the chart
below rather than wiaste your playing time on a lopsided
game with nothing to be gained. See Advice Jor the Games
Maister (on p. 85) for short but sage advice on using
omnipotent GM powers 1o avoid pitfalls.

-

SURE DESTRUCTION (D6)
For all restdls; no casudalties on efther side may e recotered
1 Hard-waon victory! The underdog loses his force, and
the larger opponent loses an equal number of points. The
bartlefield belongs to the victor.
2-3  The underdog loses half his force, and the rest is
Scattered. The larger opponent must lose an equal number
of points,
4  The underdog i1s destroyed bur tkes our D3 x 100
points of the Lirger opponent.
5-6 The underdog is destroyed. and the ifger opponent
rules the battlefield with no loss.




Scouting Enemy Banners. Only an unwise or
foolhardy General would commit his troops
without first trving to ascertain exactly what kind of
threat the enemy presented. Each army banner has
some method of scouting out nearby enemies: sending
out mounted patrols, mustering pickets, or even using
magic to reconnoiter the foe. Players may scout enemy
banners at any point in their own Movement Phase. For
instance, 4 banner can take half of its movement to
get into scouting range of an enemy, scout, and then
finish moving.

Each banner has a scouting radius equal to half its regular
movement. Any enemy banners inside that radius will be
scouted when a scouting action is declared. It is possible
that ambushes. nefarious activities, or hidden troops will be
detected. The scouting player should make a roll on the
Scouting Enemy Banners chart to determine the level of
success or failure of the reconnaissance.

Note that if a Games Master is planning on using scouting
banners (below) or experience (see p. 83), some banners
may have a longer or shorter scouting range.

—

SCOUTING ENEMY BANNERS (2D6)

2 Your scouts are captured and destroyed but not before

they are brainwashed into revealing the exact

composition and plans of Your own force.

Your scouts come back with wild rumor

and speculations (a GM can have fun with this one).

5 Your scouts are driven off or unreliable. Either way,
vou learn nothing.

3-4

6-8 Yourscouts get close but get cold feet or are driven off
Iy enemy pickets. You learn the approximate size of
the enemy force (about 75% accurate).

9-10 Your scouts come back with an accurate points size as

well as a few derails about the exact makeup of your
enemy’s forces,

11 Your scouts come back with a complete account (full
access to enemy's army list).

12 Your scouts come back with complete detailed account
of the enemy army AND their plans. Ifa battle ensues
this turn, you may choose table side and whether to
go first or second, Your opponent may not use any
special deployment rules like Scouts or Ambresh

o

Types of Specialized Army Banners. Although we've only
mentioned basic army banners thus far, it is possible to
devise and make rules for a variety of types of banners, each
with a different function and role.

Army banners could be formed for many reasons: a
particular role in fighting, increased speed, the need to
get through terrain, and others. Following are some
examples of specialized banners a group or GM may
allow. Feel free to add and improvise your own to fit
vour campaign needs. Your best guide is common sense,
as it would be impossible to list out every army’s
possibilities and troop classifications. A Games Master
can set limits for special banners and police player
rosters 1o ensure that specialized forces include only
suitable troops types. For instance, a4 Scouting banner
can't contain a Stegadon (too big and loud!).
Defensive banners are composed specifically for
defending or holding ground.

Size: Per campaign limits.

Special Rules: The army always has at least three
defended obstacles on the battlefield, may start the
campaign with twice the number of war machines

normally allowed by the army list, and may mo
only half rate.

Réstrictions: No more than one unit of cavalry
allowed. and no monsters may be taken (troops
Trolls and Giants are too hungry to keep in one
spot for long).

Scouting banners are specifically designed to
out new terrain, scout enemy armies, and unde
other reconnaissance missions.

Size: The banner cannot be larger than 500 po
Special Rules: All banners may scout, but a ba
designed to do so gets an extra scouting range
greater range than a regular army banner). Scout
banners do not need a Baggage Train, add +1 whe
fleeing combat, can move freely through woods
swamps, and may roll twice on the Scouting E
Banners chart and take the most accurate resul
Restrictions: No heavily armored troops or “unsf
troops (e.g., Steam Tanks, Knights, and Boar Rides
Most players may take only one scouting banner:
Games Master may allow races that are better at
guerrilla-type tactics, like Wood Elves or Beasts o
to have more than one scouting banner.

These are just a few examples. and the campaign’s
theme, army types, and terrain could well suggeste
options for your campaign. Special mountaineer
regiments or expert tunneler banners would fit &
Skaven/Dwarf war, while the Empire could well
banners steeped in woodscraft to combat Beastn
few special banners can really add flavor, but be
If every banner is bogged down by special rules.
game will crawl along.




lins. The adage that armies march on their
1 Ior of truth to it. So where are the camp
es, and other supplies? The Baggage Train
| to describe the inevitable personnel and
§ that accompany an army.
4 Baggage Train is not only useful, it is
Without meals, supplies, and extra hands
non-military matters, an army is forced to
d sort out its own daily affairs. Any banner
| have a Baggage Train at the start of its turn
1oll on the Foraging Table.

FORAGING TABLE (2D06) _]
er Food and water are not to be found. The

must choose between 50% casualties (by

iber of models. not points) or becoming

tigred (see botiom right).

Hhe banner can meet its needs bur must lose D6 x 50
nis of roops. They were lost in the wilderness
foraging, attacked by wild beasts. or something
the kind. Also, the banner moves at half speed

turmn.

banner can find all its needs to sustain itself, but
ent is reduced o half for this turn.

land provides! Food and water are abundant,

no time s lost acquiring what the banner needs.

NG effect this turn.

e Bageage Train is acquired or pressed into the
pvice of the foraging banner.

pets a free Baggage Train. On the battlefield, it

d by a single cartwagon pulled by a suitable

rden (e.g., a pony, mule, old nag, or sickly wolf)

by three Core troopers from the army, Statistics

Train are as follows.

WS BS S T W I A Id
s =z B -

2

— 'Jll

B - 3
be any Core troops on foot. For purposes of
th missile fire, treat the Baggage Train as if it
Fmachine, except the Steed is hit on a roll of 1. If

lost. the cart may be towed by the crewmen at
al Move rate.

wmen will line up in front of the Baggage

to hold. The cart and animal offer no attacks
tngth (all the good mounts are being used in
Baggage is captured if the crew is killed/broken
rotherwise destroyed) and the unattended

d by any enemy unit. The Baggage is not lost

s manage to recapture the cart, just as they
ed standard, before the game ends.

In games where Vietory Points determine the
outcome, captured Baggage Carts count for 150
points, Captured carts may be added to the
capturing banner’s roster and must be represented
in each battle. While troops don't gain extra sustenance
from captured Baggage, they can now afford to lose one of
their carts with no penalties. At the end of a long campaign,
some very successful armies may well have half a dozen or
more enemy Baggage Trains added to their own!

Extra Baggage Train Options. Games Masters can allow
players to purchase extra Baggage Trains (at 150 points
each) during the Season’s End Phase. In our campaigns,
some daring players created their own upgrades for their
Baggage Trains based on their army’s theme or cool models
from their collections. It was up to the Games

Master to stamp all such creations as legal and

to assign them a points value,

Here, i see a Dhoarfen Baggage Traln iperaded with a steam eagine. Not
oty is the engiite steapr-powered, b it is armored as well!

i - of Baggage 'lh?ﬂs for every Wichammer race
aks, servants, sqpplirs, and other sundry camp
_L‘.B: ()nccyxm%%mmyfrmgcmmlaim though,

based on its Baggage. Empire
- near and well organized, often run by
. agmd vetecans t0o old for active fighting but un\vdlm
give up on professional soldiery, Empil cam
additionally blessed with such figures as blac
LInISmen, 5. In contrast, an Orc & |

Baggage Frain is a- nistateh of broken: down carts;
quarrelsome Snotlings, and piles of loor (:
greenskins think of as loot is often 4 m Jegling
assorrment of shiny objeats. battered helms, bones, and
prisoners 10 beeamn later). The kinds of Ores & Gohlins
that crew “da bag-uge” are runts, Snotlings, and injured or
nimed ycamkms thamq Qm: hq;i gotten "tound
gtmwin"\ on. }’ﬂ‘ '

Scattered. Occasionally, due to a loss in battle, a lack of food,
or some heinous magic, a banner will totally lose its ability to
function. This doesn’t mean that the banner is destroyed (an
even worse fate). However, it does means that all the
surviving elements are broken up and scattered to the four
winds. The banner is removed from the map, as it is too
disparate to track. The entire banner will reform in D6 turns
at the nearest [riendly landmark, as the stragglers slowly work
their way back rowards friendly confines. Afier the banner is
declared Scattered, make the roll to determine how many
turns it will take to reach the nearest landmark. When the
turn comes for the banner to reform, the landmark must still
be present (not destroyed). If it has been destroved, the
Scattered banner is likewise destroyed. If the Scaitered banner
reforms, roll a D6 for each Scaitereed unit. character, monster,
and war machine. On a roll of 3-6, the model or models in
question reform, but on a 1 or 2, they are permanently
destroyed (overcome by the enemy or eaten by something
horrible somewhere in the wild).

/
|
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Economics and Supplies. While most
campaigns primarily involve building,
maneuvering, and fighting with armies, some
amount of economy and empire building seems

fun and appropriate. After all, expanding your army
and preventing your foes from doing the same with
their forces is the path to glorious overall victory.

Our system for tallying growth involves Supply Points.
These are generic points used to represent food,
precious metals, crops. livestock, civilian birthrates,
influxes of new troops, and more. Some Warhammer
armies may replace the above earthly examples with
slave labor, influxes of magical power. warpstone, boons
from the gods, and the like.
Supply Points can be harvested from Supply Centers.
What is a Supply Center? It really depends on your army.
Most players, regardless of army types; can count
villages, farmsteads, dedicated hunting communities,
docks, logging operations, or mines as Supply Centers.
There is quite a difference berween a Night Goblin
Mushroom cavern and a Bretonnian peasant’s farm, but
in campaign terms, they both count as Supply Centers.
It should be up to each player to decide what exactly
each of their Supply Centers is. After all, what good is a
farm for the living dead? Vampire Counts and Tomb
Kings armies will need an old battlefield or graveyard to
supply and sustain themselves.
Each Supply Center, barring battles, hostile magic, or
Random Events will produce 2 Supply Points in each
Season’s End Phase (see T Sequence on p. 68),
What Can You Buy? While campaigns can be expanded
to include nearly anything you wish, in general, players
will want to add reinforcements to their armies, new
defensive structures (watchtowers, walls around cities,
and forts), and new settlements (town and cities).
Setting the standard cost of these things is vastly
important and will play a large part in how well the
campaign runs. If you make items too attainable, then
plavers can expand at will and will soon be amassing
armies well beyond what they can actually field on
the tabletop. Making acquisitions too expensive
makes for a short campaign in which battlefield
losses cannot be replaced and survival is a
struggle even without battles.
Above is a basic listing of campaign
costs. Players or Games Masters may
want to modify this chart upward or

A

Upgrade to a City o+*

* A Supply Center can be
upgraded to a town, which,

in turn, can be upgraded o
a City.

r COST CHART
Landmarks Troops & Characters
Item  Supply Point Cost  Reinforcements. One
Watchtower 2 supply point will buy 300
Fortress 4 points of MEW I00PS.
Supply Centers 4 rules for placing new
Upgrade to a Town ~ 2+* on the next page.

Character Models. Onag
the campaign begins,
characters cost triple th
normal points cost, and
only one may be purch
at atime. Unless there
special circumstances,
army is limited 1w one’
level General and one
Wizard Lord.

l -

downward based on their number of playvers, map size,
amount of time and mayhem they are looking for the

to achieve.

Landmarks. A landmark is a generic term that encom
any of the number of structures a player may build. A

landmarks follows.
Watchtower: A lone tower.

Fortress: A castle (4 owers, | gatehouse, and 3 walls or the equivales

Supply Center: Type depends on army/player bur is generally a

smiall community,
Town: A large community,

City: The same as a town but larger and more sprawling.
Capital: A city that seats the ruling authority for the and (be it King

Warlord, or council).

All landmarks come with Standing Forces, that is, small
garrisons of roops (see opposite page for full rules on

Standing Forces).

Landmark Limitations. Regardless of enemy attacks or
random monster invasions, it is not easy to expand your
Travel and sanitation are medieval (at best). and the maj
the Warhammer world is still wild and untamed. A capiti
support three supply centers; a city can support two;
town one. Thus, a realm with one capital and one town
have up to four Supply Centers. Remember, capitals, tos
and cities do not generate supply points themselves, b
do allow for more Supply Centers to be built and controllés
Upgrades. The only way to develop towns and cities is (ol
up existing Supply Centers. For instance, a town is
when a player invests additional points into a Supply Ce
more Supply Points). The advantage of having a town is!
vou may support an additional Supply Center. The bad s
that towns don't supply any revenue, and you've

given up a Supply Center to upgrade to a town in
place. This makes growth very slow even for play

constantly adding troops to replace losses.

F

caler




Forces. Each landmark can muster a

force in times of need. These models do not
paid for additionally (they come as part of
ark), are not marked by banners on the map,
vt be moved away from their landmark!

ag Forces cannot leave their area and join in a
Support Move. A player can add points to
Standing Force, and for extra security, one or
y banners may be stationed at the landmark. It
4 bold Attacker to take on both an enemy

nner and the Standing Forces of a landmark!

ts and limitations for each landmark are

DEIOW.

00 points of troops of which up to 250 points
pecial or Rare.

Center: 250 points of Core troops.

00 points of Core troops.

00 points of troops of which up to 200 may be
‘or Rare.

pwer: 400 points of Core troops (and up to one
shine).

500 points of Core troops (and up to two
ines).

must purchase and track their Standing Forces
casualties and recoveries). Players should

* their rosters and record what additional troops
added.

& Sacking a Landmark. Not surprisingly,
nemy attacks a landmark, the battle will be
pund the important area.

of a watchtower or a fortress, the game will

. and the Games Master will pick the Siege
from the Warhammer rulebook or, if

te, one of the scenarios from Chapter 9 of this
tly what the Supply Center is will greatly

a battle, but the mechanics of a Raid scenario
can be easily applied. In our campaigns, attacks
ly Centers took many forms: daring farm raids,
tion against a fishing dock, and the desecration
holy temple. Cities and capitals are hard to

t, but scenarios from City Sacking (again, see
'9) may be used or at least help players or

ters create their own scenarios.

dmark is sacked, that is, destroyved by an

it offers up half its cost in Supply Points and an

| extra Baggage Train (1o represent the ill-
gotten loot) to the destroying
banner. The extra Supply Points
may be immediately added
to the coffers of the
victorious army.

AT 2O AN gtt LR

This player is wise to build up additional Supply Cemters early in the game
The adelitional Supply Poins will dofinitely belp our in the fong run

Placing New Landmarks & Reinforcements. After the
movement, battles. and losses of the Campaign Turns
comes the Season’s End Phase during which new Supply
Points are collected and spent (assuming the supplies
survive the Random Events and Magic Phases). How are
new landmarks, upgrades, and army reinforcements
placed on the map?

New landmarks may be placed anywhere within a
regular army banner’s move of an existing capital, town,
or city (no matter whether you are using inches, hexes,
or territories). Alternatively. Games Masters may trace
out realm boundaries (e.g., on the south side of the
river or anywhere in the great forest) and landmarks
may be placed therein.

Upgrades, like making a town into a city, are literally
built right on top of the previous site — just make the
map marker or 3D model suitably bigger!

Army reinforcements may be used to make up a new
banner, to bolster a standing force, or to add to an
existing banner (the minimum and maximum sizes on
p- 65 will apply). When adding new banners to the map,
up to one banner may be formed at any friendly
landmark. An unlimited number of banners may be
formed at the capital, however. Existing banners
receiving reinforcements may only do so when within a
single turn’s move of any landmark.
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Random Events. You never know exactly what
might happen in the Warhammer world. As such, we
have included some Random Events. These events
are generic and can apply to any area or army. A Games
Master who is running a campaign in a specific region
might want to add results or make up a new series of charts.
After all, nothing would bring a campaign set in the desert to
life like giant scorpions, sandstorms, and the discovery of
mysterious pyramid tombs (doubtlessly full of useful magic
items and untold riches).
So the actual gaming doesn’t getr bogged down in unusual
happenings, we suggest a roll for Random Events at regular
intervals (see Ten Sequencey. However, a Games Master will
better be able to get a pulse on the campaign and add in
enough “randomness” as required. You could have separate
charts reflecting the different seasons, which could include a
list of Winter Events (e.g.. wolf artacks and rivers freezing over)
or Rainy Scason Events (e.g.. monsoons or the dreaded
Stegadon mating season!).
Many of the Random Events will require decisions and
perhaps even barles, which will require further tracking and
bookkeeping. We strongly suggest writing it all down. If there
is a chance that it could become important later, then chances
are, as the campaign progresses, you'll forget it if you don't
record it, A player who doesn’t have the time or resources to
explore a hidden temple may want to come back to the area at
a later date. Also, there will mv'mbl\' be the need for special
scenarios and play‘mg conditions that, if you've got one, a
Games Master can direct.

—

RANDOM EVENTS TABLE (2D6)

Roll an the Catastrophic Events Chart,

What was the plan? Any banners more than 6" away from

the General may not make a regular move in the next nurn.

4 Spoiled Food. Lose one Baggage Train from a randomly
determined banner.

5 Confusing Orders: One randomly determined banner will
uses 15 entire next trm o move hall it muximum maove
distance in a random direction.

6 Portents of 1 Fortune. Your army wastes time pondering

the meanings of omens and will automatically make the last

move for the remiinder of the season’s Campaign Tarns,

Weather. Roll on the Weather chart.

8  rading & Crafismen. Roll on the Trading &

Craftsmen chart.

9 Scours for your realm have found something: Roll on the
Explorers Find Something chart.

10 Bumper Harvest! Immediawely add a Supply Point o vour

LR U

CATASTROPHIC EVENTS
(2D6)

2 Plague. The player

who ralled this
hideaus result suffers
the following. Each
banner loses 3 x 100
points. One random
Supply Center is also
wiped out.

3 Rebellion/Revolr. A 26

x 100-point force
assembles at your
capital for battle. As
long as this force
remains undefeated, all
your banners must
move directly towards
the capital in
subsequent trns. The
rebel foree is of the
same type as the
controlling army (e.g.,
an Ore & Goblin realm
would face Ore &
Goblin rebels),

4-9  Monster Invasion. Roll

on the Manster
Invasion chart.

10 Winds of Magic Flux:

For the remainder of
the Campaign Season,
your Wizards ger half
their normal number of
Power dice,

11 Crops Go Bad. All

Supplies in your realm
are cut in half
(rounding down).

12 Skaven Tunnel, A

force of Skaven has
been wnneling, and
one of thelr many
gaawed ratholes has
popped up in your
territory (determine
where randomly). A
Skaven banner of 500
points atticks the
nearest landmuark

Dragon! Uineil the D
is killed by & banner,
realm will suffer damage
each round. Roll 1)6 e
Camprign Turn,
1 - Supply Cenrer
destroyed.
2 - Atmack on
it random
witchtower. Ona
D6 roll of 4+,
the: landmark
5 destroved.
3 - Banney aoacked.
Sulbstract D6 x 100
pOInts.
4 - Banner arcicked. |
Subtract 133 x 1000
prevints.
5 - Banner attacked,
Subwract D3 x 50
poiats,
6 - Ominous fivby
over capitil.
No effect.
Flock of Harpies.
Random ridng, Falve
one Supply Center's
Ior this Season,
A random
monster aracks a
random locaton
| - Giriffon
- Hippogrifl
3 - Cockatrice
4 - Chaos Spawn
5 - Wolf Packs
6 - Murauding Ognes
A group of 306 Trolls
attacks a Supply Ceniet:
A group of 2D6 Giant
Spiclers attacks a )
settlement or banner of
not more than
500 points.
Swartns. A Supiply Center
Is beset by 216
THISTY SWIITTS,

coffers due 1o a fantastic surge of production,
11 Allies. For the remainder of this season, you may take an
army banner of up 10 1,000 points of any appropriate ally.
12 Roll on the Glorious Tidings chart.

2 Flooding! One Supply Center is reduced o halfl production
in the next Season’s End Phase due 1o worrential downpours,
All anners nearby can only move half in the upcoming mrn.

3-¢ Harsh Conditions (e.g., wind, cold, hear, or min). All
movement is halved for entire board.

5  Ground Fog. All Combat Support Ranges are reduced by half
due to the wrrible fog. Lasts for the next rn only,

6-10 Normal Weather Conditions. No effect.

11 Beautiful Weather. The extraordinary weather conditions
facilitate production. The player who rolled the result niay
collect 1 extra Supply Point in the next Season’s End Phase.

12 Perfea Conditions. Each pliyer that has a Supply Center thit
wonld be affected may immediately add one Supply Point.

= = ]
r WEATHER (2D6)

TRADING & CRAFTSMEN (D6)

Some shifty traders have swindled you

Roll the results.

1 Lose 1 Supply Point immediawly.

2 Tired of shoddy equipment or actually endangered by
thedr poor supplies, one unit deserts. Lose a canddn il
Fom a banner selected by the controlling plaver.

3 Poor Breeds. Subteact 17 pérmanently from the
move of one cavaley unit,

4 Faulty Armor. One unit equipped with aemor mist

Tesse it permanently

o

No Wheels. All wheels are defective and cannot move i
the next campaign turn as they are replaced. This rule
affects the batdefield movement only and will work on

watr machines with wheels, Charios, Baggage Trains, and

the ke

6 Phony Magic. Lose one magic item from your army
Skilled Artisin. The wwnsfolk are agog at the amazingly preg
and aestheric sculprures. This result doesn’t hielp you atall
New Weapons. Up to two units muay be equipped with and
trained w use weapons not normally in their list of optians.
Your chaices must be approved by the Games Master.
Advanced Aniral Husbandry, An especially tlented breeder
animytls his perfected a strain. Two cavalry units ain +1
Movement, up ko a maximum move of 10"

Skilled Armorer. Two units in any banner gain heavy armor, 2y

if heeavy armor is not nommally an option for the unir,
A grean mflux of trade boosts the local economy. You may
immediately add 300 points of additional troops 1w any bannes

ar Standing Force.




EXPLORERS FIND SOMETHING! (2D6)

Nour forces catch the trail of an apparent double agent.

I is o late, however, as much information has already

been given to your worst foe. The Games Master

should give the player's arch enemy (GM's diseretion)

Information on banner sizes, magic items, plans,

and secrets

Reports filrer back of ancient ruins or perhaps @

Battlefield from long ago. Mark your

fmap appropriately.

A mercenary force has encamped locally. They may or

may not be hostile. Roll 3D6 x 100 w0 determine

puints size.

Awnywird merchant convoy passes through and is

moderately protected (500 points of mercenaries). You

may attack the convoy, ignore i, or guide it 1o safety.

Shorteuts, One single friendly army banner may move

anextra hex. territory, or 2" in the next

Campaign Turn.

Any hidden enemies approaching your realm must

he revealed

An overlooked village provides extra militia. Up to 200

points of Core troops may be added to any standing

foree anywhere in your realm.

A fantastic location has been found. You may purchase

an additional Supply Center for half cost immediately,

A great spy network has worked wonders, and you may

see the army lists for all army banners within 6" of any

of bne banner of vour own

~ Fanuastic Defensive Position. Your scouts have found a

natural watchtower area (high ground, cliffs, rifis,

whatever). Add a new defended area anywhere in
yourrealm for free.

L Ancient Power Stone, Your Wizards generate an extra

power die s0 long as the stone remains in

your possession. Mark shere it is located on the map.

GLORIOUS TIDINGS (2D6)

Midden Passageway. You have discovered a secret way
(€., an unknown mountain pass, underground
tunnel, or hidden ford) that only your army banners
know about.

Extra Sertlement! You may immediately upgrade any
Supply Center into a town for free.

Immediately add + 1 Supply Point per Supply Center
10 your overstuffed coffers,

An ege thar somehow came into your possession
hatched and reached miaturity. You may add a monster
mount w any character in your force. Your choice

t be appropriate for your army (Empire may
choose a Grilfon, Ores a Wyvern, elc.)

Srm‘ln.htw\ yvou have established a spy in the midst of
an enemy capital of your choice. Every time you want
4 report, the spy must make a Leadership test (Ld8) o
reveal the doings and plans of that particular realm. A
@R’:d test is the last report!

fxra 1I“1|.I'hl!£, Add +1 WS to any one Core unit in any

ny :lppmpri:{m town or city may add protecting walls
0iis borders for free.
ir leader is inspiring! You may add +1 Leadership to
royerall General (maximum of Ld 10}, or you may
tencl hh General's Leadership range from 12" 1o 18"
3 l‘l.l\{_ one free reroll per baule

ind Phase.

ARMY-SPECIFIC GLORIOUS TIDINGS

Beasts of Chaos. A massive Minotaur emerges from the
Dark Woods o join your forces. Use the following stats.
M WS B S T W I A Id
O i 3 5 5 ] G 0 10
Bretonnians, Will of the Lady. Uniil the next Season’s End
Phase, all Bretonnian units may reroll failed
Psychology tests,
Chaos Dwarfs. The slaves discover a rich vein of ore. Add 2
Supply Points to vour coffers.
Dark Elves. A Sex Monster responds 1o your magic and
takes up residence in nearby water. The monster can artack
enemy boats or any models within 2" of suitable water,
Dogs of War, Wealthy merchants pay handsomely for vour
protection. Add 2 Supply Points to your coffers.
Dwarfs. Ingenious Invention. The Dwarfs may cither come
up with some new crized steam-powered device or add 6"
more range to all war machines of a single type in the
realm’s army (e.g., all Flame Cannon).
Empire. Rigorous recruiting efforts vield 500 points of free
troops. Deploy these new troops in anvway you see fit
anywhere in your realm that reinforcements may be added.
High Elves. A young Elven Prince reaches maturity. Creare a
new Hero worth up to 200 points and add him to one of
vour banners.
Hordes of Chaos. Boon of Chaos! As long as the army wins
its battles, any prisoners captured until the next Season’s
End Phase are automartically corrupted by Chaos and will
join the Chaos army's ranks for upcoming battles.
Lizardmen. Salamander Spawning. Each banner in the army
gains one Salamander Hunting Pack for free.
Ores & Goblins, A Giant of enormous size joins any army
banner. He has an extra point of Toughness and 3
extra Wounds!
Skaven. The Skaven may cither develop a new and devilish
type of warp-powered device or infect one enemy Supply

of Standing Force are destroyed
Tomb Kings. Ancient artifacts. which were looted from the
tombs long ago. have been recovered. Distribute 200 points
worth of magic items to vour banners as vou see fit
Vampire Counts, An ancient battlefield rich in human
remains is discovered, Immediarely recruit D6 x 100 points
worth of troops, and any three units may take either a
zpon or armor upgrade (thus vou may take Skeletons
with pikes or heavy armor for instance).
Wood Elves. The Treemen, fearing an enemy invasion that
could decimate the forest, dispatch D3 of their number 1o
join one of your banners

Aﬂrl}'.' .‘\(Iti fLTl\|I_\l'Lt.‘l’l1t.’l1|h or a whole new army
er of up to 1,000 points anywhere in your realm.
sult the Army-Specific Glorious Tidings chart and
the appropriate result for the army in gquestion

Center with Plague. The Supply Cenrer and up to 500 points

Hevearn underbanded acr of Skaverr espioriage is wntderiay with @ Guiier

Regrrrrer snealiing past Empive sextries to poison a el
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Magic. In a campaign, magic on the battlefield
operates per the normal Warhammer rules.
However, during each Season’s End Phase, more
powerful spells can be attempted. Imagine a
Wizard Lord hunched over in his dark tower
somewhere in the capital attempting to scrye the land
for enemies, sending out tendrils of magical power to
seek out other Sorcerers and engage them in mental
duels. or even toiling away at the enchantments to make
a magic item for one of your heroes.

Wizard Lords who remain in the capital for an entire
season and don't participate in any battles may attempt
some mighty feat of magic. Thus players have a
dilemma, as they must decide whether to send out their
most powerful Wizard to deal death and destruction on
the bautlefield or 1o sequester the mage in the safety of
the capirtal for some larger purpose. Neither option is a
sure thing, but it adds some more fun and variety to the
campaign proceedings.

During each Season's End Phase, at the appropriate
time (see Thrn Sequence on p. 68), any Wizard Lord that
remained in the player's capital for the entire Season
and participated in no battles can cast a Season’s End
Spell. A Wizard who may cast but chooses not to may
add +1 to his roll at the end of the next Season’s End.
This bonus is cumulative.

-

MISCAST OF EPIC PROPORTIONS (D6)

1 The Wizard is shain in a burst of magical energy.

2-3 ‘The Wizard losses a Wound permanently.

4-5 The Wizard is in a coma and may not move or cist
spells untl after the next Scason’s End Phase,

6 The Wizard is plagued by some disfigurement (¢.g..
hunched back, shriveled constitution, rapid age). His
Move statistic is halved permanently.

13+ Cataclysmic Force! This spell may be cast against any

SEASON’S END SPELL

Roll an the Miscast of Epic Proportions Chart.
Lightning Storm. The capital is shaken by an elecrrical
starm of unusual hue and color. Tuke D3 x 50 points af
damage 10 the Standing Foree and any other banner in
thie capital. !
Power Drain: A vortex of power drains the Wizard Lord of
any sorcerous energy. The Wizard will generate only half,
his normal number of power dice for the next Campatgn
Turn while he recovers.

Shrouding Mists encircle a single city-sized area on the
map selected by the controlling Wizard. Any models in that
area may not move or atack until the fog lifts, At the start
of each Campaign Turn after the first, roll 2 Do On a4+,
the Mist dissipares,

Serying. The Wizard may choose 4 ciry-sized region and
gaze at it with magical sight. All hidden ooops and banner)
Slzes are revealed, and there may even be hine and clues
picked up about secret plots being planoed in that drea.
Flood/Drain River. The Wizard mkes control of a single
river. Using magical power, the Wizard can lower waterin
allow any friendly rroops 1o ford the river without testing)
or the Wizard may flood the river and make it impassable
even at normally fordable areas. This effect lusts D3
Campaign Turns,

Prosper/Curse. The wizard may use his powers o
immediately add or subteact D3 Supply Points to or from
any realm.

Swarms! The Wizard summons approprisge hordes of tny
credmures (e, o Skaven Grey Seer would summon rat
swarms). Bither D6 Swarms may be added for free 1o any
banner on the map, or a single enemy landmark may be
beset by the creatures inflicting D3 x 100 points of damage
to the Standing Force there,

Forge Magic Trent. The season has been spent constructing
anil enchanting a magic item. As shown on the chart
below, the more expensive the magic item, the longer it
will take o complere.

0-25 points Finished now.
26-50 points Finished in D3+ 1 mone Campaign Tums,
51+ Finishee in D6+ 1 more Campaign Tiums,

I'he Wizird must remain in the capital 1o complete the
magic item. 1t is possible to leave a partially finished jem
if more pressing needs arise. Both player and Games
Master should jou down the item and the number of ms)
needed lor laer completion,

Wizard Duel! Select any enemy Wizard anywhere on the
map and roll 1 D6. On a roll of 3+, the enemy Wizrd may
not cast for the next D3 Campaign Turns (he may dispel as
normal). Ona roll of a 6, the model also permanently
loses a Wound

Choose any of the previous results.

encmy landmark with the following resules.
Supply Cemer Destroyed.
Warchtower Destroyed.
Fortress Omne wall section collapses, and Dix
100 points of damage is done (o the
Srnding Force. Iv will ke 3
unintereupted mwiras 1o fix the wall

Town Any surrounding wall collapses; and |
the Standing Force suffers a D3 x 100
point loss.

City Hall of any surrounding wall collipses,
and the Standing Foree sulfersa Dix
100) poinr loss:

Capital Capitals are immune o this spell.




Players or Games Masters who are willing to do a
digging up existing scenarios or even

ting their own battles will become the instant
gaming group. The more the games and battles are
tuned 1o your campaign players, the more the
commitment to the gaming will grow!

enarios. Why do all the work yourself? Remember
are many scenarios that have already been published.,
list of resources for scenarios.

rulebook. These scenarios re-create many classic
e are included in the book and one more siege

the Appendix.

imer: Skirmish. From the generic 1o very specific,
i0s are included in this book.

hwarf. Almost every issue of White Dwarf magazine

4 new scenario. Check out your back issues for
Appropriate [0 your campaigr.

neral's Compendium. Dozens of new scenarios are
eularly useful for GM campaigns are the scenarios for
and City Sacking, as well as the Hostile Terrain scenarios,

s Workshop Web Site. There are a lot more

online for you to use! The Skirmish section contains
ditional scenarios, and many more army-specific
qare included in each army section.

your own Scenarios. Sometimes a player suggests a
action that will require a whole new scenario.

. cunning Dwarf player has built a fortress at a vital

5 among the mountain passes, and a Skaven player’s

suddenly been hemmed in. Afier scouting out the area,
player learns that the Dwarfen defenses are well

The Dwarf player has all the defensive bonuses of a castle

i points of roops to boot! The Skaven player has no time

pa larger army and must attack now. In an attempt to
odds. the Skaven player talks to the Games Master about
¢ propositions,

Dwarfen Wells. Such a ploy could work but would
to affect the Dwarfs. Short on time, the idea was put on
yme later date.
e the Dwarfen Hero. Always a good Skaven idea, but
ero still wouldn't level that castle! Idea thrown out.
iing the Fortress, Clan Skryre could build a device, but
ted funds and time — two things the Skaven are short
sed.
otage the Front Gate. A huge advantage could be
kaven army attacked at just the moment the front
ism was damaged! Clan Eshin is known for its
and the Skaven Player had a Clan-Eshin-themed

it in the area as well. The Skaven player decided on
and informed the Games Master. The Games Master
el the scenario at right,

R W@ II)E&S & ABVIGE
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SABOTAGE THE GATE
(SKIRMISH)
OVERVIEW

The Skaven have launched a sneaky assault to damage the
gate mechanism of a Dwarfen stronghold. If this
mechanism is damaged and the gate cannot be closed. the
subsequent Skaven assault on the fortress will have a much
greater chance of succeeding,

MODELS NEEDED

Skaven. Any 20 models from the members of Clan Eshin
that are in the nearby army banner. Any relevant characters
from the army banner may join the Skaven as well.

Dwarfs. Any 10 models from a randomly determined single
unit g.Lrnqnned in the castle (either part of the Standing
Force or part of any banner in the fortress) are standing
sentry on the front walls. After the alarm is sounded, more
models may be brought on from the fortress garrison
and/or any banner stationed therein.

THE BATTLEFIELD

The battlefield takes place at the front gate of the Dwarfen
fortress and the courtyard bevond.

OBJECTIVES

The Skaven must damage the control valves that run the

gears that open and close the front gate within 8 turns. The

Dwarfs must sound the alarm and prevent the Skaven from
destroying the mechanism, The controls are just inside the
front gate.

DEPLOYMENT

Half of the Skaven may start at the base of the gate. The
rest are deployed 12" outside from the gate.

The Dwarfs may be placed along the gatehouse and in or
on the two towers. Dwarf models must be at least 2" away
from each other. One Dwarf may stand at the control
panels. Dwarf reinforcements enter 12" from the gate.

WHO GOES FIRST?

The Skaven go first.

SPECIAL RULES

Grappling Hooks. All Skaven have access to Grappling
Hooks for free in this scenario.

The Alarm. Any time a Skaven model is moved, roll a D6 to
determine whether it was spotted. It is dark, but the Dwarfs
are vigilant. On a roll of 1, the Skaven is seen, and the
alarm is sounded.

If a Skaven charges a Dwarf and fails 1o kill him in the 1st
round of combat. the alarm goes off automatically. If a
Dwarf is slain by a missile attack, the alarm goes off on a D6
roll of 4+ (otherwise no one sees the dying Dwarfl).

Once the alarm goes off, the Dwarf models standing sentry
are free to artack. In addition, in each subsequent Dwarf
turn, D6 Dwarfs from any unit in the castle may |mn the
battle by entering from the reinforcements area 12" away
from the front gate.

Damaging the Control Valves. The Skaven must cause 2
Wounds to the control valves to win the scenario. The control
valves have a Toughness of 5 and are automatically hit in
hand-to-hand combar.

PART OF A LARGER BATTLE

Regardless of the success or failure of the Skaven Sabotage
Mission, this game will be followed up immediately by a
Siege. If the Sabotage Mission works, the front gate of the
fortress must remain open throughout the Siege game.
Otherwise, play a Siege scenario as normal (see
Warhammer rulebook, pp. 259-260).
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no, they aren't official in non- During the Course of a Long Campaign ,

campaign games!

Beasts of Chaos

Nurgle Chariot

Insane model converter Chad
Mierzwa came up with this
excellent conyversion for a
mutant sndil-pulled Chiarior. While it
mighr be a little slow, it would certainly
leave a noxious trail of slime behind it.

This converted Rat Ogre has been
experimented upon by Clan Moulder.
It bas improved Strength & Autacks.

R
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aren’t Wotrnament legal” with a chare
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Mad Cap Mushroom Brewing Squad
A great addition to a Night Goblin Baggage Train.

-

' ’ the Fanatic
SDOm

Abote & Lefr- E iring someof o Camprigrs,
we guickly realized the problen oneuse
wedfions were bacoming
A Neht Gobln tanner
that wnleashed all tts
Sfanatics in a baitle elther
had them all back for free
tiadbearext bartle ar bad
rone U crisuier — the Might
Gefliz Mead Cap Mashroom
Brewing Squcd

CAP MUSHROOM BREWING
)

M WS BS § T
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7 A unit of

fap Mushroom brewing Squad consists of a large var, lots of Mad Cap mushrooms ({U.b_lm
Especial ingredients (every brewer has his own secret formula), and crew: The working Spldt’:r
i three Night Goblins. but invariably a few Snotlings are lurking around (ofien Riders is
gly as some of the seoret ingredients!). At the start of any battle in which the Mad perfect for
shroom Brewing Squad is deployed on the batdefield, the contre lling player mav add scaling up

Hanatics (o his force. Once 'the number of Fanatics is determined, the Fanatics iy he
0 the army list and assigned 1o units as normal. Note that the limit of three Fanbtics
it still holdls,
s of fighting in combat and receiving missife fire, the Map Cap Mushroom Brewing
HEts as o war machine, with one important exception. Should an enemy approach

F, the crew may opr 1o drink its wares and become fanatics theniselves: As the brew
tlone, roll a D6 -1 to determine their Strength. Treat sesults of 04s 81
model: 225 points
per army banner

castle walls.

Expert Engineer’s Unit
 seem 10 have a gift with architecture,
swith stone, and building things. An

I's unit is trained to pecform these crafis
tlefield!

Lt Arebe Stevt ofghe
Bame there itas o
coten Bul after some
hasty ok seperal
Expert [inpinéering
Teams bugll atvall Newdd
e Thionderers sl bE
Hiarel to get'vid of as
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bers of the Dwarfen Expert Engivesr it vilh 1o constrvct
i 1o stert of w wablerophettle

Expert Engineers  Limit 5 teams per Dwarf Player
S statistics as Miners, On the batlefield, Expert

B85 can construct walls (2" sections per team of two models
i More importantly, the unit is expert at building or
hridges, making underground traps, sabotage missions,
(GM must determine specifies). Cost: 50 points/team

This ekeollers Diwarfen/ Bodr
cart was dane by Nedl Miller: It {s
well deservivig of some special
campaizn Baggate Train rules
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Starting Forces. Deciding what resources and
army size each player in a campaign should start
with will immediately set the tone. Few forces will
mean the action will start slowly, with most players
choosing to build up their realms. Starting with many
army points can lead to a short and bloody campaign that
opens with massive attacks,

For established players on a reasonably uncrowded map,
each player’s realm starts with:

A Capital

A Supply Center

A Watchtower

A single Lord-level character to represent the overall
General of the player's realm.

An additional 2,500 points to spend on troops and
characters (1o be divided by each player per the normal
army list restrictions.).

Characters are initially purchased at their usual rate.
Thereafter. character models will cost extra (see Cost Chart
on p. 76). Essentially, each player makes a standard 2,500
point army, and in addition gets a Lord-level character, a
capital, a watchtower, and a Supply Center. Thus, each army
could include two Lord-level characters, the overall General
and another Lord (usually a Wizard Lord), which is
included in the 2,500-point army. Most Games Masters will
want to prohibit Lord-level characters from being purchased
without special approval once the campaign is underway.
Any Games Master should feel free to adjust the size of the
starting forces based on map size, the number of players,
the types of armies involved, and the theme of the
campaign. For instance, in a campaign with two or more of
the same army, the like forces could merge their capitals
into a single enormous city (just double the number of
supply centers the multi-player realm is allowed to take). By
combining their forces, the players create a very powerful
realm to start with and will encourage otherwise disparate
foes 1o band together against the larger enemy, A Games
Master may also alter some of the player’s starting forces to
fit a theme. A great example is a Dwarf player with a force
double the points size of any other player: however, all
combined, the evil armies will vastly outnumber the Dwarfs.
The other gamers are not necessarily allied with each other
but will certainly help each other out by fighting their
common enemy. The theme of Dwarfs stubbornly holding
onto their kingdom against hopeless odds sounds like a fun
idea around which to base a campaign and is a typical
Warhammer situation.

Starting Positions. How each player picks or is assigned
his starting area is normally up to the Games Master. Again,
the decision really comes down to the kind of campaign
you are running. After all, if your campaign is set up around
Chaos armies storming down from the North, all Chaos
players will have to start the games with their realms
located in the North. You might make an exception for a
Beasts of Chaos force emerging out the forests, but for the
most part, your storyline has already set up the starting
positions. More open campaigns, such as one in which
many different races attempt to control the water holes in a
desert region, could have players dicing off to determine
the order in which they choose the sites for their realms.

Record Keeping. As a player or Games Masier, you must
take careful notes to keep track of the composition and
casualties of army banners and Standing Forces, Supply
Points, Character Injuries, weather, and Season’s End Phase
results. Players are responsible for having their roster of
different banners, characters, and Standing Forces updated
at all times, Although small, at the top right is an example of
a campaign roster sheet.
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Starter Packets and Newsletters. There are twoy
different types of paperwork that a Games Master @
use to help organize his campaign: Starter Packets,
and Newsletters.

With a Starter Packet. the Games Master hands e
his players a packet containing all the information
players need to “get started” in the campaign: the
background story of the military and political sit
derails about the area in which the campaign will
place, a map, some quick notes on what each play
need to provide (like starting forces, names of
characters, etce.), a list of some of the basic rules (i
movement, battles, casualties, and turn sequence)
the like. The Starter Packet does not need to be le
In fact, the shorter the beter.

Newsletters can take many forms, but they are reall
a way of passing on news, celebrating some of the
battles and events in the campaign, and having som
fun. It is not necessary for the Games Master to d
the work, but he should try to ensure that each plagi
news is passed on to the other players. .

Newsletters can take the form of diaries. war logs, 0
newspaper gazettes. Not only are these fun readi
the action is over, but during particularly long
campaigns, they can serve as reminders of who
whom, which characters have been pointed out fo
special revenge, and exactly how different battls
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and Veteran Abilities. One of the joys of
campaign is watching your realm, strategies,
develop. Building up a characterful and/or elite
special abilities or equipment is also lots of fun.
few equipment upgrade options that can
Random Events, but there are no set rules for
ncements. Here are two options a GM might
sider.

its. Veteran Points can be used for units and

. Perhaps regiments gain 1 Veteran Point for every
or won, with additional Veteran Points

or slaying enemy units and characters. The

o this system is that it is another thing to track.

evements. Some Games Masters just keep an
‘truly heroic achievements by a unit during the

a battle. For instance, a unit that holds a bridge or
against overwhelming odds could be rewarded
harn rule.

s can either pick and choose an appropriate
ty, or they can have the player roll on the chart
thc unit has gained the required Veteran Points.
deration, the extra abilities and notoriety can

d excitement to the games.

-

VETERAN ABILITIES (2D6)

unit has learned the secret of fighting against

ored foes! All wounds caused by this unit are made
an additional -1 save modifier o the enemics’

or Save.

nit is determined and now may use the

o rule.

Charging. The unit may reroll missed to hit rolls
g the turn in which the unit charged.

1o its particular success, the unit has acquired a
reputation. The unit now causes Fear.

Killers! The unit may pick any single

mer rce and thereafter suffers Harred

inst them.

unit has developed an expertise with its

and is now +1 WS or +1 BS. The player
choose which.

! The unit may reroll a single die each round

- single to hit, to wound, or armor save roll).
has seen it all and is now fmmtine

chelo)!

with missile weapons, the unit may Stand and
et when charged and does so without the usual

ank! The unit has become incredibly proficient
ng extra attacks from the back ranks. If armed

, an addidonal rank can fight For spear
rule enables the unit to fight with two ranks
ping and three ranks in other ciccumstances.
with weapons other than spears, half of the
rank (rounding down) gains a single atnack.

= 2]

pot! At the start of almost all of our

of the most commonly asked questions
1 enemy, can | take his magic items and
"This question is problematic, as a

of “no” isn’t very interesting and a
‘“yes” can lead to many many

is a handy way of solving the problem.

'tof the time, when a character is

_' therwise, it is hidden, broken, or lost,
e always lost.

War Machines. Where appropriate, a victorious
army may attempt to salvage enemy war
machines. Roll a D6 for each one that was
captured (not destroyed). On a result of 6, the
weapon may be claimed and crewed. Note by “where
appropriate” we mean the GM makes the decision! This
is a gut call, but the GM should consider the following
types of questions. What self-respecting Wood EIf army
would ever stoop to using a Goblin Doom Diver? It is,
however, possible to imagine that Goblins could figure
out how to work a Cannon. Each captured war machine
will only fire D6 times (due to lack of ammo, lack of
trained maintenance crew, malfunction, or the like).

Saome Empive Militia run i fear from the emerging Shaven tunneling device

Advice for the Games Master. We've tried to fill this
chapter with as much good advice as we can pack in. The
truth, however. is that, every time you start a campaign.
there are always elements that the GM or players have to
make up on the spot. How much does it cost to put a
defensive wall around a town? How long does it take 1o
chop down trees and make rafts? How can a Chaos player
persuade more Empire citizens to join his nefarious cults?
Can a Champion ever progress and become a full-fledged
Hero? Remember to write down your new rules so you
can duplicate them later (or at least see where you went
wrong). Good luck!

Using Your Omnipotent Power. A Games Master is really
in a unique position to keep a campaign on track and
interesting. Sometimes a GM would do well to cause a
little interference for “the good of the campaign.” Say. for
instance, that one player’s army starts far outstripping all
the other players, a situation that produces too many
lopsided battles and threatens to end everyone's good
time premarurely. There are many ways a dominant army
can be beaten down a little bit. Introduce a new player
who is the arch-enemy of the dominant force, a third-
party mercenary army that could be controlled by the
GM, a bad series of Random Events, or some horrible
natural disaster. There is nothing wrong with a little
steering or guidance from a Games Master. However, too
much will disillusion players, as they'll think their fate
isn't in their own hands (which it should be). Always give
players a chance to help decide their realm’s destiny.

Our best advice really is to keep it fun. After all, everyone
set off on a campaign to spend more time playing and
thinking about Warhammer — not necessarily to spend a
lot of time working out rules. However, should you come
up with some excellent new rules or further clarifications,
by all means send 'em in to us. We're always looking to
add and share more campaign rules and advice. Keep a
look out for updates on the Games Workshop web site
and the pages of White Diwarf magazine,




CHAPTER 5

COMPLETITIVE GAMING

Whllc campaigns test a number of strategic and tactical skills, many players are driven by age-old
competitive instincts to find out simply who is the ]:l:ttcr tablctop general. Who has better factﬂ:s
Who, at the end of the day, has built the better army? This ¢ t
on the field of honor and settle once and for all who is the hcﬂcr Warhammcr player.

discusses several ways to test your me

INDIVIDUAL CHALLENGES

A one-off game is not enough to determine who is the better
tabletop general between two opponents. One self-
destructing war machine, a panicking unit here or there, or
just plain bad dice can sometimes defeat even the best
Warhammer general. To determine once and for all who is
the greater general, we came up with not only the perfect
way to throw down the gauntlet but also an ironclad method
of proving who is mightier. Enter the Deathmatch Challenge.

DEATHMATCH CHALLENGES

Sooner or later, everyone runs into one of those opponents
who needs to be taken down a peg. Maybe he beat your trial
army. Maybe he was lipping off to the rest of your gaming
club. Maybe he's never let you forget that one game in which
he destroved your army to the model. How about those
opponents who have been playing for years and think they
know it all? Well, they can talk the talk, but can they walk the
walk and prove their boasts on the tabletop? A Deathmatch
Challenge is a series of one-against-one, relatively straight-up
games designed to determine which player is the champ and
which is the chump. This three-game series is designed to
minimize the effect that dumb luck can play in a single game
of Warhammer. A single beating can be chalked up to the
winds of ill fortune, but three such losses constitute

a trend!

The Challenge. When the stakes are high and honor is on
the line, there needs to be some ritual and pomp and
circumstance! Think of the elaborate Super Bowl build up,
the fanfare of the World Cup, or the final competition in any

DEATHMATCH CHALLENGE

I I ear ye, hear ye,

I, , hereby CHALLENGE

sport or game. To provide an official air (and encous
some good smack-talk too), The General’s Compend
includes the following Challenge Certificate with w

may throw down the proverbial gauntlet, (This form
available on the GW web site. www.games-workshap
pdf form for challenging your e-mail-cnabled friends
can just print it out and hand-deliver this ominous mé
of doom,)

Deathmatch Rules. So with quaking knees, your o
to stand up to you. Here are the rules to get you un
First off, you must use the same army for all three g
You may switch your points and troop types around
game to game (which can be an effective ploy), bl.lt

cannot switch army types. In other words, if you phi
Scenario 1 with your Ore & Goblin army, you can't p
Scenarios 2 and 3 with anything but Ores & Gobling
you must complete all three games or forfeit maximuii
points. Why put this rule in? Some plavers, sure Uf:j
might of arms. will enter the Deathmatch ill-prepared
losing their first two games, these players face the l#
no chance of winning. It is still possible to earn back$g
of your honor - so never give up!

Deathmatch Terrain. As the scenarios suggest, the
battlefields for all three games must be set up by us
method that is agreeable to both players.

SCENARIOS AND POINTS TOTALS
Scenario 1. Play a Pitched Battle exactly as wrill
the Warhammer rulebook (pp. 199-200) with
points per side and no variations.

you, . and your so-called

army to a full-fledged DEATHMATCH.

You have 1 full week after today (_/_/_ ) to:accept the challenge and schedule round one. Your other options
are to offer real world excuses about why you can't schedule the battle, or you can slink away like a yeliow-
bellied Snotling, leaving your pride behind you as you creep back under the pond scum that will hide you.

Gamas Workshiop grants parmission 1o photocupy this form.




Play a Pitched Battle as described in the

e rulebook (pp. 199-200) with 2,000 points per
itdeploy the troops of both armies according to the
i) rules after terrain is placed and board sides
Lchosen (see below). Once both sides have

i their Hidden Set up, players reveal their armies to
and then place any Scouts according to the

ules for Sconts. To determine who goes first, roll a
gher-scoring player may choose whether to go first

or second (note that with the Hidden Set up rules,
there is no bonus for finishing deployment first).

Scenario 3. Play a Pitched Battle as described in
the Warhammer rulebook (pp. 199-200) with 2,500
points per side, but use the following additional Victory
Point conditions, Table quarters are worth 200 Victory
Points each instead of the usual 100. If 2 General is slain, is
fleeing, or has fled off the table at the end of the game, the

EN SET UP

e many ways to do a Hidden Set up, and you
choose the one that is easiest for you. The
pportant aspect of a Hidden Set up, of course, is
enemy knows neither where you are placing
ps nor which troops you are bringing to the

her, your opponent will be surprising you as
te are some of the easiest ways to achieve a

mies bave been deployed with the Hidden Setup rules.

ywn the Middle. After the terrain has been
board sides have been chosen, assemble a
ier. As shown here, the gamers have

er of handy boxes down the middle of
oard. If any terrain pieces need to be:

1 mark their spots with coins and

ain later. Note that when this method
«can still see one another, but they
troops on the enemy side.

kil to deploy your avmy nisshe map methoel
ek donel vy wan o do a Hidden Scrap
errain has been setup and board
osen, each player makes a hastily
 of the gaming board. ©On his map,
out where each of his units will be
ed. After both players have finished
¢ their troops as they are shown on

the map. After deployment is complete, players
exchange maps to ensure that their opponent has
followed the plan in the drawing. If, by odd chance,
one player forgets to draw a unit on the map, his
opponent may deploy the unit instead (the unit must
be deployed facing the enemy and may not be
deployed in Difficult Terrain).

Hard, armits deploy byusing the govnter méthod emember, you canbed |
SHeaky gt by-inclivding s lor of duni courniters o throt off ¥un
vpponent’s game

Counters. Give each unit in your army a number and
then mark the same numbers on chits of paper or
other tokens. Place these counters on the table exactly
where you'd like your unit to be deployed. A cunning
player will also add a few “dummy” counters. that is,
counters with numbers that do not mateh up with any
of his units and are just there to mislead his foc.

Here. the players meke wse of special rigging

Special Rigging. If you have a permanent gaming
table or a fixed club facility, it's easy to rig up a sort of
laundry line from which you can hang an old sheet or
some other material to span the gaming table. This
solution is only practical if you have a permanent
gaming space.

=87 -



opposing player may claim 200 Victory Points,
instead of the usual 100, in addition to the Victory
Points earned for destroying a unit.

Scoring a Deathmatch. Each player should use the
Deathmatch Scorecard (also available as a download) to track
his Victory Points after each game. Once Scenario 3 is
completed. each player should add up (and double check) his
Victory Point total and then deduct his opponent’s total from

The army of

versus the army of

his own. A player can be tied (the same score); ahead of
his opponent (a number in the positive), or behind his i
(a number in the negative). But just how close was it?
Some players may state that having but a single point
more than their foe is a clear victory. However, after
playtesting, we think that the breakdowns listed at the
bottom of the page provide a more accurate description
of the outcome of the Deathmarch.

THMATCH CHALLENG]
SCORE SHEET

Player One Player Two
Scenario 1 Results Scenario 3 Results To determine Victory Points for
Player One Victory Points Player One Victary Points Scenarios 1 and 2, use the
Player Two Victory Points Player Two Victory Points standard measures found in
Scenario 2 Results Total Victory Points your Warharpmer rulebook on ol
Player One Victory Points Player One Total 198. Scenario 3 uses most of
Player Two Victory Poirits = Player Two Total the same measures but adds

some additional bonuses.

RESULTS
Winner:

Difference in
Victory Points To determine the difference
in Victory Points, deduct

Loser:

your foe's Victory Points
total from your own.

Gamas Workshop granis permission to photocopy this form

IF YOU HAVE A SCORE IN THE POSITIVE
0-150 pts. A well matched slugfest! This Deathmatch
reflects the classic situdtion of an irresistible force ;
meeting an immovable object. There can be no talk of
mastery here, only ralks of a rematch.

151-300 pts. You have the slightest of advantages. In a
protracted war, your upper hand would teeter on a
knife's edge, and by no means can you deelare victory.

301-400 pts. A hard-fought, minor victory. Your side
has won, but the costs are heavy. If all your battles
extracted such a high toll from the lives of your
troops, your future as a general would be in doubt.
401-500 pts. A brutally fought, costly win, which is closer to
a Pyrrhic victory than a4 heroi¢ one. However, enough

distance benween your opponent’s might of irms and your
own has been established 1o declare victory.

501-1,000 pts. A victory. You have beaten your
opponent and won the Deathmatch.

1,001-3,000 pts. A solid victory. Let none dispute
where the battlefield! thonors have fallen.

3,001-6,000 pts. A glorious and triumphant vietory.
Your foes are ¢rushed, and your reign as'warrior king
shall be unquestioned. The tales of your deeds on the
fields of battle will be long remembered. '
6,001+ pts. Massacre! You have achieved ultimate
victory and will suffer no rival. All must bow to your

# vast superiority and immeasurable strength.

501-1,000 pts. A loss. Your standard is

IF YOU HAVE A SCORE IN THENE
0-150 pts. A well matched slugfest! This '
reflects the classie situation of an irresistible fo
meeting an immovable object. There can he ric
mastery here, only talks of a remateh.
151-300 pts. You've lost the edge. While
foe are almost neck and neck, ;
advantage 4gainst you. Hoﬁreﬂ*r, even
of enemies must give your battlehcid EI€B(§$(

begrudging respect. e
301-400 pts. A well fought loss. Although
vou have still proven vourself to be amgh
worthy foe.

401-500 pts. A minor loss. Your side has l'
still retain your pride.

lowered. You shall not discuss the "might-
and must admit defeat.

1,001-3,000 pts. A rout. You have beer

~ beaten and driven from the battefields,

3,001-6,000 pts. A shameful rout. You
swept off the fields of glory like so m
opponent has clearly mastered you.
6,001+ pts. Massacred! You have experien:
defeat, Even if luck had been with you, you i
have lost. The less said the better. |

..-.;’818., . : : ',‘ '+



8 GRUDGEMATCH

hallenges flying around like a hail of Elven

5, the celebratory victory dances of the

phant, and the inevitable moping denials of

g side, it's obvious that some players, even
ey 've completed all three games of a

match, will still feel as though both their valor
etop genius have been erroneously measured.
ose with deadlocked scores in the Deathmatch
1 the fiercest of rivalries, we came up with

e) the Grudgematch.

warned. The Grudgematch is not for everyone
ainly not for the light of heart. This contest is a
more arduous version of the Deathmatch.
because you play more games and your

hip is tested further, it is the more conclusive
‘who is better. If you still want to show who is
he tabletop, there is no better way to prove it.

es for Playing a Grudgematch. The same

s must be used throughout the Grudgematch,
army list can be tailored to suit each game (note
ario 4 is an exception). A player may give up at
. but by doing so, he awards his opponent the
points score for the remaining games. The

s and scoring are as follows.

grants permission to photocopy this form.

» hereby CHALLENGE

, and your so-called

/102 full-fledged GRUDGEMATCH.

week affer today (/[ ) to accept the challenge and schedule round one. Your other aptions
World excuses about why you can't schedule the battle, or you can slink away like a yellow-
) Ieaving your pride behind you as you creep back under the pond scum that will hide you,

Scenario 1. Play the Overwhelmed scenario.

Scenario 2. Replay Scenario 1. Players reverse
roles, i.e., the Attacker from becomes the
Defender and vice versa. Each player plays with the
same army type he used in Scenario 1,

Scenario 3. Play a Pitched Battle exactly as written in
the Warhammer rulebook (pp. 199-200) with 2,000
points per side and no variations.

Scenario 4. Replay Scenario 3 with the exact same army
lists and rerrain, but players switch sides and act as
general of their opponent’s army.

Scenario 5. The Fields of Valor. Play a Pitched Battle
as described in the Warhammer rulebook (pp. 199-
200) with 2,500 points per side and the following
additional rules.

Who Goes First? The player who has accumulated the
most Victory Points in the Grudgematch thus far gets
the honor of going first.

Length of Game. The games lasts 8 turns (remember
that this game is a good old-fashioned slugfest).

Victory Conditions. Calculate Victory Points as normal,
but table quarters are waorth 200 Victory Points each
instead of the usual 100. If a General is slain, is fleeing,
or has fled the table at the end of the game, the
opposing player may claim 250 Victory Points, instead
of the usual 100, in addition to Victory Points earned
for destroying an enemy unit.

L L - .'?BQ.‘



OVERWHELMED!

ARMIES
The Attacker has 2,500 points, and the Defender has
exactly half that total or 1,250 points.

BATTLEFIELD

Set up the tabletop exactly as shown in the map.

DEPLOYMENT

1. The Defender sets up first in the Deployment Zone
shown on the map.

2. The Auttacker deploys next in either or both of the
Attacker Deployment Zones. The Attacking player may

divide his army as he sees fit, although units may not be

split up.

3. Scouts and other units with special deployment rules
must deploy in their Deployment Zones and may not
take advantage of their special deployment rules.

WHO GOES FIRST?

The Antacker takes the 1st turn.

LENGTH OF GAME

The game lasts 5 turns.

VICTORY CONDITIONS
Calculate Victory Points per the normal rules detailed
on p. 198 of the Warhammer rulebook but do not
board quarters.

SWITCHING SIDES

Switching armies is nota new thing to many ablctop
players, but there are still plenty of gamers who have
never given it a try. Quite simply, you will use vour
opponent’s army, while he assumes control of your
own lorces. It is a big challenge to face your own army
on l['lL‘ tabletop. Certainly, no one knows your own
army's strengths and weaknesses like you do, which
gives you a unique perspective on how to fight it
However, this advantage is offset by the fact that your
opponent is in the sanie situation. As an added
challenge, both of you are playing a force that you're
unaccustomed 1o commanding.

There are two factors to worry about when switching
armies. First off, you will be using someone else’s
models, and thar should always swarrant an exua degree
of care. Remember 1o tell an opponent anything he may
need to know about your force — which standards can
come loose if you hold the models the wrong way and
which models tend to overbalance and fall. Don’t
challenge someone to a Grudgematch if you aren’t
comfortable with that player handling your army. Next, it
is important to have a clear army list. You may be able to
decipher your own notes and scrawls, but chances are
your foe won't be able to.

This game is very telling, because it really chaﬂ Cnges
your abtlmeq as gtncrai Any mumament Vi

me; his army: list did." W’inni.'n'g the full set, thi
winning with your own army and against it, i§

For 3¢ certarin o feson retll play. bis High Eves anainst fobr) 54
dnSceranio 4 fobm will command fason s High Blves .'mrl.
the Bedsimen borde.

- 90 -




g a Grudgematch. Each player should use the
match Scorecard (also available as a download)
k his Victory Points after each game. Once

0 5 is completed, each player should add up

louble check) his Victory Point total and then

‘Lﬂ‘,/' . u-lfum‘l VEE.

fie army of
I Player One

versus the army of

deduct his opponent’s total from his own. A
player can be tied (the same score), ahead of his
opponent (a number in the positive), or behind
his foe (a number in the negative). The charts
below explain the extent of your victory or the shameful
depths of your defeat.

GRUDGEMATCH CHALLENGE

SCORE SHEET

Player Two

Scenario 1 Results
igr One Victory Points

iayer Two Victory Points
Scenario 2 Results
gr One Victory Points
Two Victory Points

Scenario 3 Resulis

One Victory Points Player One Total

Two Victory Points Player Two Total

Scenario 4 Results
Player One Victary Points

Player Two Victory Points

Scenario 5 Results
Player One Victory Points

Player Two Victory Points
Total Victory Points

To determine Victory Points for
Scenarios 1-4, use the standard
measures found in your
Warhammer rulebook on p. 198.
Scenario 5 uses most of the
same measures but has some
additional bonuses.

RESULTS

Difference in
Victory Points

To determine the difference
in Vietory Points,; deduct your
foe's Victory Points total from

JOSET:

your own.

\op rarils parmission o photocopy this fotm,

AVE A SCORE IN THE POSITIVE
 You've put the grudge in Grudgematch!
enge resulted in a deadlock tie after
ther player may claim superiority, Aim for

You have the slightest of advantages. You
fyou can call it 2 win, but you know it
)ss! A minimum of bragging rights have

You have won the battlefields and the
‘have been horrifie. You may boast,
a close call.

pts. Victory. You have won a rock-solid
ur foe and proven. that you have the

pts. Triumphant V:cmry You. havc won
eaten your foe decisively.

mashing Victory! You stand heaped
I e corpses of your defeated foes.
' 's'hou!d know his place now: '

acre! You meld fea: and clommation'

gl = ot

" and rout.
6,501+ pts. Massacre! Nothing went your way, and

IF YOU HAVE A SCORE IN THE NEGATIVE k!
0-300 pts. You've put the grudge in Grudgemarch!

This challenge resulted in a deadlock tie after

which neither player may elaim superiority. Aim for

a rematch!

301-700 pts. A slight disadviantage. If all the bartles
were close, then your foe may indeed have an slight
edge on you. If you lost one game by 4 large margin.
you can still claim it was all luck!

701-1,000 pts. A well earned loss. Alas, you must
admit defeat, but your hard fighting has caused your
opponent to reap a bitter harvest.

1,001-2,000 pts. A Loss. You were overmatched, but
yours is not-an entirely hopeless cause. '
2,001-3,500 pts. Beat down! Your army has been
handed a beat down of saga-like proportions.
3,501-6,500 pts. Crushing loss! You have been
wrampled over on the fields of battle and left in ruin

you now suffer ignoble and total defeat, If any of your
troops had been left alive, practice: and revenge would
become: your h}’wnrds

o . o ‘k"
- . (XTV)
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g THE NEXT STEP IN COMPETITIVE
¥y GAMING: TOURNAMENTS

After you've tried a Deathmatch or two and
maybe a Grudgematch, you may want to test your
Warhammer talents against a group of experienced
players in a tournament. Most Warhammer tournaments
are competitive affairs that pit groups of players and
their armies against each other in a series of games.
Tournaments can be round-robin-style affairs at an
informal club in which several players meet at a store or
someone’s house for a day of gaming or as large and
formal Games Workshop Grand Tournaments, where
hundreds of gamers compete for ultimate victory.

There are many ways to determine who wins a
tournament. Some of the usual factors are win/loss
records or Victory Point totals. Games Workshop's
Rogue Trader Tournaments and Grand Tournaments
add in points for hobby-related skills, awarded for
painting abilities and army appearance, as well as points
for sportsmanship.

How games are arranged and how opponents are
determined in each round of battles are defining parts
of Warhammer tournaments. Some events arrange
opponents randomly. Some use a round-robin style
system so that each player plays all the others. Some
match themed armies (like good versus evil). Some use
4 Swiss system to ensure that top winners always play
other winners with equally high scores.

Your best bet for finding a Warhammer tournament is to
check your local supplier of Games Workshop games

and miniatures. Many of these shops aren't just retail
stores, but hotbeds of gaming activity where you can
meet other gamers, post challenges, find out about
local clubs, and hear about upcoming events. Activity-
oriented shops often run their own Rogue Trader
Tournaments, RTTs are official events that are run by
shops or large clubs around the United States and
Canada. The tournaments are held at stores,
conventions, and sometimes specially booked event
halls. 1f your local store doesn’t run tournaments. why
not offer to help organize one with the management?
Most store owners would be overjoved to have
someone organize an event that will bring more
customers into their shop.

Grand Tournaments are run by Games Workshop and
are weekend-long affairs that take place in various large
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5 and convention centers across North America.
ange from big to absolutely massive in size (some
400 players strong). Even if you aren’t playing in a
i you may want to stop by and check it out. GT8 are
acular events with many marquee tabletop

ils and painters showing off their talents.

Afthere just aren’t enough tournaments in your area or
—worse ver — no tournaments at all, why not put on

Wour own event? Below, you'll find some quick and easy
Shggestions about starting your own tournament that
e collected from a host of events veterans here at
Wames Workshop.

Small. Run a single-day event for your gaming
dies (or club if you are that organized). Keep any

group!

Keep in mind that your biggest challenges will
hably be getting enough players (you'll need
four), finding enough room, and gathering

A good idea that many clubs bave discovered
ave everyone get together for an evening of

0 building before the big event. One word of
ing; if everyone starts building wildly different

n types irt slightly different scales, you will have a
le looking playing field. Itis best to ageee on

it you will build and how it should look before
flock, glue, and terrain materials start flying!’

e Length. While players are gaming, they will

e 4 preat time, and as such, the organizer should

10 minimize any standing around or milling abour.

itk reasonable game lengths and stick to your schedule
miich as possible. We'vefound that 2 to 2 172 hours

o he ideal for games ranging from 1,500 102,500 points.
i your tournament is longer than two or three games,
time to eat and drink. Even horrible dice rolling is
what tempered by being well fed and supplied with
favorite beverage.

arios. It is fun to try some different scenarios and

. but don’t go averboard at fisst. Players want 1o
Warhammer, not interpret elaborate, multi-part
arios! For your first attempts, stick to the basics.
you've mastered the terrain gathering, organizing,
il timing, try mixing in some new seenarios. Make sure
ytest them several times first!

Themes. Themed tournaments are really fun, but make sure
you've mastered the basics before you attempt one. Themed
rournaments include special rules or scenarios to:link all the
games together. For instance; all the games could take place
during a blizzard; Players would fight on snow terrain, and
games would include special ice storm rules like the ones
described in Chapter 6. The Warhammer-world is full of
evocative places, and it should be easy to come up with
dozens of ideas for potential settings, special terrain
features, and scenario rules. A themed tournament could
dlso be a simple 45 a tworon-two allies event (for which we
suggest using the allies rules in Chapter 7). A list of possible
tournament themes follows.

TOURNAMENT THEME SUGGESTIONS

Play each game on special tables with unique terrainand
Custom scenarios.

Siege tournament (allow a bit more time for each game).
Weather rules that affect moving, shooting, or combat.

Special magie rules (€.g.. increase or decrease the number of
Power and Dispel dice generated each turn, or increase or
decrease the number of spells each Wizard may use in

each game).

Allies in the tournament (e.g., two-player on two-player
games: each player may bring a Core regiment of allied
troops up to-4 predetermined points valug; or each player
must bring one Dogs of War regiment as a Rare choice).

Historieal tournament. Each game re-enacts a barttle in a
majorwar in the history of the Warhammer world:

Story. Each game is a battle in a single war for which the
tournament organizers have written a background story. At
the end of the tournament, winners are declared as normal,
but a winning side (the good or evil side) is also declared
the winner.

AT



CHAPTER 6

HOSTILE TERRAIN

hoosing your battleficld well and making sound use of terrain are signs of superlative generalship. At

times, the landscape of the Warhammer world can be as destructive as one’s enemy. These rules and
guidelines for hostile terrain can be incorporated into one-off games, competitive challenges or tournaments,
and campaigns. The rules are easy to learn for beginners but also offer tactical challenges to veteran players.

EXPLORE YOUR WORLD

This chapter describes dangerous and unusual
battlefields and how they can affect your games. These
rules can be added to almost any kind of Warhammer
battle and will have a particular appeal to players and
terrain builders looking for new and unique challenges.

How did all of these ideas come about? While our

regular gaming group was discussing the finer points of

Warhammer and our upcoming campaign in the wilds
of the Empire province of Ostland, the talk turned to
the Deep Woods.

The Empire is full of vast tracts of forest punctuated by
small clearings where the cities and civilized areas are
located. Aside from these populous areas, the lands of
the Empire are largely forests full of predators and
agents of Chaos. Even the interconnecting roadways are
dangerous because of lurking brigands or worse. Why
then do most Warhammer battles, ostensibly set in the
Empire, take place in clearings? Empire forees involved
in a border dispute with the knightly Bretonnians
might well choose a clearing to settle the score.
However, a cunning Beastlord would always prefer to
fight in the dark heart of the forest. What kind of battle

% q v

il

conditions would exist if an Empire army dared to
march into the tangled inner sanctum of the Beastmen]
This discussion led us to consider different types of
battlefield terrain, to generate rules that would refleat
the difficulty of maneuvering and surviving in such
places, and to create fun alternatives to the standard
arrangement of two hills, a house, and a copse of trees

EXOTIC LOCALES

We don’t have space to nail down every imaginable
battlefield, but the following formula and subsequent
examples should give players a template from which
they can devise their own unusual battlefields.

What Is It? A thorough description of the grounds and
the types of lands in which hostile terrain might be
found is always a good place to start.

Battlefield Rules. Tow will the terrain and/or climate
affect the game? What are some options that spring to
mind when envisioning this type of battlefield?

Scenarios. At least one scenario in the special setting.

In this chapter, you will find rules for battlefields in the
Deep Woods, Frozen Lands, Dry Desert, Volcanic
Regions, and Chaotic Landscapes.

*

: )
™

Bt Sin L don't think (t's wise to follow the beasts back into their lair'
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E DEEP WOODS
copse of trees is a common addition 1o
mer battlefields, but what if your game took you
the eaves of an immense forest, like the dark and
etrable Drakwald?

ar normal Warhammer battlefield is all open space
fes patches of forest on it, imagine just the
ite — an entire 4' x 6' gaming table that was all
ed in forest except for the odd foot path or
taring. There are innumerable forests in the

ammer world where just such a battlefield would
s norm. The Wood Elf realm of Loren has seen
warfare, and if the grim roads through the Forest
adows could speak, they would tell of countless
men ambushes.

ING IN THE DEEP WOODS

fing a battle in the midst of a massive forest opens
an enormous number of options and gaming
ssibilities. Here are some rules and situations you may
00se 10 incorporate into your battles.

pting Loose Formations. This special rule accounts
units breaking formation in order to gain speed in
t [orest.
fhout this special movement option, a normal unit
Moving through a forest would move at half speed (per
the Difficult Terrain rules) or quarter speed (per the Very
Wifficult Terrain rules). In addition, such a unit could not
Warch through the forest. Thus, a human with a
Miovement of 4" would be capable of moving only 2" or
14 turn, depending on whether the forest had been
“tlssified as Difficult or Very Difficult Terrain,
Ngespectively. Under the standard rules then, all-forest
Loames are more of a chore than a challenge. Therefore,
Mopting Loose Format ions was born.

; player who wants one or more of his units to adopt a
bose formation may declare his decision to do so in the
Movement Phase. The unit may now spread out (up to
12! apart) and will have an easier time moving through
dense terrain. Units in loose formation may move
-_mup,h Difficult and Very Difficult Terrain in the same
anner as Skirmishers (i.c., they have no movement

penalty and the ability to move at double pace).

frge Doerel 18 atlmost
covered in forest for
Direp Woesls e

Units in loose formation do not receive a rank
bonus in combat, do not take away an enemy’s
rank bonus if attacking in the flank, and may
not add the normal +1 bonus to Combat Results for
having a standard. Units in loose formation may not use
the General's 12" Leadership range and, unlike
Skirmishers, may not charge in a 360° arc. Instead, units in
loose formation maintain regular unit facing and have a
standard 90" charge arc.

In order for a unit in loose formation to reform into
regular ranks, the controlling player must declare his
intention to do so in the beginning of the Movement
Phase. It takes the entire turn to reform, and units
changing formation may not shoot. Units may not change
formation while in engaged in hand-to-hand combat.

ADVICE ON FIGHTING WOOD. EIVES AND BEASTMEN
IN THE WOODS

There is a reason that Beastmen and Wood Elves have never
been driven out of their forest homes! With their ability (0
move freely through woods, these armies haye 2 decided
advantage in their naral element, and there is no reason
for many urits of Beastmen or Wood Fives ta employ the
Adapting Lodse formation riles: Not only cin these roops
maneuyer guickly through the woods, they can also maintain
tanks (or unit strength/in the case of Beastmen) #nd use
their standards in the woods: I you ire playing ina Games
Mastered camprign against a strong contingent of Wood
Elves ur Beastmen, you will bave whard time consistently
winning against them in their awn environment! Hither lure
them into a batfefield of your choosing ot plan an
outnuimbering them! In one-off games in the Deep Woods,
ey adding 25% more points o any (e going up. AgAINSt
ecither the Wogod Elves or Beastmen. 3

Ladts in both rewilar and Toose foroations.

Inedliviieiuclly Besed tives ke this -
one dre feritasee for beavily .
wooded bartlofields The trids (ool I
aritt envied give ihi falile o it fovest feel, Bt even betier
Ve carn simply mote 1 livicieal trees ot of the way
b VoL roed 1o ianenver- troofs tir segly the area!

———
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Under the Canopy. The following rules describe
shooting and charging inside a forest.

‘ MAKING SMALL FOREST BASES

Some forests are acrually easier to maneuver in once
you pass their borders. The high canopy of the tall
trees cuts off light at the ground level, which reduces
the tangle of undergrowth that blocks line of sight and
impedes movement. When a scenario uses this rule, the
following changes are made.

# Missile fire is reduced to half range when both
shooter and target are in the same woods (i.e.. Under
the Canopy). 1f shooting from the woods at a target
outside of the woods, say one on a road or in a
clearing, remember that the undergrowth is thicker at
e — . ; the edges of the forest where more light can reach the
Start with a piece of beveled Masonite. Cut and ground, and the usual rule that allows only a 2" line of
sand & foam hill into which you will set the sight through woods applies. Likewise, a model

treees; Attach the foam to the base with Liquid shooting from a clearing or from a road may only see
Nails. Fill the cracks with spackling compound. and penetrate up to 2" into the woods.

* When shooting {nder the Canapy. that is, when a
shooter in the woods fires at a target in the same
woods, the shooter suffers a -1 penalty to hit to
represent the plethora of cover available.

# When you're using the {nder the Canopy rules, a unit
or character that wishes to charge may see more than
the usual 2" in 2 woods so long as both the charger and
the target are in the woods. However, in order to
charge a unit in a clearing or on a road, the charger
must be within 2" of the edge of the woods to peer oul.
If a unit in a clearing wants to charge into the forest,
the target must be within 2" of the edge to be seen.

Hidden Set up. With all the cover, dark nooks, and
rwisted tree boughs, the forest offers a perfect site from
which to launch an ambush. Any army that is allowed
to use Hidden Set up (per the scenario rules in play)
can take advantage of the following rules.

Sink an assortment of trees into the foam base
and attach them with hot glue. Next, texture * Instead of deploying as usual, a player using the
the base byaffixing sand, rocks. and pieces of Hideden Set up rules may place a lone counter for each
pine bark with wood glue. unit, war machine, or independent character that
would otherwise be placed on the board (remember o
label or number the counters so they correspond to the
correct unit later!). Additionally, the player may set up
another six counters marked D. These are “dummy”
counters and represent the enemy hearing normal
noises like snapped branches and the creaking of trees
Make sure to place the counters face down so that yous
opponent can't see which ones represent units and
which represent dummies.

* Until revealed, counters may move 6" or march 127

# Counters must be revealed (that is, replaced with
actual unit) if an enemy approaches within 8" of the
It is possible to charge counters, but you may not shog
at them or target them with spells.

Paint the sand, rocks, and pine bark to match

vour gaming table. Prybrushing is the best

technigue for this step: When ev

painted, affix static grass to the base with white

glue. Next, use hot glue to attach coarse

foliage to the tree limbs anid to the base to
_represent shrubs and leaves: . »

Per standard rules, when firing into Per Under the Canopy, nio
the woods, models carn shoot i shoot gt targels i b 2

) 1 i i 3 i)
targels within 2" of the edge ared, hut range is halos




"

¢ attempting the Break Out is trying [0 get as many
as possible through the forest and off the opposite
edge to safety. The Ambushing side’s objective is to slay
ny foes as possible and to prevent them from escaping
outhern board edge.

ES

armies are chosen from the Warhammer Army lists to an
eed points total.

ATTLEFIELD

pbattlefield is entirely covered in forest, save for a road (no
' an 3" wide) and three clearings (approximarely 12" x
). A few scattered boulders lie on the forest floor

EPLOYMENT
bushing Force deploys all its counters first, then the
Out Force deploys. Finally, the Ambushing Force player
f rearrange or redeploy up to three counters.

IHO GOES FIRST?

e Break Out force goes first.

ENGTH OF GAME

e seenario lasts for 8 turns or until one side is entirely
ned out or routed off the table.

BREAK OUT FROM THE FOREST

A beleaguered force tries to push through an ambush to get out of the forest to safety.

BREAK GUT FO

BREAK OUT
DEPLOYMENT ZONE

DEPLOYMENT

SPECIAL RULES

'This scenario is played with the Adopting Loose Formedions
and [nder the Canopy rules. In addition, the Ambushing side
may use the Hidden Set 1p rules to deploy its counters/units
anywhere in the marked zone.

VICTORY CONDITIONS

Use the Victory Points rules from the Warhammer rulebook (p.
198) to determine which side has won. The Break Out Force
commander may also add double the Victory Point value of
any of his units that escape off the Southern board edge
(though not by fleeing) to his total number of Victory Points.

Pon't trayel the dark woods, except at need.
If forced to enter, make haste and speed.
| Stick 1o the path and travel by day.
Beware the Beast and to Sigmar pray.
Children's Rhyme from the Reikland Region

EW
are trying to slay one another and claim

eld.

S

miies are chosen from the Warhammer Army lists to an
points total.
FIELD

tlefield is entirely covered in forest. save a single wide
in the center that may have long ago been a small

¢ or meadow dwelling of woodsmen. A few roads lead to
clearing.

NT

roll 2 D6. The higher-scoring player may choose
side. Players take it in turns to place units as normal.
all units have been placed (including Scouts), each side
any single unit to represent the armies attempting
neuver the other and the disjointed approach of the
0 gh the forest.

| GOES FIRST?

s roll 2 D6. The higher-scoring player may choose
it or second.

DEATH IN THE DARK WOODS

Two armics march almost on top of each other in the dark heart of a deep forest. Battle and bloodshed ensue.

LENGTH OF GAME
The scenario lasts for 8 turns or until one side is entirely
wiped out or has fled the tble.

SPECIAL RULES
This scenario is played with the Adopting Loose Formations
and Under the Canopy rules.

VICTORY CONDITIONS

Use the Victory Points rules from the Warhammer rulebook (p:
198) to determine which side has won. When counting board
quartess in this game do NOT include the clearing arca. The
clearing, in ¢ffect, is a fifth territory worth a bonus 300 points
to the army that can claim it. To determine who controls the
fifth territory, add up the combined Unit Strength of all non-
fleeing models in the clearing for each army. The side with the
higher sum controls the fifth territory. The other table
quarters, outside the clearing area, are controlled as normal.

il AR ) s A/ N
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Hcrc. you will find
quick step-by-step
instructions for building an
enormous forest base with a lift=
off canopy. On the facing page, you
will examples of lavaand ice ferrain

and battleficlds.

BATTLEFIELD
SHOWCASE

EXAMPLES OF SOME HOSTILE TERRAIN

v
Bl by makivg the wnderlying structire of the
cetttopy ot of foam scrapy. More variation will
mcikee 1t ldok more naneal,
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Cover the hiafarity of the foan with a
polrethane foam sealant (the kind that comes
in a cotrr witha Haz=le) Thi product we tsed is
called "Grvar Stufl Veomd showld be avatlable at
mastBgrdware sores

I

Lot the sealant dry andtien spraj the canopy
with greenspray paint: 1S okay {f the pedat gats
)t it oty expesed foami,as it 1ill be cotered
wip-in the next stepcNext, sprey the surfaca itk
spray adbesivedid sprimkie some green fock
over the whale piece” This steprshotld keep the
crachs lopking greet e stmilar fo e

surface treatment.

1o finish offthe canopy, glue chinks of coarse
Jolicage 1o the canopywith bol glue. Tryto wse da
sariery of eolbrs for nore pistal interdst. The
green spray aned flock applied before this sep
should bideanivareas in the cracks. Rememberio
glue folicge all heplay around the lower lip of
the canupy.io hidewhere it foins with the base.

The tree frunks were made front sicks gathered

from the backyard. Tryto select sticks thar are g

too dry orbritde. To strengtben then, spread sonk

spackiing compotnd ovédr ihe surface of the stids
\This step will Belp tiwnilast lowger and restst

decay When dry, pamt the sticks Scorchied g,?n}n'vg
and @iy brish them with Codex Grey i

l The hase is made - the traditional way with
piéce of beveled Masonite and a foam bill. Al
the bill to. the base with Liquid Nails aud [T any
gapswith spackiteg eampod wa.ﬁ;_a plece of
thick foam for vour bill, as you will e stnking the

) MOre SUpPOrt.

tree trunks info the foem. A icker piece will qffer

Dis Beiles irie

Qutint aned-deive the textivred tufgs

yYou sheade i Steh 5 ineitbe bales Gllie them in place

wwith bot gl Mede your pvigs & ungform:leqgth o
suppert the canome When gluing your fuies in plece,
fucatie (he center of thebase opent so'that s mdy be
mored ihrough the ipads easily. Tettirehe base
with sand cnd plegssof pisbark "

Hairit and drybrash the base of the piece !
ictch Vorr Ganiing surface. Affix some statie
orass ta the base with white plug and some
course foliage to the outermost tuigs with bt
gle Place the canopy on top, and you'll bave
a [orest section that looks great aud & tery,
functionalion e battlefield
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e really ger créative with your fce- These rocks were modeled such that they lool s These trees were altered to fit into.a winter |
diterrain, as this picture pf ice crysials thaugh they re restiniz in a snow diift, We first glued landscape v simply drybrashing them with |
& from focm dlustrates You probably the rocks (obich were made from foam) 1o the table Skl White, Little details like these greatly |
vl come aerass something like this i the cireed then butlt up the cirea around the base with enbance the realism and detatl of vour winter- /
al worlel, bt in the fantasy world of spackitrie compotned. We ysed our fingeis (0 smooth themed terrain
beantpesn: anyithing poes! oul the transition between the rocks and table,

Hapa rocks, start by roughly shaping Glue the foam rocks to a Masanite base with a Hand patnt the vocks with Chaos Black (spray
our of pleces of foam. Then, with-a beat strong adbesive like Liguid Nails and set it aside paint will ear the foam) and drybrush the
open flame. burn the foam to form a to-dry Next, fexture the base with small rocks and surface lghtly with a 30/50 mix of Chaos Black
of pock marked crarers over the sand by applying wood ghie (o the base and and Codex (irey. Add increasing amounts of
sprinkling the ground cover over the glue. Bleached Bone ta vouwr mix for each successive
drybrush until voarare bappy with the resilts.




THE FROZEN LANDS

In the far north are vast steppes of snow and ice,
and in the lands of Kislev and the northern parts
of the Empire, the winters are long and cold. Days
are short, and if there is any sun, it is pale and ineffectual.
All too often, the slate-grey clouds are low and heavy with
(')l"lC{'}l'l'].i.I"lj:’_ Snow.

A battle set in northern winter climes can include snow-covered
woods and fields, frozen rivers, sudden blizzards, and biting cold
that can freeze even the magical joints of the Undead!

GAMING IN THE DEEP WINTER

Whether your scenario is set in the lands of the Ice Queen or you
are simply playing out a scenario in the midst of a deep winter
storm, here are some additional rules to add some chill to

your games.

On Thin Ice. Many armies choose not to march to war in the
depths of winter. However, when an especially bitter spell of
weather freezes a mighty river, the natural barrier becomes an ice
bridge for invasion!

Often, a river doesn’t quite freeze completely, Sometimes, a few
channels of running water remain, or a partial thaw has made for
some patches of thin ice. Roll a D6 for each unit, character,
monster, or war machine that is attempting to move across a
patch of frozen ice. On a roll of 1, an incident has occurred. Roll
on the lce Chart below and apply the results.

s = ¥
r ICE CHART (D6)

1 With a frightening rush, the unitymodel falls through the
ice! Each model must roll an armor save. If the save is
made, the model is pulled down by its weight and lost. If
failed, the model has gained its footing and remains in
place. War machines and Chariots automatically go under
and are lost

b

A narrow, deep crack opens up in the ice, and D6
models must make an Initintive test to avoid falling in
(6's always fail). Models thar fail their test are lost for the
game. War machines automatically go under and are lost.
3  The unitmodel hears a loud creaking sound and stops
moving to avoid fialling through the ice. The unit may
not move this rurn but may fire and cast magic
as normal.
4 Slippery! The ground turns o mush. and the unit is

reduced to half movement rate (including half distance
for marching or charging).

5-6 An ominous cracking sound makes everyone nervous,
bt the ice holds. The unit may act normally.

Snow Drifts, Areas that are subject to Siow Dvifts are hard to
cross. Units traveling through Snow Drifts are reduced to half
speed (although they may march as normal). For instance, if a unit
of Goblin Wolf Riders (normal Movement of 9") were to attempt
to charge over a 6" wide strip of land marked as a Snow Drift, the
unit would take 12" of its movement to lope through the deep
snow. The Wolf Riders would then have 6" of movement lefi to
make contact with the enemy:.

While in a Snow Drift, models may take advantage of soft cover
(-1 to hit targets in a Srow Drift with missile fire).

Raging Winter Weather! When this rule is in play, a fierce winter
storm rages on the battlefield. At the start of each player’s tumn
(before anything else occurs), each player should roll 2D6 and
consult the Winter Storm Chart to see what the wild weather is
doing that turn.

Unless stated otherwise, all effects from the winter storm last only
until the start of the next turn when a new Winter Storm effect
is rolled.

Above: A frozen river can niake 8
an exciring Wetrbantmer g

Below; Betail of o different stylesd
fce holes for your frazen uong

A wmit of Kislevites can make the charge if it dares to cross the Thin lce

[ WINTER STORM CHART (2D6)

2 Inwense Blizzard! Nothing may move or shoot this turn.
Combats are fought as normal, but any unit that breaks is
auromatically destroyed as it scatiers into the white out!

3 Blinding Snow! Any troops wishing to move (including
charges) must pass a Leadership test. If the test is failed,
the unit/model will make a full move in a random |
direction (roll the scatter die). Units/models that pass the
test may move as normal.

4 Hail of Ice! Great shards of ice are hurled downward

from the skies! Roll a D6 for each unit on the board. On
a roll of 1, that unit takes D6 54 hits.

5 Biterly Cold! So severe is the sudden temperature drop
l that, on a roll of 44+, models suffer -1 WS and BS as their
1 hands go numb. Roll for each unit or lone character.

6 Snow Squalls! Whole sheets of snow whirl in the air. Line
of sight is reduced 1o 12" (for shooting and charging).

7-8 Huddled in the Cold. The howling wind, swirling snow,
and ominous sky so unnerve the troops that any unit
wishing 1o charge, move, or shoot this turn must first
pass a Leadership test. Failed tests result in the unit
huddling together and doing nothing this turn! Units that
are [mnune to Psychology may ignore this result.

9 Gun Malfunction! Cold wer clouds of moisture prevent any
black powder weapon or war machine (e.g., handguns,
Cannon, and Organ Guns) from firing this turn.

10 Great Gusts of Wind! Roll a scatter die to determine the ||
wind direction. All missile fire that is going in the same 1
direction as the wind (within 90 degrees — the same as a ﬁ
normal charge arc) may add 50% more range. All other
shots are at half range and suffer -1 to hit. '

11 Momentary Calm. On the horizon, a single sun beam
slants through the roiling grey clouds. No effect.

12 Snow Drifts! Roll a D6 for each quarter of the bartlefield,
On a roll of 4+, that whole area is now subject 1o the
Snowe Dwifts rule. This effect lasts for the rest of the game! |

s
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VERVIEW

Atacking Force is trying to force a passage across the
jen river to the opposite bank. The Defender is trying
t massive casualties and prevent the Attacker from
ing a foothold on the southern bank.

IES
h armies are chosen from the Warhammer Army lists to
reed points total.

I TLEFIELD

e battlefield is split by a might}r river as per the map at
ht, The entire area is covered in snow, which doesn’'t

ve any affect on the game but explains why it is so hard
fiscern where the hard- packed ice is and where the

ficks and thin ice are potentially dangerous.

EPLOYMENT

ttacker must set up his entire force first, after which
fender may set up his army. Note that parts of the
er Deployment Zone are actually covered by the

en river.

0 GOES FIRST?

e Attacker goes first.

TH OF GAME

enario lasts for 6 turns or until one side is entirely
out or has fled off the wble.

BATTLE OVER THE FROZEN RIVER!

The bitter winter has left the river nearly completely frozen, and the time for invasion is ripe!

SPECIAL RULES
This scenario is played with the On Thin Ice and Kaging
Winter Weather! rules.

VICTORY CONDITIONS
The Attacking force must cross the river successfully 1o win
the game, If the Attacker ends the game with 10% or more
of his total points on the southern bank (and not fleeing)
and/or off the southern table edge, the Attacker wins. Any
other result is a Defender victory.

e 101 sk daticeried to s ofing o

charcoal grey. The first flakes of the SNOW Storm
dsnced.on the nsmgmnd

dark line: mov.ed-.uut from the pine forests
across the snowy plains.

EW
& has thrown together a last-ditch offensive to break
nent despite the horrible weather conditions. Both
looking to inflict maximum casualties.
AIES

mies are chosen from the Warhammer Army lists to
points total,
IELD
d is dotted with a few snow-covered hills, small
pine trees, and rock piles, The entire center of the
marked on map) is covered in Snow Drifts.

NT
Battle — see Warhammer rulebook (pp. 199-200).

OES FIRST?
Il a D6. The higher-scoring player may choose
second.

A, T Sy B i
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WINTER CLASH

forces brave the elements and meet in a bitter fight to the finish. In the dead of winter, there can be no retreat!

S = Brich|

LENGTH OF GAME

The scenario lasts for 6 turns or until one side is entirely
wiped out or has fled off the table.

SPECIAL RULES
This scenario is played with the Snow Dvifts and Raging
Winter Weather! rules. In addition, because weather
conditions are so severe, each unit may reroll a single failed
Psychology or Break Test each round to represent the
combatants realizing that fleeing in such dire conditions
means certain death. Remember that you can never reroll a
reroll (e.g., you couldn’t reroll a failed test with this rule and
then with the Army Battle Standard rule).

DETERMINING VICTORY
Use the standard Victory Points rules from the Warhammer
rulebook (p. 198) to determine which side has won.

P Eng Vaﬂ'



‘OUICK & EASY
DESERT TERRAIN

»uf table yvour make some modithar pocky
s right, testirg the

For dgme flexihiliny
outerppings from

enfire pisee sith 2lue and sind dnd t.Ir\hru-h it e e your gible.

ni W hl,l‘l the ghh is'
ey, paim over icwith oo IF done correctly;

v shouled ger resubs as shownabove

Fhis weentin, Bviibible rom Forpe World: -Bas heen Gieefully
pinted for use an thewableiop

- and migdeling well

as i Masomnine boarel) bits of o, and clear cesin for the base.

DRY DESERT

The Dark Lands, the Plain of Bones, Araby, and the
haunted sands of Khemri — all these lands have vast areas
of parched desert. Many armies must march across these
areas to get to their destinations, and more still are lured
by the promise of long-buried wealth underneath the
pyramids and tombs of ancient rulers,

In addition to being great thematic places to set your
Warhammer games, desert terrain is fast and easy to build
and will look superb on your tabletop.

GAMING IN THE DESERT
Should your gaming path take you into the vast deserts of
the Warhammer world, here are some rules that you can
use to add to your games and campaigns.

Dying of Thirst. Area of dunes, endless plains of sand,
the dry cracked earth of the Badlands, and all deserts are
nearly devoid of drinking water! The Dying of Thirst rule
represents how an army will stagger when its water
supplies are running low.

At the start of each turn, roll a D6 for each unit in your
force. On a roll of 1, some of the models have succumbed;
to the baking heat and collapsed due to lack of liquid, The
unit immediately takes D6 S2 hits with no armor
saves allowed.,

Once a unit moves into contact with water — be it an oasis;
river, enemy baggage train, or pond - it no longer suffers
from the effects of Dying of Thirst.

Desperate Measures. An oasis in the desert is invaluable
property, and every soldier knows that to be driven away
from the life-giving water is almost a guaranteed death
sentence under the merciless sun.

All units within 6" of an oasis are Stubborn.

Sandstorm! The constant sun and lack of moisture makes
for an atmosphere full of dust and sand. When the hot dn
winds reach storm levels, vast clouds of flying sand are
kicked up in a hellish swirl.

In a Sandstorin/, all missile weapons and war machines
fire at half their normal range, and all shots are taken witl
a -1 penalty to hit. If a unit wishes to charge an enemy
that is over half its charge distance away, the unit must
first make a Leadership test. If failed, the unit succumbs @
the blinding and distorting effects of the sandstorm and
may not move this turn.

Also, due to the blinding sands, any unit or model that
breaks an enemy unit and wishes to Pursue may do so bl
rolls one less die than normal. For example, a unit of
Silver Helms, which normally pursues 3D6", would purs
only 2D6" because of the Sandstorm! Fleeing troops ared
desperate to get away, however, that they make their Fleg
moves normally.

In a campaign, a curming Undéat Geniesl will mﬁfm
of the fact that his armies don't need water. Al othér
should be wary.af be;,g}g_ll_!ﬁql out irite

yv_&fbi-w
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THE OASIS IS OURS!

kmics battle over control of a lone oasis ~ the only source of life-giving water for count

e

fess miles of pitiless desert!

RVIEW
ides are trying to seize control of the oasis.

IES

rmies are chosen from the Warhammer Army lists to
reed points total,

TLEFIELD

efield is relatively bare. An oasis, a small pond
jalm trees, lies smack dab in the middle. The only
errain features are a few sand dunes (low hills).

OYMENT

ers roll 2 D6. The higher-scoring player may

e table side on which he will deploy and deploys
Each player then takes it in turn to place a unit
nits are deployed. All war machines are deployed

. e VICTORY CONDITIONS
) GOES FIRST? ) Victory in this game is decided solely by which side
players roll a D6. The higher-scoring player may controls the oasis at the end of the battle. At the end of the
o go first or second. batile, each player should count up the number of non- i
H OF GAME fleeing models under his control within 6" of the water’s lb“,“ "
' ) ] ) edge. Models with more than 1 Wound like characters or o
o lasts for 6 turns or until one side is entirely monsters count as one model each, as do all war machines if_f. .,

(although each crew model is counted as well). The player

or has fled off the table.
with the higher total is the victor and will score a minor

BULES _ o victory if he has five or fewer more models than the loser
o is played with the Dying of Thirst and within 6" of the oasis and 2 major victory if he has more
Measures special rules, than five. rm

BATTLE AMID THE DUNES

During an intense sandstorm, two armics stumble across each other in a series of rolling dunes.

g of you, master. Do not take the ciravin
eserts of Khemri,” said Salib, the highly

ir tales, Salib. cursed Giles de Moussant.

| people as superstitious as you lot. We have
plies. What can go wrong?”
Words of Bretonnian Tradesman Giles de Moussant

are trying to drive the enemy from the
d claim the area claim as their own.

Bt oY

points total. s
GAME LENGTH
FIELD p . : o Smmtom 5| ;
bartlefield is covered with nothing but sand I'l}f: scenario lasts for 6 turns or until one side is entirely .
rolling hills) and a few rocky outcroppings. wiped out or has routed off the table. 1
[ENT SPECIAL RULES

Il 2 D6, The higher-scoring player may This scenario is played with the Sandstorm! rules.

le side on which he will deploy and deploys
VICTORY CONDITIONS

h player then takes it in turn to place a unit
s are deployed. All war machines are deployed Use the Victory Points rules from the Warhammer rulebook

time, as are characters. (p. 198) to determine which side has won. The points

ES FIRST? awarded for claiming board guarters should be doubled to

oll a D6. The higher-scoring player may 200 points each to reflect the importance of controlling
first or second. the sand-covered battlefield.
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VOLCANIC REGIONS

There are active voleanoes in the Warhammer
world. The Dark Lands are especially known for
volcanic activity. Enormous peaks spew clouds of
black oily smoke to darken the skies. Glowing streams
of red-hot lava ooze down the mountainsides or collect
in pools fed from the earth's core. Off the coasts of
Lustria, whole new islands occasionally grow out of the
boiling seas. The verdant jungle is fertile and overtakes
such islands with remarkable alacrity, but the ominous
rumbles and occasional clouds of smoke that vent
upward from the volcano warn that ruinous fire and
ash could wipe the island clean in moments.

Still, despite the inherent dangers, many are drawn to
such regions. The great upheavals of earth bring to
light vast riches: gems, sulphur, oil, tar, and the
minerals that so many races covet such as gold, silver,
iron, and copper. Often times, when a long-abandoned
stronghold or temple is discovered, the mysterious
disappearance of its previous inhabitants is never
explained. The nearby peak is often never suspected, as
its deadly nature has been disguised by time and
weather, which erode the conical shape. After many
generations, green things begin to grow up the slopes.
Still, even a sleeping volcano can come alive with
deadly speed.

GAMING IN VOLCANIC REGIONS

A campaign set in a region with a smoking volcano is
always an exciting backdrop! Volcanic areas also make
for different terrain and exciting one-off games.
Without further adieu, here are the special rules.

Lava Streams. Although many times thicker than
water, lava is still a fluid. Like rushing water, flows of
lava will always seek the lowest level along the path of
least resistance. Lava tends to collect into streams or
channels and flows downhill from the volcano’s peak
to the plains below. Some lava channels have been
known to stretch for miles.

Crossing over a lava channel is a risky proposition.
When lava meets a cooler substance, it will start to
harden and form a crust. Nearly everything is cooler
than lava. Thus, as it flows downhill, lava churns up
cooler earth and rock, and the very air acts to cool the
flow. A fast-moving stream will break up this cooler
crust, but it is possible to cross a flow by leaping from
the slowly melting rocks that have been churned up to
the chunks of cooling crust. If a model is lucky, it will
cross with calloused feet or smoldering boot leather.
Should the model lose its footing, it will sink into the
lava flow.

This lava field presents a challenging landscape
on which to fipht a battle

When a model crosses a lava channel, roll a D6. On a
roll of 1, the model sustains a S4 hit with a -2 save
maodifier. There is no movement penalty to cross the
lava stream.

Falling Ash. When a volcano erupts, the clouds of
falling ash can pile up in great drifts several feet high,
Even long after the initial eruption, the constant smokg
and heat of the lava can send burning materials
skyward. The great ash flakes obscure vision at a
distance and can make breathing difficult.

When Falling Ash is in effect, all shots at over half rang8

are subjected to a -2 modifier instead of the usual -1.

If the Derk Elf wnit can survive the poisonous fumes, it can attempt
a charge acrass the molten infernn

NOXIOUS CLOUD (D6)

1-4 A cloud appears in the board quarter corresponding to
the number on the die. To determine where the coud
appears, place the cloud (or 5" template) in the middle of
the able quarter. It will scatter 2DG" from this location.

5 Give the cloud template to your foe. He may place the
Noxious Cloud wherever he likes, but it will scatrer 2D6
from this location.

6 The player whose turn it is may place the Noxions Clowd
anywhere on the battlefield, but it will scatter 2D6" from

l this location,

T s

Noxious Clouds. The great earthly disturbances that
can cause a volcano to blow will also produce great
clouds of noxious fumes. These poison gas clouds can

from fissures in the ground.

Before play begins, number the table quarters 1-4. If
the Noxious Clouds rules are in effect, ro
D6 at the start of each player's turn.
the result is a 1, then a poison
cloud has appeared on the
battlefield. The player
whose turn it is rollsi
D6 and consults the
Noxious Cloud
Chart above.

Models touched by Noxious Clouds t
S3 hit with no armor save. Clouds stay on the boat




ACROSS FIELDS OF FIRE

A battle with no quarter offered takes place in the cerie glow of fiery channels of molten lava.

When da red fire mountain starts ta glow,

pack di camp — iU's time ta go! !

i What Passes for a Wise Orc Proverb
{ERVIEW

th sides are trying to smite the enemy and cause as
Iy casualties as possible.

S

ies are chosen from the Warhammer Army lists to
ed points total.

EFIELD

tlefield is crisscrossed with several channels of lava.

4 is still moving but at a very slow pace. Some areas

‘cooled, and there are even makeshift bridges over LENGTH OF GAME

il streams. The scenario lasts for 6 turns or until one side is entirely
wiped out or has routed off the mble,

OYMENT o

layers roll a D6. The higher-scoring player may SPECIAL RULES

the side on which he will deploy and deploys one This scenario is played with the Lava Streams and Falling

¢rs then take it in turns to place their units on A . W

. : > Ash rules. n
oard. All war machines are deployed at the same time, xS

& all characters. VICTORY CONDITIONS Y
10 GOES FIRST? Use the Victory Points rules from the Warhammer rulebook £

(p: 198) to determine which side has won. However. no
points are awarded for controlling table quarters.

SILENT DEATH A

is joined. Each army must worry not only about their foes but also the Noious Clouds that hover over the battleficld.

ies are fighting for survival in the shadow of a
voleano.

nies are chosen from the Warhammer Army lists to
d points total.

FIELD
eld is full of craggy rocks, and the very ground
rent with great fissures.

NT

ers roll a D6. The higher-scoring player may

¢ side on which he will deploy and then deploys
. Players then take it in turns to place their units

. All war machines are deployed at the same
all characters.

GOES FIRST?
rolls 2 DG. The higher-scoring player may
o first or second.

OF GAME

lasts for 6 turns or until one side is entirely
r has routed off the table.

RULES

0 uses the Noxiows Clowds rule.

CONDITIONS

which side has won, each player should

¢ total POINTS VALUE of all of his surviving,
odels and add to this total the NUMBER OF
't-ha[ are still on board and nor ﬂt‘EiI’lgA The Yt can use the 57 template or make your o Noxious Gloud Nurgle players ’ i
‘the largest sum wins! shotild not constriee this advice in the wrong wmanner. i 7 /

et rolls a D6. The higher-scoring player may
10 go first or second.




CHAOTIC LANDSCAPES

Few, if any, survive traveling through the Realm of
Chaos, a place past the boundaries of sanity where
time has no meaning and eternal battle is waged for
the uncaring gods. However, elements of the Realms of Chaos
can, at times, be sustained in mortal lands. Chaotic influences
have been known to seep into the Northern Wastes or some
hidden area of the Old World altered temporarily by a great
power. Foul monsters and Daemons wander freely in these
areas, and the raint of Chaos can corrupt the very earth, trees,
and skies.

GAMING IN CHAOTIC LANDSCAPE

It would have been impossible in a chapter entitled Hostile
Terrain not to mention the lands of Chaos! Following are
some rules you can use when gaming in these hellish regions.
While all terrain types beckon players or Games Masters to
invent their own rules, no landscape calls so loudly as the
Realm of Chaos.

Monoliths. In many places throughout the twisting
landscapes, mighty structures have been erected to honor a
Chaos patron. These Wonoliths often act as a lightning rod for
power. For those gifted with magical sight, the Monolitbs
seethe with coils of energy.

Monoliths have a Toughness of 7 and 6 Wounds. Monoliths
count as Large Targets and are automatically hit in hand-to-
hand combat. Many Monoliths are imbued with awesome
abilities. Where permitted by the scenario, Chaos players may
include a Monolith in their Deployment Zone for free. In
games in which Monoliths are permitted, Chaos players
should roll on the chart or simply pick the Monoliths
associated with their patron’s power (see the results
numbered 6-9 on the chart).

MONOLITH POWERS (2D6)
2 The Maonolith may Regenerite
3 Lightning Bolts! The Monolith may fire D3 55 lightning
bolts each wrn. The range is determined rndomly each
round by rolling 306, The resulting score is the number
of inches the Monaolith may be fired.

4 Not Fully Materialized! At thie stact of each turn, the
Weinalith will scatter DO" as it phases in and out of the real
waorldl. 1f it scatters off the table, place the Maona/ith in the
center of the board in the following rum.

Covered in Tentacles. The Monolith may make D3+1 585
artacks against any models within 37, Count the Monofith
as WSS, Opponents attémpting to wound the Monolith in
close combat must now roll 1o hit as well.

W

6 Pulsating Beauty. The Monolith shimmers in an
intoxicating dance ol light. Any model in base-to base
contact with it must make a Leadership test at -2 or will be
unable o fight that round. Followers of Slaanesh may
always select this result

7 Sweam of Corruption. The Monolith has the Stream of
Corruption vomit ability (see Warbanumer Arnies: Hordes
of Chaos, p. 49). Followers of Nurgle may always select
this result

8  Aura of Butchery. Any friendly model within 12" of the
Maonolith vay reroll one failed towound roll each turn.
Followers of Khorne may always select this result.

9 Winds of Change. The Monalith can bend the Winds of
Magic. All friendly spellcasters pain an additional spell.
Followers of Tzeentch may always select this result.

10 The Monolith causes Terrr,

11 Hungry! The Monaolith is covered with miiny gaping maws
and sereaming mouths, The Mosolith makes D6 S4 artacks
in hand-to-hand combat

12 The player may chose any ol the powers above and then
may roll for a second power. Reroll if the second roll
produces the same result

Eldritch Pools. These pools can take many forms: black
stagnant water, a slime-covered puddle, or even viscous liquid
the color of blood. As they are steeped in magic, the pools aa
as a conduit for creatures of Chaos and unusual occurrences,

The pools can be waded through and should be treated as
Difficult Terrain, During each player’s turn, before the
Movement Phase, roll on the chart below if any models
(friend or foe) are within 6" of the pool.

r ELDRITCH POOL (2D6)

2-3  lentacles explode outward from the pool. and the
nearest unit or model takes D6 S5 hits to represent
the slimy appendages attempting to pull credtures into
the murk below.

A cloud of flies bursts out of the filthy waters. For the

next full tuen, all models will suffer -1 an all their rolls

to hit. Followers of Nurgle are immune to this effect
and fight as normal.

6-8  The pool hubbles ominously. but there is no effect.

9 The pool shimmers and changes colors and hues. Any
Wizard on the battlefield may reroll any one failed
attempt to east 4 spell in the upcoming turn.

10 Any models in the pool are imbued with a new-found
power and blood lust. Such models add +1 Strength
for the rest of the gare and are now subject to Frenzy.

11 Siren Call of Doom! All models within 6" must make a
Leadership test or drown themselves in the water.
Make one test per unit in range:

12 A Spawn emerges from the pool and is under contral
of the player who has the most models within 6" of

the pool.

-5

Shifting Terrain. Great gusts of the winds of magic can ¢
entire battlefields to shift, disappear, and reform elsewhere.
Roll a D6 at the start of each player’s turn. On a roll of 1, the
entire battlefield warps and shifts. Each piece of terrain
scatters 2D6"

Should a solid piece of terrain (say a boulder or a small hill)
shift on top of a model or unit, disaster can ensue. Make
Initiative test for each model. A roll equal to or under the
model's Initiative means that it has leapt aside safely. Move,
the model beside the terrain. If the test is failed, the model!
takes a 83 hit. If the model survives, it is placed beside the
terrain. If a model is in or on a piece of terrain and it
disappears, no harm befalls the model. The only chance fo
danger is when such an object rematerializes.

Spawn Infestation. The battlefield is littered with the cast
champions of yesterday's favor. The center of each board:
quarter contains D2 Spawn. Each board quarter contains
Spawn of a different power (Tzeentch, Khorne, Nurgle,
and Slaanesh).

The Spawn go first at the start of each turn (i.e., Spawn's
turn, then player 1's turn, then player 2's turn, then bicky
Spawn's turn...). Each individual Spawn uses the scaterd
to determine its direction, but if the Spawn should gl
pass within 2" of any unit, it will redirect to charge
and artack, '

Tzeentoh
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PAST THE EDGE OF REASON

Two opposing armies meet on a battlefield where the forces of Chaos have taken over.

RVIEW

sides are uying to smite the enemy and cause as
v casualties as possible.

oth armies are chosen from the Warhammer Army lists to
agreed points total.

ATTLEFIELD
the battleficld is relatively barren with only a few hills and
tered piles of rocky outcroppings. There is a single
| (measuring approximately 8" x 8") in the center of
g buttlefield.

PLOYMENT & WHO GOES FIRST?
il players roll a DO. The higher-scoring player may
the side on which he will deploy and whether to
serting up first and go second or to begin setting up
geond and go first. Deployment is otherwise standard,

EENGTH OF GAME

scenario lasts for 6 turns or until one side is entirely
out or has fled off the table

WECIAL RULES

& scenario is played with the Eldritch Pool and the

W Ifestation rules. Any Chaos player may also use the
Walich rule. The Morolith must be placed in the Chaos
ir's Deployment Zone.

VICTORY CONDITIONS

Use the Victory Points rules from the Warhammer rulebook
(p: 198) to determine which side has won. Players get 60
Victory Points for each of the Spawn from the Spain
Infestation that they destroy. Additionally, any player that
destroys an enemy Chaos Morolith gains an additional 300
Victory Points.

INFINISHED BUSINESS
¢ suspected, there are more hostile terrain types
we have room to discuss. We've not touched on

§ (think quicksand, single-file paths, and snakes of
ng girth) or tidal plateaus, nor have we explored
nps or monster-infested areas. The Dwarl players in
iffice were particularly disappointed that we

't fit in mountain rules and terrain (with high

altitude and avalanche rules) or underground games,
which also drew some interest from the Skaven and
greenskin players.

All those players out there who want additional
battlefields to try out should keep an eye on While
Diwarf and the web site. In the meantime, however,
vou'll just have to have a go at inventing your own
scenarios and rules.
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CHAPTER 7/

ALLIES 6 MULTIPLAYER GAMLES

"['his chapter discusses some general rules for playing Warhammer with allied armies and provides eight multi-
player scenarios. In addition to inspiring great one-off battles, these rules and guidelines could be easily
incorporated into all kinds of campaigns, tournaments, and club-based games.

foin you within three-quarters of an hour.”

in time, there'll be hell to pay.”

Imperial barricades to rejoin his forces.

¢ Elven rider maneuvered his horsr: through the entrenchments outside of Nuln's west gate. The pennant on his spear bore

the symbol of the Herald of Loren, his shicld an elaborate [eaf design. Rank upon rank of Halberdiers and Handgunners
broke formation to allow him to pass through their tight battle line. The EIf reined in his steed as he approached the
commander’s position between two batteries of artillery. “Well met, Lord Durgens,” the rider stated. “T bring you best regards
from Prince Liam of Athel Loren, Verse Finder, Lord of the Autumn Leaf, Commander of the Second...”

“Send him my regards as well, EIf.,” snarled Durgens. "Now, where is your bloody army?”
The rider blinked and continued, “The Host of Loren is close and making best possible speed toward your position. We hope to

“Three-quarters of an hour!” Durgens exclaimed. “Look to the horizon. You can already see the dust kicked up by those
greenskins, and the ratmen may be even closer to us than your people. We expected you yesterday. Dama it, EIf! If Liam isn't here

The rider eyed the Imperial Commander coolly. “Lord Durgens, I will inform Prince Liam of your situation. I'm certain he
would want me to assure you that we will make all haste to help you defend your city. Loren will do its best to take the ficld
before the Skaven. You must do your best to hold out against the Orcs until we arsive.” Here, the EIf paused, watching Durgenss
face redden. Without his usual eceremony. the Herald turned with a polite, “Farewell, Lord Durgens,” and shot through the

The Impl:nal Commander did not respond and barely registered the fact that messenger had departed. His eyes were already
scanning the horizon as he tried to gauge the Orcs’ numbers from the size of the dust cloud.

Playing Warhammer with allied armies can be a fun alternative
to the standard one-on-one battle. These games can introduce
new tactical challenges to your battles and to the process of
army composition. One army's strengths can make up for
another’s weaknesses, and two armies’ fighting styles can
work in concert to good effect. For instance, the speed and
shooting ability of a Wood Elf force can complement the
stalwart resolve and powerful hand-to-hand strength of
Dwarfs. But be warned, though. Your allied opponents will be
able to combine their troops in similar ways and will try to
maximize their armies’ strengths and minimize their
weaknesses. Imagine the battle that could be fought with
Wood Elves and Dwarfs facing off against Skaven and Dark
Elves. The complementary forces of Wood Elves and Dwarfs
would face off against the shooting ability and quality troops
of the Dark Elves, which would mesh well with the
expendable numbers of the rat hordes. Skaven and Dark Elves
would also have the advantage of a very speedy force.

The real tun of playing multi-player games is imagining the
camaraderie between the allied armies or the forced,
begrudging acceptance that goes with an alliance like the
one between Wood Elves and Dwarfs. Saving a friend’s
bacon can be very satisfying, and it's reassuring to know
that an ally has your back. Plus, trouncing two or more
players just gives you that many more bragging rights (or
excuses if your side got trounced).

Multi-player games can be a practical option when you have
an odd number of players and want to do a two-dgainst-one
game or when you have too few tables to accommodate all the

Structure, and Enmnity, which apply to the scenarios d

players who show up at your local store, gaming club, o
friend’s house. Multi-player games can also be a good o
for those just starting an army who want to see how t
small force of 1,000 points or so might fare in a large
By allying with another army or two, armies in progress
test their mettle in a big battle. Of course, deploying h
upon hundreds of painted models from multiple arm
the same table is an inspiring sight for any gamer or hob
What player hasn’t wanted to see 10,000 points or mi
deploved against an equally huge allied force or to
command of several allied armies at the same time:
This chapter details three special rules, Alliances, Co
in this chapter, and also provides a number of mult
seenarios for you to try. In addition, the Alliances rul
explain who can ally with whom in map-based campaig
can also use any of these special rules in any mul
games you come up with on your own, but all playerss
agree to them beforehand.

TWO-PLAYER OPTION
The following rules and scenarios were written
assumption that each army involved is controlle
different player. However, unless specified othery
plavers could play most of these scenarios by each
multiple armies. Other combinations are also po
one player controls two armies in battle against twe
controlling one army each.
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forces have often cooperated. These armies

he following Alliances rules are used in the scenarios are ideologically similar enough that they have
tscribed in this chapter and in map-based campaigns. little trouble accepting the sensibilities of the

dicse rules can also be used for any multi-player or other. If the Allies Chart indicates “no” (n), the two
ilti-army scenario you create yourself. armies may never ally. These armies often have a long

he Allies Chart indicates which armies may ally with history of warfare and hostility, are ideologically

e another. Simply cross-reference the two armies in disparate, or both. Whether their differences are caused

gstion to see whether they may ally. If the Allies Chart by centuries of bloodshed and violence or by radically
tes “yes” (y), the two armies may always ally. different values, cultural goals, or political views, these

iroughout the history of the Warhammer world, these armies will never trust one another enough to ally.

—
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If the Allies Chart indicates “maybe” (m), the armies
might ally, depending on the circumstances. These
armies might have had an uneasy. on-again-off-again
allegiance over the centuries punctuated by periods of
war. Armies such as Dwarfs and High Elves may not trust

each other completely but will fight together in the face o
a common enemy, such as an Ore menace or a Chaos
invasion. Dwarfs and High Elves would never ally to fight
Wood Elves, however. Similarly, armies listed as “maybe”
may have little or no history of hostility but may be so
ideologically different that they will be hesitant to ally.
Lizardmen are the prime example here. Though there hds
been little contact between Lizardmen and most of the
races of the Old World, the Lizardmen seem alien and
strange to most Old Worlders. As such. trust is ditficult.
The Lizardmen might ally with, say, an Empire army if
they were faced with long-time adversaries like the
Vampire Counts or the Skaven; however, long-term
alliances between two such races are unlikely. Any short-
term alliance between them will likely end as soon as the
common foe is defeated.

In any case, armies listed as “maybe” will suffer from
Exmnity in the multi-player scenarios detailed in the
chapter, as explained later in this chapter.

ALLIANCES AND STRATEGIC
ARMY COMPOSITION

Alliances in multi-player games open up interesting
strategic opportunities and challenges for army
composition. There are two basic approaches o creating
the “perfect” alliance, which we'll cill mini-maxing and
domination, beth of which offer endless variations;

“Mini-maxing” is a short-hand term for “*minimizing
weaknesses and maximizing strengths.” This approach
to building an alliance emphasizes the use of two or
more armies that complement one another’s abilities
and liabilities. For instance. a mobile and shooty Elven
army would mesh nicely with the rock-hard, but slow-
footed close combat troops of a Dwarfen force.
Similarly. a Mortal Chaos army with its expensive,
quality troops would be complemented nicely by a
horde of Skaven that would provide a lot of
inexpensive, expendable troops. Mini-maxing
strategies include:

* FastSlow: Mix mobile troops from one army
(e.g., eavalry, Fust Cavalry, Elves, Skaven, Skinks) with
slow combat experts or slow missile troops
from another (e.g., Elves and Dwarfs, Dark Elves
and Vampire Counts, Wood Elves and artillery-
heavy Empire).

* Expensive/Cheap. Augment quality, high-point troops
from one army with weaker, low=-point troops from
another army that can bring a lot of numbers to bear
(e.g., Hordes of Chaes and Skaven, Beasts of Chaos
and Goblins, Dwarfs and Empire).

= Shooty/Fighty. Marry missile experts from one army
to combat experts from another (e.g., Elves and
Dwarfs, Dark Elves and Hordes of Chaos, missile-
heavy Tomb Kings and Vampire Counts).

* Magic/Other Experts. Combine an army with magical
expertise with another army that can dominate
another aspect of the game likée shooting; close
combat, or providing a lot of numbers of troops
(¢.g., High Elf mages with Empire artillery, Tzeentch
Wizards with Khornate combat experts, Tomb Kings
spellcasters with Ore & Goblin numbers).

The domination approach is the opposite of the
maxing approach. Instead of tryving to complement.

two or more armies’ strengths and weaknesses, allies
strive simply to maximize their strengths to dominas
one or more phases of the game. By doing so, the.

allies may leave themselves vulnerable to ene form of
attack but hope to dominate one aspeet of the game.
to such an extent that their liabilitics dre not a factor
in the final outcome. Domination strategies include

* Mobility. Allied armics include a lot of fast troops
that can completely outmaneuver the enemy
‘Where available, Fast Cavalry is chosen for one o
more drmies (e.g.. High Elves and Wood Elves,
Dark Elves and Tomb Kings with Chariots and
Horsemen, Bretonnians and Empire with cavals

Masters of Missiles. Allied armies include a |
shooty troops and/or artillery (e.g., Dwarfs an

Empire, Tomb Kings and Ogcs & Goblins, High
Elves and Wood Elves).

Combat Experts. Allied armies include a lot of
close combat experts (¢.g., Hordes of Chaos 4
Beasts of Chaos, Vampire Counts and Ores &
Goblins, Bretonnians and Dwarfs).

Magical Dominance. The allied armies can chil
powerful wizards, and all rake a greater thand
number of spellcasters (e.g., Tzeentch and
Kings, Lizardmen and High Elves. Skaven witl
Grey Seer and Dark Elves), This approach
risky, because magic can be unpredictable.

Both mini-maxing and domination are simply b
strategies for building armies in an alliance. I
practice, army composition and bartlefield ta
alliances can be much more complex. In addi
examples provided in this section list only
in each alliance. The possible combinations
or more armies provide a great number of opl
Imagine, for instance. a four-way alliance that§
for domination of the Movement Phase by i
cavalry-heavy Empire, Bretonnian, and High'
but also includes one artillery-heavy Dwarf &
an alliance would likely easily ourmaneuver th
but would have artillery and stalwart Dwarle
to support the fast-moving cavalry.
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ALLIANCES IN MAP-BASED CAMPAIGNS

In campaigns officiated by a neutral Game Master, he or she
will determine which pairs of armies marked “m” on the
‘uhcs chart may ally. Try to arrange map-based campaigns
sud1 that each player has the opportunity to ally with at
lm‘-t one other player. One can be more liberal in
erpreting a listing of “m” on the Allies Chart for
Lampaigns in which players have only one potential ally
and tha ally is listed as “maybe.” For instance. consider a
[ampaign involving Chaos Dwarfs, Bretonnians, Woodd
ives, Ores & Goblins, and Skaven. The Ores & Goblins,
Skaven, and Chaos Dwarfs may ally freely with one another.
ihe Bretonnians and Wood Elves are listed as “maybe™ and
lonly might ally with one another under normal
|trcumstances, Due to oceasional conflicts between
bretonnians and the Wood Elves of Athel Loren, there is a
ertain mistrust between these two peoples. This mistrust is
lieled by the fact that the King of Bretonnia claims
ignty over the Forest of Loren, a fact that most Wood
s ignore, but some resent. In the context of this
thetical campaign, however, the Bretonnians and
o Elves would almost eertainly set aside their
rences to fight against the greenskins, Chaos Dwards,

and Skaven. Let good judgment and your knowledge 88
of the Wachammer world help you decide whether a
possible alliance is likely in the context of your
campaign. Campaigns are different from isolated games of
Warhammer. In 1 one-off game, you can always make up a
story of an “unholy alliance™ in which two armies listed as
“n” could in fact ally. Perhaps an Empire army. representing
a Sylvanian militia for a particular game, could ally with a
von Carstein Vampire Counts army to fight against an
enormous Chaos Horde. Such an unholy alliance may be
necessary when an odd number of playvers show up at your
local game elub one night. In campaigns, howeyver, the
narrative setting of the Warhammer world and the story of
empire expansion are more important. As such, campaign
players should only ally as allowed by the Allies Chart and
the Game Master's interpretation thereol

Of the special rules detailed in this chapter, only Allfiaeces
should apply to map-bascd campaigns. Command Strictire
and Erprity apply only to the scenarios included in this
chapter and, potentially, to other multi-player or mult-army
seenarios you ¢reate for your own games.
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COMMAND STRUCTURE
The Command Structire special rule reflects how
allied Generals — each with his own army — lead

in an alliance has its own General, who commands his
own army per the regular Warhammer rules. The rules
and advantages for a General of a particular army
cannot be applied to other armies in the alliance, e.g.,
the General of a Hordes of Chaos army cannot lend his
Leadership to an allied unit of Goblins within 12"
(unless the Chaos General is also the Marshal;

see below).

The Marshal is the overall commander of the allied
force. Although the Marshal serves as the General of his
own army, he also has powers of command broader
than those of a General. The Marshall is a character of
great stature and mighty will power. Before a large
multi-army battle begins, the players from each alliance
should roll on the Marshal Table to determine how the
Marshal will be nominated. Armies that designate their
General randomly, such as High Elves, and players who
may choose their General because they have two or
more characters with the same Leadership value in the
army must determine which character will be their
General before rolling on the Marshal Table.

The title of Marshal may be appropriate for the Empire
or Bretonnia, but other alliances will come up with
other titles for their commander. Ores acting as Marshal
would likely be called Da Great Big Warboss, Dwarf
Lords and their allies would likely follow a High King,
and Lizardmen might take their orders from a High
Slann of the Second Generation, Chosen of the Old
Ones, or Great Oldblood of the Blessed Spawning. Feel
free to come up with whatever honorific you want, but
for rules purposes. all of these great leaders are
considered Marshals.

Before the battle, roll a D6 and consult the Marshal
Table to find how the Marshal will be determined.

the many troops under their command. Each army

MARSHAL TABLE (D6) :

1-2 Duel. Before the battle begins, the Generals
fight a non-lethal duel to decide who is the Marshal,
Place the Generals 15" away from one another, The
General with the higher Initiative gets the 1st turn |
(dice off in the event of ties). Play until one General
falls. No Fanic, Fear, or Break tests are required, as
the combat is non-lethal. The dueling Generals may
use any missile weapons, mounts. monstrous
mounts, magic spells, and magic items in the duel,
except One Use Orly magic items, which may not be
used, Note that the “Wounds™ received during the
duel are not actual Wounds and have no effect on
the main bartle (nor do “instant death” magic
results, Killing Blow, and similar effects). When three
or more armies are allied and a duel must be fought,
set up a single-elimination duel tournament
between the Generals to determine the Marshal
(dice off to determine who gets a “bye” if there are
an odd number of players in any given round). Note
that, if players prefer, the duel can be imagined as
something other than a literal non-lethal combat,

combat prowess, Generally, though, it's more fun to
play the duel as a small mini-scenario that precedes
the main battle.

3 Leadership. The General with the highest
Leadership is the Marshal (fight a duel to settle any ties)

4 Points. The General with the highest points value
— all equipment, magic items, mounts, and special
abilities costs included — is the Marshal.

5 Politics. The Marshal is a political appointee and
not necessarily the best man (or Ore or Slann or
whatever) for the job. Randomly determine which
General is the Marshal with a die roll.

6 Size. In games where the allied forces differ in
points size, the General of the largest army is the
Marshal. If allied forces are equal in size, reroll on
this table and ignore future results of 6.

L L

Farest Goblins and Beastmen anack the alliance of the Ewipive and Bretorinia
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BiCh Lovd of Chenge s the Marshal leading the Tomb King warriors

ARSHAL

| of an allied force is an inspirational figure
allied troops he commands. The following rules
the Marshal in scenarios that use the Command
special rule.

qendly unit within 18" of the Marshal model
use his Leadership value instead of its own

n making a Leadership-based test (e.g., Break,
and Psychology tests). If a unit is within 18" of
arshal and also within 12" of its own General,
unit may use the higher of the two Leadership
jes to make its test.

hal may join any friendly unit that can
y include characters.

shal adds +1 to the combat resolution of
endly troops within 18"

friendly unit within 18" of the Marshal model
oll failed rally tests.

emy Marshal is slain, is fleeing, or has fled
e at the end of the game, the opposing

may add an additional 100 Victory Points to
in addition to the 100 Victory Points for

ng an army General and to the Victory
destroying a unit.

shal is the General of his own army, and all
dard rules for Generals apply to the
command of his own army, except where
hal's powers are superior to those of the
¢.g., the rule that states that units within

= Marshal may use his Leadership o make
ership-based test supercedes the rule that
units within 12" of the General may use

ENMITY

Some armies do not fully trust their allies and
may hesitate to follow the orders of a foreign or
unfamiliar Marshal. Using the Allies Chart on

p. 109, cross-reference each force in an alliance against
all the other armies in the alliance. Pairs of armies listed
as “maybe” feel Enmity toward one another and suffer
from the following penalties.

Units and models within 6" of a unit or model toward
which they feel Enmity suffer from -1 Ld.

Units or models may not take advantage of the Marshal
if they suffer from Ennity toward the Marshal. They may
not use his Leadership to make Leadership-based tests.
The Marshal may not join units that feel Enmity toward
him or towards whom he feels Enmity. The Marshal
does not add +1 to the resolution of combats involving
a unit or units that feel Ernmity toward him. Units
subject to Enmity of the Marshal may not reroll failed
Rally tests as a result of the Marshal being within 18"

Units that are Dimiize to Psychology and Frenzied units
are not subject to Enmity.

By way of example, let us consider an alliance of
Dwarfs, High Elves, and Empire led by a Dwarf Marshal.
The Empire and Dwarf allies cross-reference as “yes” (y)
on the Allies Chart and thus have no trouble with
Enmity. Both Dwarf and Empire troops can take
advantage of the Marshal’s special rules. However,
Dwarfs and High Elves cross-reference as “maybe” (m)
on the Allies Chart and thus feel Ermify toward one
another. High EIf models cannot take advantage of the
Dwarf Marshal’s special rules, and Dwarf and High EIf
models within 6" of each other will suffer from -1 Ld
(though troops like Dwarf Slayers, who are Immiiine 1o
Psychology, will never suffer from Enmity, though they
can still inspire Ermity in others).

Cunning players can minimize the effects of Enmity by
keeping begrudgingly allied armies like Dwarfs and
High Elves as far away from each other as possible. For
instance, it would be a good idea for the members of
the alliance discussed above to deploy the Dwarfs on
one flank, the High Elves on the other, and the Empire
troops in the center to keep some distance between the
antagonistic allies.

Thotgh the High Elf model feels Enmity toward the Dwarf Stayer, s bartles
1edll fiveel the two forces allied with one another in spite of thefr antagonism.

N
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MULTI-PLAYER SCENARIOS

This section includes eight multi-player
scenarios as well as a description of how to
modify the standard scenarios in the Warhammer
rulebook for multi-player games. All of the following
scenarios use the Alliances, Command Structure, and
Enmity special rules. Other special rules may apply to
SOmMe Scenarios.

POINTS SIZES

In the following scenarios, the attacking and defending
alliances are generally of equal points value. However,
the armies that make up each alliance may differ in
points value. For instance, in a 4,000-point game,
Dwarfs and Empire are allied against Hordes of Chaos
and Skaven. The Chaos force could be made up of
3,000 points, in which case 1,000 points of troops
would make up the Skaven horde. Both Dwarf and
Empire armies could consist of 2,000 points. Whatever
the value of the individual armies, they must chosen
from the Warhammer army lists and must be “legal”
armies for their individual points size (i.e., the number
of characters, Core, Special, and Rare choices each army
can/must take is determined only by the points size of
that army; the points size of an army’s ally or allies has
no effect on an individual army’s composition).

TABLE SIZES

Although many of us are accustomed to playing
Warhammer on 4' x 6' gaming tables, the following
scenarios were designed for tables measuring 4' x 8' or
larger. If you'd like to play these scenarios on a smaller
table, you will want to decrease some of the
measurements shown on the maps (for instance,
decrease the depth of Deployment Zones by 6" or so)
and place less terrain than usual. Generally, however,
the scenarios will run more smoothly and will better
convey the effect of a large battle when played on a
larger table.

For really huge games, you can also try setting up your
models on the ground and having a gigantic “floor war.”
You'll need o be careful if there are small children or
pets around. Foot of Gork spells aside, stepping on
your opponent’s meticulously painted models (or your
own) is the ultimate gamer faux pas. However, a floor
war can be a great option if you don't have a large table
available or if you want to play a really huge game with
eight or more armies.

Pictured above are o gamizig tables prshed together 1o create vine giant playing surface.

WEAK FLANK

In a few of the multi-player scenarios, you will be
instructed to divide each alliance’s Deployment Zone!
into a number of sections equal to the number of
armies in the alliance. Each section will be of equal sk
regardless of the relative points values of the armies:
Each army will be deploved in its own section of the
Deployment Zone. Where the points values of an
alliance’s armies differ, this method of deployment ¢
result in a “weak flank.” which will add tactical inten
to the multi-player game. This feature is intended. D
not adjust the size of the sections of the Deploymen
Zones in proportion to the relative points sizes of
allied armies.

featlly lerge sames will régum
amount of roogs. Thea

specifically made 10 be & Y
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MULTI-PLAYER SCENARIO 1
PITCHED BATTLE

ERVIEW
jalliances converge on the battlefield. Their goals
mple — wipe out the enemy, support their allies,

ike the field.
MIES

¢ or more armies are divided into two groups
lics. Both alliances are built to an agreed points
although the armies in each alliance may differ
« All armies are chosen from the Warhammer
ists and must be “legal” armies for their

Widual points size.

TLEFIELD

gut the terrain in any mutually agreeable manner,

LOYMENT

a D6 for each alliance. The members of the
oring alliance may choose the side of the table
they will deploy their forces. Divide each

s Deployment Zone into a number of sections
il to the number of armies in the alliance; each
should be of equal size, regardless of the

be points values of the armies. Each army will be
in its own section of the Deployment Zone.
ap shows how the Deployment Zones would be
d in a three-on-two player game.

ll players roll a D6. The highest-scoring player

ivs one of his units in one section of his alliance’s
ent Zone. In order of descending die rolls,
yer takes it in turn to deploy one of his units in
tion of his alliance’s Deployment Zone.

machines in a player's army are deployed at
me time, though they can be deployed in different
his section of his alliance's Deployment Zone.

mpions are deployved with their units. Other
in the army are deployed at the same

all other units. The Marshal may deploy

s He wishes in his alliance’s Deployment
needn’t deploy in his own army’s section.
may begin the game in units if the

g player wishes.

s are deployed after all units of all participating
ve been deployed, as described in the rules

(TWO OR MORE PLAYERS, THREE OR MORE ARMIES)

WHO GOES FIRST?
Both alliances roll a D6. The alliance that finished its
deployment first (not including Scouts) may add +1 to
its die roll. The alliance that scores higher may choose
whether to go first or second. Once the game begins,
each alliance fights as one army with its own
Command Structure,

LENGTH OF GAME
The game lasts 6 turns or until one alliance
concedes defeat.

SPECIAL RULES

Alliances, Command Structure, Erenmity.

OPTIONAL RULE

Instead of each player controlling one army, players may

divide their forces anyway they see fit (e.g., one player
controls all the cavalry models in the alliance; one
controls all artillery, missile troops. and spell casters;

one controls all infantry). This optional rule can also be

applied to some of the scenarios in this chapter — but
not Pincer Attack, Twist in the Chain of Command, or
Communication Breakdown.

VICTORY CONDITIONS

The Victory Points rules on p. 198 of the Warhammer
rulebook are used to determine the winner. Remember
that the Marshall is worth 100 Victory Points above and
bevond the 100 Victory Points for destroying a General
and his Victory Points value as a unit.

=
s
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MULTLPLAYER SCENARIO 2
COMMUNICATION BREAKDOWN

(FOUR PLAYERS, FOUR ARMIES)

Observing the approaching armies from atop a boulder-
steewn hillock, Duke DuClaw chortled with delight and
galloped back down to his war council.
“Well, my Barons, though the foul Chaos creatures are
proficient at fighting in the woods, they know little about batile in
the open.” exclaimed the Duke. “The Beastmen and their allied
human ninions will be gutflanked. The Fools! Fetch me thao
messenger. Our Wood EIF allies must get word. Where is that boy?”
“Here, Sire,” a young rulfian dressed in shabby forester clothes
said for the second time,
Barely glancing at the boy, the Duke handed him & hastily
scrawled nore and growled. “You know what o do. Make it fast.”
Seampering into the brush, the messenger boy thought to himself,
“We'll see who the fools are.” as he headed the wrong way,
"Yes, that's right,” saidl the hissing voice in his head...

OVERVIEW

Two alliances comprising two armies each are
converging on the battlefield. Because the armies are
arriving from all four points of the compass, each pair
of allies has had little time to coordinate a battle plan.
The allies must rely on a system of signal flags, cues
from army musicians, magical telepathy, or just plain
intuition to communicate with one another. Each
alliance must try to communicate from across the
battlefield and win the day.

ARMIES

Two alliances, each consisting of two armies, are built to
an agreed points value. However, the two armies in
each alliance may differ in points value. All four armies
are chosen from the Warhammer army lists and must be
“legal” armies for their individual points size.

BATTLEFIELD

Lay out the terrain in any mutually agreeable manner.

DEPLOYMENT

1. Both alliances roll a D6. The side that scores highest
chooses a pair of Deployment Zones. Allied armies will
be deployed on opposite sides of the board.

2. Both alliances roll another D6. The higher-
scoring alliance chooses whether to start deploying
first or second.,

3. Alliances take it in turns to deploy all of their
remaining units, except Scoits. All war machines in ead
player’s army are deployed at the same time, though
they can be deployed in different parts of his
Deployment Zone.

4. Champions are deployed with their units. All other
characters in the army are deployed after all other unit§
all at the same time. Characters may start the battle with
units if you wish. The Marshal must deploy with his
own army.

5. Scouts are deployed after all units of all participating
armies have been deployed, as described in the rules
for Scouts.

WHO GOES FIRST?

Both alliances roll a D6. The alliance that finished its
deployment first (not including Scoufs) may add +1 10
its die roll. The alliance that scores higher may choose
whether to go first or second. Once the game

begins, each alliance fights as one army with its own
Commeind Structure.

LENGTH OF GAME

The game lasts 6 turns.

SPECIAL RULES
Alliances, Command Structure, Enmity, Limited
Commumication, Spies, Mixed Signals.

Allied players will bave 1o work ool
this scenario, but it witl be hard &
teben you can't commupicate i

Calling "Spies!” ar the right time can)
difference betieen winning o




ed Communication. Before the battle, the allied
immanders had little time to communicate and

pulite a plan of attack. As such, before the battle,

4l players may not communicate any plans,

ation, ideas, or hypotheses — in short, anything of
[ttical or strategic nature — to one another. After
yment and once the battle begins, allied players
three opportunities over the course of the game to
88 tactics or strategy in 2-minute periods. These 2-
te periods represent what little communication
(B¢ achieved on a hectic battlefield in the form of

al flags. drumbeats, carrier pigeons, and the like.
llied players may nominate when they will confer
minutes, and discussion of when the 2-minute
rence should or should not be taken is

issible at any time. The conference may be

red or held out of earshot of the opposing

1y, The 2-minute period should be timed by the
rring players’ opponents or, even better, by a

| party. The allied players may discuss anything
wish in the 2-minute period, but all discussion
stop when time is called.

During the course of one of their opponents’

ute conferences, the members of the opposing
liince may yell, “SPIES!” and interrupt the

iiference. This interruption represents spies

rcepting messages, an observant officer decoding

m of signals in the midst of battle, or something

¢ kind. The conferring players may choose either
tontinue their conference while their opponents

0 or 1o stop talking immediately and waste one of
fithree conferences.

Ked Signals. If some unscrupulous or absent-minded
violate the Limited Commumnication rule and

ally do communicate some tactical information to
another outside one of the permitted 2-minute
Werences, their opponents may invoke the Mived

S rule. Assume that these “illegal” signals were
desperation. Perhaps an old code book was

e message was poorly disguised and thus easily
pied by the enemy; or the message was made in
{8 and thus subject to misinterpretation. When the
ignals rule is invoked, the opponents of the
rcommunicating alliance may immediately

D3 of their foes” units to represent the

on in the ranks caused by poorly thought out or
aling. These units could be turned to face

fom the enemy, positioned such that their flanks
psed to an enemy unit in charge position, or
into single-rank formation. Just one use of the
gnals rule can easily win the game — so be very
ot to violate the Limited Communication rule!

JORY CONDITIONS
BWEtory Points rules on p. 198 of the Warhammer
Wik are used to determine the winner. Remember
arshall is worth 100 Victory Points above and

Victory Points value as a unit. In addition, each
illiance violates the Limited Communication
et 100 Victory Points from the alliance’s total.




5

MULTLPLAYER SCENARIO 3
VANGUARD

OVERVIEW

One army of an alliance has been sent forth as a
Vanguard and has secured a crucial missive from an
informant or spy. This letter could contain military
intelligence, arcane knowledge of vital importance, or
the enemy’s state secrets. The Vanguard must deliver
the message 1o the Marshal, who is currently leading his
alliance’s Main Force. Enemy officers have learned
about the spy and have dispatched forces to intercept
their foes.

ARMIES

Defenders. The Defending alliance includes the
Vanguard, which consists of one army, and the Main
Force, which consists of one or more armies, When
the points values of the Defending armies differ, the
army with the lowest points value must be the
Vanguard. The Main Force comprises the remaining
armies and the Marshal.

Attackers. The Attacking alliance consists of two or
more armies and must prevent the Vanguard from
joining with the Main Force. The Attacking alliance has
25% more points with which to select its forces than the
Defenders (e.g., if the Defending alliance consisted of
armies totaling 4,000 points, the Attacking alliance
would have 5,000 points of troops).

All armies are chosen from the Warhammer army
lists and must be “legal™ armies for their individual
points size.

BATTLEFIELD

Lay out the terrain in any mutually agreeable manner.

DEPLOYMENT

1. The Vanguard, the smallest army in the Defending
alliance, is deployed first in Deployment Zone A. If the
Marshal is the General of the Vanguard, he is not
deployed with his army and will instead join the Main
Force. Before deploying his army, the player controlling
the Vanguard must nominate one unit to be the
messengers carrving the letter and must secretly write
down the name of the unit.

2. One of the Attacking armies (roll randomly to
determine which) is deployed in Deployment Zone B.
No other armies are deployed at the start of the game.

3. Scouts must be deployed in their army’s Deployment
Zones and may not take advantage of the special
deployment rules for Scouts.

WHO GOES FIRST?

The Defenders (the Vanguard) have the 1st turn. Once
the game begins, each alliance fights as one army with
its own Command Structure.

LENGTH OF GAME

The game lasts until one alliance concedes defeat, until
one alliance meets its Victory Conditions, or for 7 turns,
whichever comes first.

(TWO OR MORE PLAYERS, FOUR OR MORE ARMIES)

SPECIAL RULES
Allicnces, Commeand Structure, Exvmnity,
Delayed Deployment.

Delayed Deployment. The armies of both alliances,
save the two that begin the game on the table, are
rushing to join their allies on the field of battle. At the
start of each alliance's 2nd turn, roll a D6 for each army
that has yet to deploy. On a roll of 3+, the armies from
the Artacking alliance may move on from Edge C, and
armies from the Defending alliance may move on from
Edge D. At the start each alliance’s 3rd turn, armies may
enter the board on a roll of 2+. Any remaining armies’
will automatically deploy on Turn 4. '

To move a unit from a Delayed Deploying army onto the
board, measure from the designated part of the table

edge (see map for locations). Units may not charge on!
the same turn that they move onto the table but do nal
count as starting their move within 8" of the enemy ang
thus may march. The controlling player does not have

to move all units from a Delayed Deploying army onta
the board at the same time. Units that are left off the

table can move on in subsequent Movement Phases at
the controlling player’s discretion. If you are playing 8
very large game with many armies in each alliance,
limited table space may necessitate keeping some unit
off until subsequent turns.

If the Defending alliance’'s Marshal is the General of
Vanguard force, he will deploy with the first Delaye
Deploying army of the Defending alliance. Otherwise
he deploys with his own army.

VICTORY CONDITIONS
The messenger unit from the Vanguard force must
deliver the package to the Marshal leading the Mair
Force. The Defending alliance wins if at least one
of the messenger unit gets into base-to-base contadt
with the Marshal (or the Marshal's unit if he is
associated with one). The Attacking alliance wins if
kills the Defending Marshal, if it wipes out the
messenger unit, or if the Vanguard has not rejoined
Marshal by the end of Turn 7.
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MULTI-PLAYER SCENARIO 4
TWIST IN THE CHAIN OF COMMAND

(FOUR PLAYERS, FOUR ARMIES)

RVIEW 5. Champions are deployed with their units. All other
characters in the army are deployed after all other units,
all at the same time. The Marshal must deploy with his
army (which will be missing D3+1 of its own units and
bolstered by D3+1 allied units).

an enormous conflict, some troops of both

ces have been separated from their usual chain of
and. As hostilities heat up the next day, many
find themselves under the command of

niliar officers. 6. Scouts are deployed after all units of all participating
armies have been deployed. as described in the rules

for Scouts.

WHO GOES FIRST?

Roll a D6 for both alliances. The alliance that finished
its deployment first (not including Scouts) may add +1
o I to its die roll. The controlling players of the alliance
Al paints SEe. that scored higher may choose whether to go first or
INTTLEFIELD second. Once the game begins, each alliance fights as
one army with its own Command Structure.

LENGTH OF GAME

The game lasts 6 turns.

alliances, each consisting of two armies, are built to
sreed points value. The armies in each alliance may
fier in points value. All armies are chosen from the
hammer army lists and must be “legal” armies for

ut the terrain in any mutually agreeable manner.

OYMENT

re the battle begins, each player must randomly
ate D3+ 1 units as the ones separated from their SPECIAL RULES

anders after vesterday’s conflict. These units Alliances, Conmmanid Stracture, Exomity.

d be any Core, Special, or Rare choice, but not

ers. Units so designated will be deployed and OPTIONAL DEPLQYMENT ) )
anded by the allied player. Play the scenario as written, except that allied armies set
' z ’ up in opposite corners (i.c., the Attackers set up in i
Holl 4 D6 for each alliance. The alliance that scores Deployment Zones A and D, and the Defenders set up i
is considered the Attacker, and the Attacking in Deployment Zones B and C — or vice versa).

;:‘:;:‘;‘:—;:;:-Z_Slde of the table on which they _VICTORY CONDITIONS _

: The Victory Points rules on p. 198 of the Warhammer
il players roll a D6 (reroll any ties). The highest rulebook are used to determine the winner. Remember
leploys one of the units under his command in that the Marshall is worth 100 Victory Points above and
the Deployment Zones on his alliance’s side of beyond the 100 Victory Points for destroying a General
(Deployment Zone A or B if attacking; and his Victory Points value as a unit.
ent Zone C or D if defending; see map). In
of descending die rolls, each player takes it in
deploy one of the units in his section of his
te's Deployment Zone. Remember that each
e will also deploy D3+1 allied units in his
yment Zone.

machines under a player's command are
at the same time, though they can be
in different areas of his Deployment Zone.




MULTI-PLAYER SCENARIO 5
PINCER ATTACK

(TWO OR MORE PLAYERS, FOUR OR MORE ARMIES)

OVERVIEW

In this scenario, two groups from the Attacking alliance
converge on the Defenders from different directions. If
the Attackers time their assault well, the Defenders
could well be fighting a battle on both flanks. If their
timing is poor, the Defenders will be able to destroy
them one army at a time.

ARMIES

Two alliances, each consisting of two or more armies,
are built to an agreed points value. The armies in each
alliance may differ in points value. All armies are chosen
from the Warhammer army lists and must be “legal”
armies for their individual points size.

BATTLEFIELD

Lay out the terrain in any mutually agreeable manner.

DEPLOYMENT

1. The Artacking players must first decide which armies
will set up in Deployment Zone A and which will set up
in Deployment Zone B. The Attackers may not split any
army in two to deploy in both Attacker Deployment
Zones. Insofar as it is possible, an equal number of
armies must be deployed in each Deployment Zone
(e.g., if the Attacking alliance consist of five armies, two
armies would deploy in one Deployment Zone and
three in the other; not one and four). The Marshal may
deploy in either Deployment Zone, regardless of where
his own army is deployed. The players of the Attacking
alliance must secretly write down which armies will
deploy in each Deployment Zone. No models are
placed at this time.

2. Divide the Defending alliance’s Deployment Zone
into a number of sections equal to the number of
armies in the alliance; each section should be of equal
size, regardless of the relative points values of the

The Pincer Attack scenario veguires tivo or more
allies to deploy from the corners of the tabletop
while their adversary remains in the center of the
table across the opiposite side.

armies. Each Defending army must be deplo Vi
own section of the Deployment Zone. The mg
how the Deployment Zone would be divided
Defending alliance consisted of two armies.

3. The members of the Defending alliance the
each army in one section of their Deploymen
The Marshal may deploy anywhere in the
Deployment Zone.

4. The Attackers then reveal their written depla
orders and deploy their armies in the approp:
Deployment Zones.

WHO GOES FIRST?
The Attacking alliance goes first. Once the game
begins, each alliance fights as one army with its owg
Command Structure. |

LENGTH OF GAME

The game lasts 6 turns.

SPECIAL RULES

Alliances, Command Structure, Enmity.

VICTORY CONDITIONS
The Victory Points rules on p. 198 of the Warham
rulebook are used to determine the winner. Rem
that the Marshall is worth 100 Victory Points abo
beyond the 100 Victory Points for destroying a
and his Victory Points value as a unit.
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- ER SCENARIOS

if the standard scenarios in the Warhammer

n be easily converted into multi-player
the Alliances, Command Structure, and
rules to these scenarios along with the
and modifications described below.

ROUGH
scenario as you normally would, but divide
ier and Defender Deployment Zones as
for a Multi-Player Pitched Battle.

5 ENGAGEMENT

nario as you normally would, except for
‘and Order of March, Because of the

rules unique to this seenario, alliances

re both sufficient space and a careful plan to
armies successfully. We recommend

this multi-plaver scenario on a table no smaller
10" Players will also have to coordinate their
ient carefully to ensure that all of their units
side their Deployment Zone.

sh two or more armies may march in the
lumn, each one will remain discreet within

or example, an Empire army could

of an army. of Wood Elves, which could
ofa rearguard army of High Elves. Your
ch must take such an arrangement into
and L allied players much. first determine the
hich their armies are positioned in the

of march. Thus, with the example above, the
arch (and thus the order of deployment)

ire units in Order of March

npire characters
mpire Scoils
pod EIf units in Order of March
ood Elf characters

od EIf Scouts
1 EIf units in Order of March
If characters

Scouts

io can be highly challenging, as the first
s to.deploy must be eareful not to black allied
s from eploymg Should a situation arise in
is simply no room left in the Deployment
or the last unit(s) to deploy, these units may
the board in the second (or subsequent)
e game. Begin measuring the move from any:
e board edge inside the Deployment Zone.

FLANK ATTACK
The Attacking alliance must consist of two or more
armies, the smallest of which is the flanking force (if
all armies in the Attacking alliance are of the same
size, the Attacking players may decide which army will
be the flanking force). The Marshal of the Attacking
alliance can join the main force or the flanking force,
regardless of which group his own army is in. Each
alliance’s Deployment Zone is divided into a

number of sections as described for a Multi-Player
Pitched Battle,

CAPTURE

There are two ways to vary this scenario for a multi-
player game. (i) Play this scenario as you normally
would, but divide the Attacker and Defender
Deployment Zones as described for a Multi-Player
Pitched Battle. (i7) For a four-player game, play this
scenario as you normally would, but deploy the armies
as shown in the map for Multi-Player Scenario 2:
Communication Breakdown.

AMBUSH

Play the scenario as you normally would. However., the
Artacking force must consist of two Or more armies,
The Defending alliance contains one or more armies.

Each army in the Attacking alliance must be deployed
in one of the two Deployment Zones; you may not
split any army in two to deploy in both Attacker
Deployment Zones. Insofar as it is possible, an equal
number of armies must be deployed in each
Deployment Zone (e.g., if the Attacking alliance
consists of five armies, two armies would deploy in
one Deployment Zone and three in the other; not one
and four). The Marshal may deploy in either
Deployment Zone, regardless of where his own army
is deployed.

LAST STAND
No changes.

REAR GUARD

Play this scenario as you normally would, but divide
the Defending alliance’s Deployment Zone as
described fora Multi-Player Pitched Battle.

SHEER HEROISM

Play this scenario as you normally would, but divide
the Attacker’s Deployment Zone as described for a
Multi-Player Pitched Battle, The Defenders may set up

as they wish in their own Deployment Zone.
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MULTI-PLAYER SCENARIO 6
TWO BATTLEFIELDS

Count Richthoffer hastily spread out the maps and
prepared to run over the battle plan again. His
counterpart, the Dwarfen General, shook his head in
frustration. Eyes blazed under bushy eyebrows.

“I know the plan, and I'm not worried about my half,”
growled Durek Ironhelm. “It's your side that has me worried.”

OVERVIEW

Both Attacking and Defending alliances are divided
into two forces, the Main Force and the Flanking
Force. Each force consists of one or more armies.

The Attacking Flanking Force must breakthrough the
Defending Flanking Force and join its allies on the
main field of battle. The Defenders must prevent the
Attackers from doing so and try to hold their tactically
important territory.

This scenario begins on two separate gaming tables.
Units from the Flanking Table may be able to join the
battle on the Main Table later in the game.

ARMIES

This scenario involves two alliances, each consisting of
two or more armies. The Attacking alliance has 25%
more points with which to select its forces than the
Defenders (e.g.. if the Defending alliance consisted of
armies totaling 4,000 points, the Attacking alliance
would have 5,000 points of troops). The armies in each
alliance may differ in points value. All armies are chosen
from the Warhammer army lists and must be “legal”
armies for their individual points size.

BATTLEFIELDS

This scenario begins on two separate gaming tables,
the Flanking Table and the Main Table. The Flanking
Table should be slightly smaller than the Main Table.
Lay out the terrain on both tables in any mutually
agreeable manner.

DEPLOYMENT

1. Before the battle begins, both alliances must divide
up their forces between those that will fight on the
Flanking Table and those that will fight on the Main
Table. The Defending alliance must deploy 30-50% of
the points cost of its forces on the Flanking Table. The
Attacking alliance must deploy at least 50% of the points
cost of its forces on the Flanking Table. The remaining
troops will be deployed on the Main Table.

Note that the armies of the Attacking and Defending
alliances may be mixed and matched to make up the
Flanking Table Forces and the Main Table Forces. One
player from each alliance will command the Flanking
Table Forces; the other player will command the Main
Table Forces. Thus, it is possible for each player to
command troops from two or more armies. Units
themselves may not be split between the two tables.

2. Both players commanding the Flanking Forces roll a
D6, and both players commanding the Main Forces roll
a DG. The higher-scoring player on each table may
choose his Deployment Zone.

(FOUR PLAYERS, FOUR OR MORE ARMIES)

3. Both players commanding the Flanking Forces rollg
D6, and both players commanding the Main Forces ol
a DO. The higher-scoring player on each table may
choose to begin deploying first or second.

4. On each table, players take it in turns to deploy ong
unit at a time in their respective Deployment Zones.

5. All war machines in a player’s force are deployed at
the same time, though they can be deployed in différen
areas of his Deployment Zone.

6. Champions are deployed with their units. All other
characters are deployed after all other units, all at the
same time. The Defending Marshal must be deployed
on the Main Table. The Attacking Marshal may be
deployed on either table.

7. Scouts must be deployed with their armies in their
Deployment Zones and cannot take advantage of the
special rules for Scouls. '

WHO GOES FIRST?

The Attacking alliance goes first. Once the game
begins, each alliance fights as one army with its own’
Command Structure.

LENGTH OF GAME

The game lasts 8 turns.

FLANKING TABLE




RULES

. Command Structure, Enmity, Tivo Battlefields.

tilefields. Attacking units on the Flanking Table
empt to exit the board via the Defender's table

¢ Defending Flanking Force must try to prevent
from doing so. After Attacking units have left the
aking Table, they may enter the Main ‘Table by Board

e Aor B (per the controlling player’s choice) on their
i furn. If the entire Defending Flanking force is wiped
of the remaining Attacking Flanking units may

the Main Table on the next Attacker turn by Board

se A or B (per the controlling plaver’s choice). If the
Attacking Flanking force is wiped out and/or has
the Flanking Table, then all of the remaining

g Flanking units may enter the Main Table on
pnext Defender turn on Board Edge A or B (again, per
controlling player’s choice). Units that flee off the
Table are lost as normal and may not enter the
Table. Units may not charge on the same turn that
ove onto the Main Table but do not count as

¢ their move within 8" of the enemy and thus
¢march (unless they are models that cannot normally
h, e.g., Chariots).

A

e A Rich's Skaven are trytng to defend the flank of the forces on the main table against Ken's advancing Empive. On table B, Jobn's Beastmen fight the
matin battle ageainst Drew's Empive army,

Playing this scenario on two battlefields requires
a bit of coordination but won’t be complicated
as long as each player turn is synchronized
between the tables. When one table completes a
player turn, the players should alert the other table that
they are finished and wait a few minutes for the other
table to finish that player turn before moving on to the
next player turn (e.g., only when both tables complete
Defender Turn 2 should both tables move on 1o
Attacker Turn 3).

VICTORY CONDITIONS

At the end of the battle, each Attacking unit in the
Defender’s Main Table Deployment Zone is worth its
points value in Victory Points. Units that are fleeing,
monsters, and characters do not count towards this
total. No other Victory Points are used. The Attacking
alliance wins if it can score a number of Victory Points
equal to a third or more of its starting points value
(rounding fractions down). For example, a 5,000-
point Attacking alliance must have 1,666 points or
more of units in the Defender’s Main Table
Deployment Zone to win.

i e
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MULTLPLAYER SCENARIO 7
CONSTRUCTION

OVERVIEW

In this scenario, one army of the Defending alliance is
finishing up a major construction project. This project
could be an important tactical fearure like a bridge,
tower, wall, or large earthworks or a sacred monument
for which troops would readily lay down their lives — a
Temple of Sigmar, a tomb for a beloved commander, or
a Lizardmen ziggurat. The allies of the army completing
the project must defend it while construction is
finished. The Artacking alliance must prevent
completion of the project by attacking the builders and
tearing down the structure.

ARMIES

Two alliances are built to an agreed points value. The
Attacking alliance consists of one or more armies; the
Defending alliance consists of two or more armies, one
of which is designated the Construction Force. The
armies in each alliance may differ in points value. All
armies are chosen from the Warhammer army lists and
must be “legal™ armies for their individual points size.

BATTLEFIELD

The members of the Defending Alliance should place a
piece of terrain representing the construction project
(roughly 8" x 8") in their Deployment Zone. The rest of
the battlefield may contain sparse terrain (e.g., a hill, a
copse of trees, and a rocky outcropping), but no terrain
may be placed with 18" of the construction project.

DEPLOYMENT

1. All players roll a D6. The highest-scoring player
deploys one of his units in his alliance’s Deployment
Zone. In order of descending die rolls, each player
takes it in turn to deploy one of his units in his
alliance’s Deployment Zone. Note that Core infantry
units in the Construction Force must set up in Skirmish
formation (see the Construction special rule below).

2. All war machines in a player’s army are deployed at
the same time, though they can be deployed in different
areas of his section of his alliance’s Deployment Zone.

3. Champions are deployed with their units. All

other characters in the army are deployed after all
other units, all at the same time. Characters may begin
the game in units if the controlling player wishes.

4. Scouts are deployed after all units of all participating
armies have been deployed, as described in the rules
for Scouts.

WHO GOES FIRST?

The Attacking alliance gets the 1st turn. Once the game
begins, each alliance fights as one army with its own
Command Structure.

LENGTH OF GAME

The game lasts 6 turns.

SPECIAL RULES

Alliances, Command Structure, Enimity, Construction.

(TWO OR MORE PLAYERS, THREE OR MORE ARMIES)

Construction. One army in the Defending 4
designated the Construction Force. Core infan
in the Construction Force must be deployed in
Skirmish formation. As long as these units rem
Skirmish formation and are on or within 12" of
construction project, they may continue to build |
long as they do not shoot, cast spells, or engage
combat. These troops are the only ones trained
builders, and only they may complete the project.
Construction Force may include characters an
and Rare choices, which will fight as normal but
contribute to the construction effort. During the ‘
Construction Force's Movement Phase, Core inf;
units in Skimish formation can Reform into regul;
ranks (unless they are a troop type that normally
not do so) but cannot contribute to the constru
effort until they Reform back into Skirmish form

At the end of each Defender turn, add up the total
Strength of all units that contributed to constru
that turn. For every full 10 points of Unit Stre
contributing to construction (round down), 1/3
Damage Point is generated (see rules for buildis
pp. 129-130 of the Warhammer rulebook). The
construction project has Toughness 8 and begins |
game with 10 Damage Points. The project is comp
when it reaches 14 Damage Points. The structure
never have more than 14 Damage Points.

The Attacking force may attack the construction with
missiles, spells, and/or close combat attacks. Ass
the construction project is a Large Target for p
of shooting. Hand-to-hand attacks hit automatica |

VICTORY CONDITIONS
The Defending alliance wins if the construction
has 14 Damage Points at the end of 6 turns. The
Attacking alliance wins if the construction project
less than 14 Damage Points at the end of 6 turns
the construction project is reduced to 0 Damage
at any point during the game.
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CONSTRUCTION PROJ

A Lizavdmen Construction Force burries to complete a temple. (Note that Kroxigors are Special choices
aned thus technically can't contribite to the building effort, but we thought they looked cool on the dioramea.)

ECTS

UPLE OF CONSTRUCTION

g Empire army is trying to prevent an Orc &
nstruction Force, which has allied with a Beasts of
iy, from completing a monument to Gork. In the 1st
game, the Empire forces concentrate their fire on
of Chaos, which leaves the Orcs & Goblins free to
[rile on construction.

& Goblin Construction Force has dedicated three

of 22 Goblins each to the construction effort. Their
‘Unit Strength is 66. Thus, each turn, as long as the
lon't shoot, cast spells, or fight in combat, they may
Damage Points (i.e., Unit Strength of 66 divided by

Beastmen work together to erect a sacred berdstone.

Point equals 2 Damage Points). As the construction started
with 10 Damage Points, it would have 12 Damage Points at
the end of the 1st turn.

In the next turn, the Empire player successfully fires a Great
Cannon at the construction and rolls 4 points of damage. The
construction now has 8 Damage Points. The Empire player
also shoots a number of the Goblins and kills several. Now;,
there are only 58 that can contribute to construction. In the
Goblin turn, the 58 Goblins could add only 1 2/3 Damage
Points (i.e., Unit Strength of 58 divided by 10 equals 5.8 or 5
after rounding down; 5 times 1/3 Damage Point equals 1 2/3
Damage Points). The structure would then have 9 2/3 Damage
Points at the end of the Orc & Goblin turn.




MULTI-PLAYER SCENARIO 8
A TRAITOR IN OUR MIDST

OVERVIEW

In this enormous game, two alliances of massive size strive to
capture and hold the battlefield. The armies of each alliance
must work together against to fight so many enemies, but the
alliance is uneasy as there are rumors of an army of traitors.

This type of very large game could be played appropriately in
a large store or club and will make for a spirited afternoon of
gaming. With a game of this size, we heartily recommend
planning on a lunch or dinner break with plenty of beverages
and chairs to ease the weary generals.

ARMIES

Two alliances consist of four or more armies each. Both
alliances are built to an agreed points size of no less than
10,000 points each. The armies in each alliance may differ in
value, but each must be at least 2,000 points in size. All armies
are chosen from the Warhammer army lists and must be
“legal” armies for their individual points size.

BATTLEFIELD

The battlefield should be at least 4' wide. The minimum
length of the table is determined by the number of armies,
and we reckon a minimum of 3' per army. For example, if you
had four armies on one side of the alliance, you would need a
table at least 12" in length. A larger table would be great (and
if you have all that room, you are one lucky gamer and should
invite us over to play).

DEPLOYMENT

1. Roll a D6 for each alliance. The members of the higher-scoring
alliance may choose the side of the table on which they will
deploy their forces.

2. All players roll 2D6 and reroll any ties, The lowest-scoring

(EIGHT OR MORE PLAYERS, EIGHT OR MORE ARMIES, 20,000+ POINTS)

player deploys his entire army anywhere in his section of his.
side’s Deployment Zone. Then, in ascending order, the
remaining players deploy their entire armies. Thus, one side of
four players may be all set up when the other side is only half
finished deploying. That’s the luck of the dice and perfectly
acceptable in this scenario.

3. Scouts are deployed after all units of all participating armies
have been deployed. Every player with Scouts (no matter how
many units) should roll 2D6. Again, start the deployment with
the lowest-scoring player and work upwards.

WHO GOES FIRST?
Both alliances roll a D6. The members of the higher-
scoring alliance may choose whether to take the Ist or
2nd turn.

LENGTH OF GAME
The game lasts at least 7 turns (see Victory Conditions)
or until one alliance concedes defeat.

SPECIAL RULES

Alliances, Command Structure, Enmity, Possible Turncoat.

Possible Turncoat. After Turn 2 is over, a4 Random
Traitor Cup must be prepared. You will need to fill this
cup with two Loyalist counters per player and ONE
Traitor counter for the entire group. Thus, in a game of
eight players (four per side), there would be 16 Loya
counters and 1 Traitor counter in the cup. The

“counters” can be anything that is of equal size. Black
dice could represent Loyalist counters, and a single red
die could represent the mark of the Traitor. You coul I
also cut out chits of paper or use the same sized coins
(with one marked with paint to represent the Trmtor)‘
Before Turn 3 begins,
each player reaches intc
the Random Traitor C
(without looking) and
draws one counter. Dic¢
off to see who draws
first. Each person may
look at his own countet
but may NOT show it to
anyone else.

Tivo 4' x O tables pushed together make | %
impressive battlefield. Remember to be cons
each plaver's Deplovment Zone and distri
terreain evenly across the tahly




The Traitor (if there is one¢) MUST announce his foul VICTORY CONDITIONS

wrncoat ways at the end of his Turn 3, 4, or 5. This is The winning side is determined by the Victory

done by yelling, “I'm the Traitor,” or any similar catchy Points chart on p. 198 of the Warhammer

phrase that will get the point across. Every one of your rulebook with a few additions and changes. Board

former allies will groan and complain, so you might as quarters are worth 500 points each (because they are

well have some fun with it. After all, it isn't your fault big board quarters!), enemy Generals are worth 250

you're the Traitor! points (instead of the usual 100), and the alliance that A,
The turncoat in question now switches sides and plays was betrayed may add 1,000 points to its total. Y
for the other alliance. As the Traitor makes his Advice for the Traitor. You may choose to “go Traitor”
declaration at the end of one of his turns, he will take 2 anytime at the END of Turns 3-5. Pick the one that | .
urns in 4 row (i.e., after he finishes 1 turn on side A, would be most advantageous! Also, take advantage of o
the Traitor makes the announcement of his treachery the opportunities you get to sow distrust among your ::}
and then immediately takes another turn with side B). soon-to-be-former allies. A few whispers like, I think -':_‘_-ﬁ.l
his is the advantage of surprise! Note that the rules for  Jim js acting kinda weird,” will do the trick nicely. Have g
Alliances do not prevent a “good” army from turning fun with it. It’s not often that you get a chance like this

Traitor and joining an “evil” alliance (or vice versa). The to mess with people’s heads.

wrncoat army will however be subject to Enmity with
his new allies if any of them are listed as “maybe” or
*no” on the Allies Chart. The Traitor army may take
advantage of the Marshal of the newly joined alliance
unless Fnmity prevents it from doing so. If the Traitor
was controlling the Marshal of his original side, then all
the Marshal bonuses for that character model are lost
once his treachery is announced, and the betrayed side
must complete the game without the benefit of a
Marshal. Traitor
units/models that
were in combat with
units/models that are
now allies
immediately cease
fighting and

must reform.

Lefi. Sure, vou could fust use
an unadorned bet or cupy for
veer courtters — bt whedl is
the frn af thar?

A Jovr-on-four, winner-take-all Warbammer extravaganza. But is there o Traitor? And if s, who?
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CHAPTERS8

BOATS IN WARHAMMER

Rght now, off the coasts of Bretonnia, a convoy of trading vessels is being waylaid by brigands and
utthroats. Even as you read this, a flotilla of Orcs is churning down the Stir River to launch an inyasion =
deep inside the Empire. Batten down the hatches. It's time to take Warhammer into the water. These rules
for ship combat can be used to play onc-off Warhammer sea battles or can be incorporated into a map-hased
or Games Mastered campaign that includes rivers, seas, oceans, mhnds or coastal territories. b -

-—
= =

AVAST, YE SCURVY DOGS

Whether you are sailing the vast expanse of the Great
Ocean, hugging the rocky coastlines of the Tilean Sea,
or traveling along any of the mighty rivers of the
Empire. it's clear that bodies of water abound in the
Warhammer world. But when was the last time you
used water on your Warhammer table as anything but
an obstacle or a way to mark your gaming board edge?

This chapter is all about getting your feet wet with
some nautical gaming. Included here are several
different types of boat-based scenarios to play. This
chapter is not intended to be a full blown Warhammer
naval battles rule set, but you will find simple and fun
rules for moving boats, shooting at boats, fighting on
boats, and the inevitable sinking of boats! You will also
find information on ship-building, types of watery
battlefields, and even using sea monsters. There are
plenty of examples throughout the chapter.

Rudeer

LISTEN UP, MATIES
Hear and heed this warning, landlubbers! This chapter includes
some very basic rules and scenarios for playing some fun naval
baules. The rules contained herein are not the official ones for
Warhammer boats and will not come ¢close to clarifying all the
possible ship types, combat variations, or complexities of naval
warfare. This chapter is not intended to show you how to
re-create vast fleet battles on the high seas!
For many players, boats in Warhammer games are uncharted
waters and will provide even more possibilities to the already
limitless Warhammer world, We just want to warn you. If you are
a sea-soaked naval warfare buff who knows the difference
between starboard and larboard (or port) and can identify the
scupper, mizzen mast, and topgallant, then these rules will not be
as in-depth as you might desire. Butfor those whose
imaginations perk up when they hear about daring river raids,
landing behind enemy lines, and desperate boarding actions, this
chapter will have its desired effect and launch another
Warhammer gamer out into the great blue of gaming possibilities:

Sadly, you will not find the definitive rulings on Tzeentch hover
ships, immense Orc hulks, or triple-decked, ornately decorated
Bretonnian Galleons. However, no matter how elaborate your
ship model, you will find some rules here that will allow you to
play with it on your watery tabletop. L

ANCHOR’'S AWEIGH!

When adding naval elements to your games, it is vital to

remember that the basic mechanics of Warhammer
remain in effect. Ships move in the Movement Phase,
shoot in the Shooting Phase, and complete boarding
actions in the Combat Phase. Several of the scenarios
presented later in this chapter include both water and
land elements.

For small detailed ship games with 20 or fewer models
per side, use the Skirmish rules described in the

Mest
Here isan
satling ship wil
Estalian
crew (Dags
& old Arel
Empive

Warhammer rulebook (pp. 242-246) regardless of
whether models are on land or at sea. For games with
more than 20 models per side, the usual Warhammer:
rules apply. However, on board a ship, all models are
considered units of one model each and do not move
or fight in formation. Generally speaking, treat each
shipboard model as you would an independent
character in a regular game of Warhammer.

THAT’S NO BOAT. 'TIS A SHIP!
Technically, a ship is a vessel that carries other boats
(e.g., lifeboats, gigs, jolly boats, and long boats),

whereas a boat does not. However, in this chapter, we
use the terms largely interchangeably. Because there
are so many different races in the Warhammer world
and so many possible ship types, to avoid confusion
the following rules categorize them by size and method
of propulsion (e.g., sail, oars, and steam). i
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(PES OF SHIPS
our purposes, there are four ways to move a boat:

pars, steam, and magic. These classifications define
four types of ships. Some lucky ships may have more
han one way to move (e.g., oars and sails), and players
untrolling such vessels must state at the beginning of the
um which they will use.

Sail. This category describes any ship that uses the
to move. A sail, often made of a thick cloth like
vas, is rigged to catch the right amount of wind.

ining which combination of sails to use and how to
‘them is a critical art. Spreading too much sail can snap
gmast or spar — too little and the ship will stall. The speed
i relative direction of the wind largely determine a
g ship’s maximum possible velocity.

cectocod

Alarge naval baitle with many ships on the water or perbaps a combined
land/sea invasion can make for a perfect club game or event, Here, we see an
amazing ship game in action at Warbammer World in Nottingbam, England

Oars. Compared to moving by sail, propulsion by oars
is very easy to understand. Power is generated by oars,
long poles with blade-shaped endings that are pulled
through the water in unison by oarsmen. For some
Warhammer nations, like the Empire, these oarsmen
are professional sailors doing their duty. Other races,
like Orcs, Chaos Dwarfs, and Dark Elves, inevitably use
slaves chained to the oars to propel their such vessels,
The cries of “pull lads” and “put yer backs into it” can
be translated into many languages!

Under Steam. Steam technology is not widespread in
the Warhammer world, but a few races, particularly the
Dwarfs, have been known to make use of it. Basically,
steamships use an engine that converts heat into
pressurized steam, which in turn drives a paddle wheel
or propeller. Though steamships don't rely on the
fickle winds, steamships can suffer from technical
malfunctions and a slew of boiler problems.

Magic. Some races of the Warhammer world use magic
to propel their ships through the water. Some of these
ships take advantage of magical winds to fill their sails.
Other magical ships are enchanted constructions that
have been imbued with certain powers. For example, a
ship commanded by a Vampire Count, a so-called
Ghost Ship, moves and sails as though it is running on
a prevailing wind, yet the actual sails have long since
rotted to stringy nothingness. Specific rules relate to
each of these unique magical ships and the peculiar
wizardry that powers them.

1295~
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1. Gur put mwo boat shapes from foamcore. Make sure
that one.of your boat shapes is slightly wider and longer.
than the dther. Glue the two hoat shapes tgether, using
insuldtion board s a spacer between the two shapes:
and plicing the larger boat shape on top. Use the
foameore asa guide and trim the insulation accordingly.

2. Now cut out long strips of thin cardboard about 1,2
wide and at least the length'of your boat long, Glue
these strips Mlong the length of your boat to represent
your planking. You can cut out vertical strips for
perpendiculacplanking as well. When thi

finished. build’up the forecastle and poop deck of the

ship with blocks of foam.

3. Make two pILLtfnriii:r;
out of iua.mmrc 1
texture them in thes

| same wayas the hulf.
Search through your
hitz box for svindows,
doors, and ladders for
added derail,

nvis U u;llly works
L assist you greatly, when thinking of a d'e_.\l n-dor your sail.

THE SIZE OF THINGS

Before we detail the rules for moving ships under
different types of power, it is worth talking about ship
size. Size functions to determine a ship’s best possible
speed, its maneuverability, its durability, and the
number of war machines and crew members it may
carry. For instance, a small ship that is sail-powered is
more maneuverable than a larger sailing ship. Howeves,
the larger sail-driven ship can obviously carry a larger
crew and more war machines. Many larger ships have
multiple decks that can carry greater numbers of
warriors and weaponry. If the battle comes down to a
boarding action, size definitely can matter!

There are loads of exceptions to the above generalities
— some well designed large ships are very

maneuverable, for instance. However, for easier
game play, our broad categories work well and result in
lots of fast and fun gaming.

Below is chart that outlines the general guidelines for
ship size, including the ship’s length in inches, the
maximum and minimum crew size, and the limitations
on how many war machines ships of each size may

carry. These classifications are necessary to determing
how a ship moves, how many crew it takes to get the
ship in motion, how much damage the ship can take,
how powerful the ship is in a ram, and more.

| £ o i .:
Dinghy Up to 3" 1/6 None .
Small 410" 5125 Upol
Medium ~ 11-18" 8740 per deck Up 1o 2 per
Large 18"+ 10/50 per deck Up to 3

Norte that these rules are general guidelines designed to
players incorporate boats into their Warhammer games. O
ship designs are, of course, possible: Howmr unless pla
agree or the Games Master of a eampaign rules otherwise
and scenarios would do best to stick 1o the guidelines

In full-scale combat, it could be uuag[ucd that even sn :
medium Ore ships would be crammed to the seams with
fighters and crew than the above listsuggests. Also. a ful
out man-o-war could well field dozens of Cannon on
to large ship, However, such large crews and batteries wol
make for some complicated gaming and would certainly requ
more of a discussion of seamanship than space allows
Note that cavalry models generally cannot be part of i
ship’s crew, although they may be ferried in a transport

# Crew minimums and maximuoms are given in Unit §
number of models. Large creawres like Ogres take up
room but can also pull hard on the oars,

BASIC SHIP RULES
CREW

Regardless of size or movement type. a ship must ha
models that act as crew in order to move. The crew are
the sailors responsible for operating the ship. Each
turn, the controlling player must nominate a number of
models equal to or greater than the minimum crew siz
to operate the ship and do nothing else. For instance, ;
dinghy has a minimum crew of one. If a dinghy
contained four models, three could shoot missile
weapons or cast magic while one manned the boat,
Don’t confuse the ship’s crew with the crews of war
machines, which are separate. Models cannot operal
war machine and a ship at the same time.
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sible model may act as part of the crew, and

no special “ship’s crew” entries for army lists.
instance, an Orc & Goblin player with an oar-driven
could nominate Night Goblins, Common Goblins,
Orcs, Savage Orces, and so on as crew, but Squigs
not be a sensible option for a variety of reasons
are wild creatures with no arms, and they would
hly just eat the oars anyway).

¢ time, a ship has less than its minimum
or of crew, the penalties are as follows.,

Sh lips with less than their minimum crew
move at only half speed.

ps with less than half their minimum crew
(round down) may not move at all and are Adrift
(see p. 142).

um, models designated as crew in a given turn

anot shoot, fight, or cast spells — they are too busy

g the ship move. Thus, each turn, it is vitally

prtant to nominate which models are acting as crew
which are not.

SPEED

of each type and size have different rules for their
um speed (and some have rules for minimum

ed under certain circumstances). A more specific

ion of ship speed rules may found on the

ng pages.
[EUVERING SHIPS

on land may wheel, turn left or right, and make
ce maneuvers. At sea, a ship may only turn up
 certain angle — normally 45°. There are rules

g how each ship turns, how often it may turn,
ow far it must travel between each maneuver.
ships, particularly large ones, have a lot of mass

| cannot make the kinds of quick turns and sharp
that models on land can.

ith your tape measure, you will need a ship-

g template that indicates 45° and 90° angles (you
e your own with a compass and protractor,

Joad one at our web site, or photocopy the one

m the inside back cover of this very book).

OTING AT SHIPS

player wants his models to shoot at ships, he

ral catcgoric;i that may be targeted are the
¢ Crew, and Specialty Targets. Each type of

-~

.-_t?é?

!ﬂhm
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ship and each area will have its own Toughness and

Damage Points according to the ship’s size. Note, we
use the term Damage Points instead of Wounds much
like the Buildings rules in the Warhammer rulebook.

Hull. The hull is the body of the ship. and putting
holes in it is the surest way to make it sink! All hulls

have a high Toughness and lots of Damage Points. Once

a hull is reduced to zero Damage Points, it will sink
(see p. 139 for Sinking rules). The only special rule for
hulls is Dinghies Are Smicill.

Dinghies Are Small.
Dinghies are small
craft, and it isn’t
possible to target
specific areas on them.
When shooting at a

r DINGHY CHART (D6)

1-3  Hull

4-5 Crew

6 Specialty Targer®
“f sail-driven, rndomize

dlnghy and a successful between mast & sail; if oar
hit is scored. roll on driven, the oars are hit.
the Dinghy Chart L \ —

(at right).

Any attack of §7 or higher that wounds a dinghy’s hull
automatically destroys the boat. If the dinghy is
destroyed in this fashion, all of its crew are slain, and
any characters in the tiny boat suffer a single S5 hit and
are tossed into the water (see Swinmming on p. 139).
Crew. Shots at crew are always made at a -1 penalty to
account for the soft cover of masts and gunwales as
well as the fact that the crew are in Skirmish formation.
Additional factors (e.g., shooting at over half range or
scenario situations like fog) can add further penalties.

Casualties may be taken from any model that is on
board and visible to the shooter (at the owner’s
discretion). To avoid shots from war machines,
characters within 2" of other models may use the “Look
out, Sir” rule as though they were in a unit.

Specialty Targets. Each type of ship (sail. oar, steam,

and magic) has different specialty areas. These Specialty

Targets can be things like sails, rudders, steam engines,
paddle wheels, and the like. If the Specialty Target can
be seen by the shooter, it may be targeted. ONLY ONE
SPECIALTY TARGET MAY BE HIT PER SHOT. This is an
important concept, as it is possible for Cannons or
template weapons to hit multiple areas (see further
explanation on p. 139). If the Specialty Target is hit,
roll on the appropriate Specialty Target Chart found
later in this chapter. A successful hit does NOT
necessarily mean that you have hit the intended target.
With the rolling pitch, the sea spray in the air, and the
churning foam at the waterline, it is easy to see how a
bolt or cannonball would miss its intended target.
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I n this showcase, we show
you some simple ways to
make a seascape and offer

up some examples of
miscellancous bits that any captain
worth his sea salt should have his
terrain collection.

PLUMES AND OTHER
WATER EFFECTS

Uséng trodeling puity, round bases (iike
[lying and titan bases), wire, and some
paint, Nick Davis created these great water,
effects. We use them fo mark range guesses
and 1o indicate near misses. They just
miaikee the battlefield look coaler!

Qrther beipful bints
[oryour
Wesrhamnier
games on the fbigh
seas tnclude eve
parches, books:
and seing
“Arrrrrtafor,

MAKING WATERY BATTLEHELDS FOR SHIP-TO-SHIP COV

I a pinch, a stmple blue
cloth spread aver yotr
existing same tetble-can
furn your local gaming
rpight fnto a bigh

seas dadpenture.

Below you can see a Warbanimer
boats i progress. A small veonshuelle
Oric & Goblin ships attempls 1o,
overpower the small fleet af @ Vempine
The table is & x 4" and s simplypa
This is a quich
achievable way o

Resin makes for great
weiter effects for thuse
really serfous about
thefr hoat games!

PREDATORS OF THE SEA

There are many istances when nodels can go overboard. Regardless of the reason why
your models fiud themselves in the wwater, swimming in sbark-infested waters is a frge
visk. When the déadly fins break the surface and speed towards your swimme; youteill -8
feel fmpending doont. These are fust plastic toys we formd in a toy store repainted and ™ -
modeled onto circtilar fxises. fi
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beset onall sides by tendrils lasbing out from the unfathomdable deptis.




SAILING SHIPS

Sail-powered boats are among the most
common ships in the Warhammer world. The

direction of the wind is pivotal to sailing ships, and
good captains keep one eye on the enemy and the
other on the weather. Even the worst imaginable shift
in the wind can be turned into an advantage by an old
sea dog!

Crew. Remember that each sailing ship requires a
minimum number of crew to steer the ship, trim the
sails, and carry out the captain’s orders (see p. 130).
Speed. All sailing ships move up to D6+8" each turn
but are subject to the Sailing Special Rules.

MANEUVERING UNDER SAIL
Changing course while under sail is a little tricky. even
more so for larger ships.

Turning Radius. A single turn consists of pivoting the
ship up to 45° and no more.

Move Before Turn. Sailing ships cannot turn on a
dime. Therefore, before doing any maneuvering, a ship
must first move a minimum distance. The minimum
distance a ship must move before and between any
turns is listed on the Turning Chart below.

Number of Turns. Some ships are more maneuverable
than others. Smaller craft have an easier time of turning
(they aren't trying to redirect all that mass!). Note that
the limitations count per 10" of movement (or fraction
thereof). Thus, should a ship move over 10", it may use
a second allotment of maneuvers. For example, if a
medium ship moved 14" in 1 turn, it could start off by
moving 2", turn up to 45°, move another 2", turn again
up to 45°, move 6" in a straight line (at which time it
has moved 10" and is eligible for anotber set of
maneuvers and could make two more turns), turn a
third time, move 2", turn a fourth time, move 2". The
smaller the ship, the more turns it may make.

—

TURNING CHART

Move Before Turn  Turns per 10" of Movement
Dinghy 1" 4
Small 1" 3
Medium 2" 2
Large 3" 2

This ship travels normally wotil it trns into the wind, When it mekes its 43¢
turn against the force of the breeze, it stops moving completely

SAILING SPECIAL RULES
Wind Direction. For our purposes, boats are always
positioned with the wind at one of three relative
directions: bow on, abeam, or astern. During a sea
battle, it is important to mark down the direction of the
wind if there are any sailing ships in play (wind
direction rules follow on the next page). Sailing ships
can move faster when the wind is astern, and there are
movement penalties when ships turn into the wind
(bow on).

Wind-Aided Movement. When a sailing ship begins
turn with the wind astern, it may move an additional
DG" (i.e., 2D6+8" instead of the usual D6+8").

A sailing ship that does not begin the turn with the
wind astern may maneuver to take better advantage of
the wind. Determine maximum movement as normal
by rolling D6+8". If the ship mancuvers in such a
that the wind is astern before the ship moves more
than half its maximum movement for that turn, the ship
may add an additional D3" of movement to the end of:
its move. '

Sailing into the Wind. Any sailing ship that starts its
turn facing into the wind (bow on) moves up to 8"
instead of D6+8".

Any ship that turns into the wind (bow on) loses D6"
from its remaining movement (if any) and may not
make any other maneuvers that turn.

DETERMINING WIND
DIRECTION

As the captain of any sail-
powered ship will tell you,
keeping an eye on which
direction the wind is
blowing is the key to victory.
The wind can be a fickle
friend and is apt to change
just when you most need it at
your back. Charts for
determining wind direction

This excellent wind ma
spit-to show the wind's di
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| WIND DIRECTION AT THE START OF THE GAME
lnless scenario rules dictate otherwise, nominate a table
‘edge as north, roll a D6, and note down the results before
| play begins. ]

1 The wind is blowing from the northern table edge.

2 The wind is blowing from the southern table edge.
The wind is blowing from the western table edge.
The wind is blowing from the eastern table edge.

Both players roll a D6. The higher-scoring player may
choose the direction of the wind.

6 The wind conditions are unusual. Roll another D6, 1f
the result is 1-3, the winds are light. Deduct 2" from
the maximum movement of all sail-powered ships. If

| the result is 4-0, the winds are strong. Add 2" to the
maximum movement of all sail powered ships. Roll
again for wind direction. If this result is rolled again.
the results are cumulative. Continue rolling until a
wind direction is established.

]

WIND DIRECTION DURING THE GAME

1 At the start of cach game turn after the 1st, roll 2D6 1o
l‘_dl!terminc whether wind conditions change.

"-z The wind dies down. Deduct 4" from the movement of

all sail-powered ships. This result lasts this turn only,
and then conditions return to normal.

| 3 The wind changes direction 180°.

4 The wind changes direction 90 in a clockwise direction.
5.10The wind direction stays the same.

11 The wind changes direction 90" in a counter-

clockwise direction.

12 Gusts. Add 4" to the maximum movement of all sail-

powered ships. This result lasts this turn only, and then

conditions return 1o normal.

cris) ey

AGE & SPECIALTY TARGET AREAS

¢ fire: Crew, Hull, and Specialty Targets. Crew
!|s take damage per the normal Warhammer or
mish rules (depending on the size of the battle).

en the hull is successfully hit, use the following
istics to determine the effect.

A sleek Chaos
Dot wses iy
sall to ply the
Secr of Claws
in search of

following areas of a sailing ship may be targeted by

Any ship's
hull that is

. HULL DAMAGE CHART
| Ship Type Toughness Damage Points

B ; 7% 3 reduced 1o 0

i ?g&h) g 6 Damage

I i Points will
t{g::um g :2 begin to sink.

See Sinking

[ See Dinghies Are Small on p. 131. on p. 139.

The following Specialty Targets, if visible to a

shooter, may be attacked: war machines, masts,
sails & rigging, and rudders. Their statistics and
Specialty Target charts follow. The descriptions

and charts explain how much damage each area may

sustain as well as how difficult it is to hit.

War Machines. The normal rules for shooting at w:
machines apply (see Warhammer rulebook, p. 118).
Note, shooters suffer from a -1 to hit penalty when
firing at war machines due to the cover afforded by
gunwales and rigging.

ir

the

Rudder. All rudders have T8 and 1 Damage Point. The

chart represents how hard it is to hit the rudder.

-

( RUDDER CHART
1-3 The hit initially looked like a good "un, bur the missile
has gone wide and is now sinking harmlessly to
the bortom.
4-5 The shot hits the hull instead. Roll to wound
as normal.
6 A hit on the rudder! Roll to wound as normal!
A ship without a rudder cannot steer or make wimns for the
rest of the game and is at the mercy of the tide and wind.

\
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Mast. Each mast has Damage Points determined by

the

size of the ship (see chart below). Before determining

damage, roll on the Mast Chart (bottom of page).

W

|
F Mast Mast Sails & Rigging Sails & Rigging
Toughness Damage Points Toughness 13ge 5

Dingh_v OF 2 S s
Small 8 4 5 6
Medium 8 ] 5 8
Large 8 8 5 10
# Dinghies do not use the Specialty Targeting rules but

\ instead use the Dinghies Are Simall rule on p. 131.

Sails and Rigging. Sails count as Large Targets. The high

number of Damage Points that sails can take represents not
how tough the material is but how easily missiles will tear a
hole in the sails and keep going. It takes a well placed shot to

tear up vital sail cloth and rigging! The Sail Chart can be
found on the top of the next page.

Any non-flaming missile under S5 will cause damage only

on

a roll of 6 to wound. Most arrows and handgun bullets just
tear tiny holes in the sails. Flaming shots and higher-strength

missiles wound as normal.

—_—

F MAST CHART
1-2 The shot strikes a glancing blow, but no damage

is sustained.

3-4 Roll to wound as normal, but halve all Damage Points
caused (round up).

5 A hit! Roll to wound as normal.

6 The shot hits the mast square on. Roll to wound as
normil. In addition, on a roll of 4+, the shot also
causes a single Damage Point to the rigging and sails.

A ship with no masts cannot use sails for movement. When
a two-mast ship loses a mast. it is reduced to half speed.

=




SAILS & RIGGING CHART ‘1

1 The shot hits the sail but tears through so quickly
and with such a tiny hole that no appreciable
damage is sustained.

2 Roll to wound as normal but halve all Damage Points

caused (round up). I

3-5 The shot rips into the sail and rigging. Roll to
wound as normal.

6 Roll to wound as normal. If ar least 1 Damage Point
is caused, roll another D6. On a 4+, a yard or spar is
knocked down and strikes D3 crew on the deck
below with a §4 hit. On a roll of 6. you may also
make an additional roll on this chart, as you've hit a
vital area.

If the sails are destroyed, the ship cannot move at all

under sail. If the ship does not have another means of

propulsion (e.g., oars), then it is Adrifi.

ROWED SHIPS

The rules for oar-driven ships are relatively straightforward.

Crew. Remember that each row boat or ship requires a
minimum number of crew to steer and power the vessel
(see p. 130).

Speed. All oar-driven ships can move up to 5" a turn but
can gain more speed with the special rules for Lots of
Rowers and Burst of Speed.

OAR-DRIVEN SPECIAL RULES

Lots of Rowers. Extra rowers can make a ship rip through
the water. If a ship has double its minimum number of
rowers, it may move faster than normal (see chart below).

Burst of Speed. Before moving an oar-powered ship, the
controlling player may call for a burst of frenzied rowing in
order to go very quickly in a straight line either to ram an
enemy or to get out of a tight spot. During this Burst of
Speed, only one turn may be made. See the chart below to
determine the bonus movement afforded by the Birst of
Speed. The Burst of Speed bonus may be combined with a
Lots of Rowers bonus if there is enough crew.

—

LOTS OF ROWERS & BURST OF
SPEED DISTANCE CHARTS

Ship Type Lots of Rowers Bonus Burst of Speed Bonus
" I“

Dinghy 1

Small D3" Do"
Medium D3+1" Do+1"
Large Do" D6A+2"

After a Burst of Speed, the controlling player must wait for 3
complete turns to pass before calling for another. The
rowers are exhausted and need time to

rest and recuperate.

MANEUVERING BY OARS
Turning Radius. A single turn consists of pivoting the ship
up to 45° and no more.

Can Move Backwards. Ships powered by oars may
choose to go forwards or backwards. Only one direction
per turn may be chosen.

Must Move First. If an oar-driven ship moved more thar
5" in the previous turn, it must move in the same di
a minimal distance before attempting a turn (see chart

below). Thus, oar-driven ships cannot move backwards
after a turn in which they moved more than 5". If an oar-
driven ship went 5" or less in the previous turn, it does not
have to move a minimal distance before turning. .

Number of Free Turns*
2

Must Move First
Dinghy 0"
Small 1" 1
Medium " 1
Large 2" 1

# Free turns cost no movement to make and may be up to 45%
l Additional turns cost 2" of movement.

Free Turns. Oar-driven ships get a number of free mrns
each round. These turns may be up to 45°. Any additional
turns cost oar-driven ships 2" of movement. Except for th
Must Move First rule, oar-driven ships do not need to tra

any distance between turns. '

No Wind Effects. With the possible exception of special
scenario rules for things like hurricanes, the wind has no
effect on oar-driven ships.

DAMAGE & SPECIALTY TARGET AREAS
Enemies may target the Hull, Crew, or Specialty Target
areas of an oar-driven boat with missile fire. Crew models

take damage per the normal Warhammer or Skirmish rules
(depending on the size of the battle). The Specialty Target
areas are war machines (see Warhammer rulebook,
p. 118), rudders (same as sail-driven rudders on p. 135),
and oars (see chart below).

Hull Hull Oar Oar
Toughness Damage Points Toughness Damage Points
Dinghy 7* 3% 5% 1 per oar |
Small 8 6 5 1 per oar ||
Medium 8 10 5 1 per oar |
Large 8 16 5 1 per oar l |
* Dinghies do not use the Specialty Targeting rules and use !hc"l 1
L_D.ingb:'es Are Small rule on p. 131 instead. |

L

OARS CHART

1 The missile fails to hit anything and crashes harmlessly into
the water.

2 The shot hits the hull instead. Roll to damage the hull
as normal.

3-5 The shot hits the oar and rolls to wound as normal.

6 The shot hits the oar, If the roll to wound is successful, the
shot not only destroys an oar, but the splinters cause DG
S3 hits to the nearest rowers as well.

Each ship has a minimum number of rowers (see crew
minimums on p. 130). If damage takes the number of oars
below that number, the ship is reduced to half speed just as if it
had lost the crew: If the number of oars is reduced below half
the minimum number of rowers, the boat can no longer use
oars as a2 mode of rransportation and is Ad/rift if it has no other
means of locomotion.

Should a short that can hit multiple targets (e.g., one from a Bolt
Thrower, Cannon, or template weapon) hit multiple oars, make |
a separate roll on the above chart for each oar that is damaged. ||




SHIPS

Remember that, like all other types of ships,
pships require a minimum number of crew to operate
s hoilers, steer the ship, and navigate (see p. 130).

the ship generates steam. Each turn, the controlling
Fmay use up to 3 Steam Points before taking any
and going Full Throttle.

ich Steam Point spent can do the following,
e the ship forward up to 2"

ove the ship backward up to 2"

ot on the spot up to 45°

nally, 2 steamship captain can choose to throw
to the wind, stoke the boiler, and go Full Throtile
giin additional Steam Points.

SPECIAL RULES

‘hrottle. After spending 3 Steam Points and moving
pyessel accordingly, a reckless or desperate captain can
vessel and call for more power. The boiler

ns. The pressure gauges pass the red line, and
engineers develop sudden twitches! After moving
e original 3 steam points, the Caprain declares how
additional poirnts he wants to spend (between 1 and
ol 2D6, add 1 to the result for each additional Steam
spent, consult the chart below; and apply the results
doing any additional movement.

FULL THROTTLE CHART

The boiler shakes. shudders, and thumps but
produces the correct amount of steam.
me With a resounding whoosh, the boiler shuts down.
The steamship moves only 1" further this trn.
Otherwise, there are no ill effects.
11-12 Loss of pressure! One of the pipes has sprung a leak.
~ Acrew member can fix the problem, but the ship
moves no further this turn, Next turn, only 1 steam
point will be generated.
Boiler Malfunction. The boiler shuts down, and the
ship moves no further this trn. At the start of the
controlling player's next turn, roll a D6. On a roll of
4+, the boiler restarts and generates only 1 steam
point for that turn. It will generate steam points
normally thereafter. If the boiler doesn't start, the ship
is Adrift, and a subsequent attempt to start the boiler
must be made at the start of each following rurn.
Blown Valves! For the rest of the game, the ship will
only generate 2 steam points each turn and cannot be
pushed 1o Full Throtile.
Explosion! With a thunderous roar, an explosion rips
the engine room apart and momentarily lifis the ship
itself off the water! In an instant, the ship goes down
with all hands!

As long as steamships have the required number of

SUVERING BY STEAM

ping Radius. Slight rurns of up 1o 45° won't slow a

ship down. Steamships may make one such turn per
Steam Point spent. For example, a steamship spends

im Point to move forward 2", During that move, the

my turn up to 45°, If the ship spends another Steam
to move it may make another corresponding urn of

0 45°. Additional pivots up to 45° can be made but it

gill cost an additional Steam Point.

ps share some rules with oar-driven ships: Can
v Backwards, Must Move First, and No Wind Effects.

DAMAGE & SPECIALTY TARGET AREAS
Enemies may target the Hull, Crew, or Specialty Target
areas. The Specialty Target areas are war machines (see
Warhammer rulebook, p. 118), rudders (see p. 135),
paddle wheels (see below), engine blocks (see below), and
propellers (see below).

Hull Hull  Paddlc Wheel Paddle Wheel
Toughness Damage Points Toughness Damage Points
Small 8 6 7 5
Medium 8 10 8 7
Large 8 16 8 8
Note that Dinghies may not be steam-driven.

Paddle Wheels. Some ships use their steam to turn great
paddle wheels for propulsion. See statistics above.

Engine Block. The engine room is vital to generate the steam
that makes the ship move. Most engines will be at least
partially enclosed by the hull and thus are difficult to damage.
All engine blocks (regardless of ship size) are Toughness 10
with 4 Damage Points.

= e
PADDLE WHEEL CHART T

1 The shot fails to cause any damage and skids
harmlessly into the water below,

2 The shot hits the hull instead. Roll to wound the
hull as normal.

3-5 The shot strikes the paddle wheel. Roll to wound
as normal.

6 The shot strikes the paddle wheel. If a wound is
caused, the resulting explosion sends shrapnel into
the crew on deck. The crew takes D3 S4 hits,

If the paddle wheel is reduced to half of its original
Damage Points or below, reduce the ship’s movement by
half. If the paddle wheel is destroyed, the ship must either
use another type of power (e.g., oars), or it is Adrifl.

S
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Propeller. Propellers have the same statistics and use the
same charts as a rudder (p. 135). However, if the propeller is
destroyed, no steam-driven movement is allowed. The ship
must use another means of locomotion or will be at Adrift
(p. 142) at the mercy of the tides and wind.

ENGINE CHART T
1 The shot bounces off harmlessly in a ricochet of sparks.

2 The shot hits the hull instead. Roll to wound the hull
as normal,

3-5 The shot strikes the engine block. Roll to wound
as normal.

6 The shot strikes the engine block. It any damage is
done, the whole ship shudders. No steam whatsoever
may be generated next turn.

If the engine is reduced to half its Damage Points or below,
the controlling player must roll a 44 on a D6 before
moving each turn. Otherwise, the engine cuts out. The ship
cannot move and is Adrift. Should the engine be destroved,
the ship cannot generate steam and must use another
means of locomotion or will be Adrift.




MOVING BY MAGIC

Ghost Ship. Players who wish to design their own magic
their own boat rules.

The Ghost Ship is a basic sailing ship, unless noted

by either a powerful Vampire Count or a Master
Necromancer on board the vessel.

anything to sail the ship, although many Undead crews
continue to go through the motions of rigging sails that

have long since rotted away in a disturbing pantomime of
living sailors. The Vampire Count or Master Necromancer

simply moves the ship by power of will and magic. Thus,
the crew minimum for a Ghost Ship is always 1, the
Vampire or Necromancer, regardless of ship size.

Ships can be enchanted in many different ways — too many
to list here. As such, we provide vou with one example, the

ships can use the Ghost Ship rules as a guide for designing

otherwise below. However, real wind does not power the
ship. The wind that moves the ship is magically generated

Crew. The crewmen aboard a Ghost Ship don't need to do

Rumors about magical ships and Sea Monsters abound in the
Warhammer world. Some may be true, while others could merely
be the fanciful legends and tall tales of sailors who have lived oo
long on the high seas.

Many traders out of Marienburg tell of huge Sea Dragons with
great towers actually built onto their backs. The raiders from
Norsca repeat rumors of great ships of Chaos that glow with
iridescent colors and don't ride the waves at all, but somehow
hover above them before darting off at great speeds.

During a violent eruption of trade disputes with the Dwarls,
many human merchants claimed that some sort of submersible
boat was being used to sink whole trade convoys before they
could find safety in port. No one dares confront the Dwarfs
directly about what part they might have played in what are
(hopefully) long-settled disputes.

Everyone agrees that sailors are a superstitious lot, but who
knows what lurks past the horizon?

The Empive General believed that the yiver was protecting bis flank wntil an ominous and unfamiliar hoget came gliding owt of the fog..

Speed. As magical wind is needed to power the Ghost
Ship, the vessel does not move in the Movement Phase,
Rather it moves in the Magic Phase. The ship itself acts as a
magic item with a Bound Spell called Magical Wind (Power
Level 10). The ship will move D6+8". The spell may be
dispelled each round in which case the ship will move D6"
less for each successful dispel (but never reduced to below
zero), Each new Undead game turn, however, the ship
returns inexorably to its D6+8" move rate anew.

MANEUVERING A GHOST SHIP

A Ghost Ship is a dilapidated vessel, and its best sailing
days are long over. Many Ghost Ships were once sunken
wrecks reanimated by the Vampire or Necromancer who
now commands them.

Turning Radius. A Ghost ship may make up to two 459
turns at any time during its movement,

SPECIAL RULES FOR THE GHOST SHIP

A ship sailing on magical wind is NOT affected by the real |
wind. No bonuses or penalties apply and the Ghost Ship is
not affected by movement bonuses or penalties like a
regular sailing ship (e.g.. sailing with the wind astern).

DAMAGE & SPECIALTY TARGET AREAS
Enemies may target the Hull, Crew, or Specialty Target
areas. The Specialty Target areas are war machines (see
Warhammer rulebook, p. 118), rudders (same as sail-
driven rudders on p. 135), and mast (same as sail-driven
masts on p. 135). Sails cannot be targeted, as technically
there are none — just fluttering wisps of canvas. However, il
the mast is shot down, the Magical Wind will no longer
power the ship, and the ship will be Adriff (p. 142). In
addition, should the Vampire or Necromancer controlling
the vessel be slain, he will no longer maintain the magics
powering the ship. The ship will age hundreds of years in
seconds and begin to sink (see Sinking, p. 139).

-1_’3,8-
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0OTING FROM A SHIP

shooting from a ship works the same way it does on

ad. The ship may move in the water, but the shooters
ot count as moving unless they change position on
leck. War machines may pivot as normal.

ANOTE ON WAR MACHINES IN GENERAL
While the crew and warriors on board can take damage
 arrows and handgun shots, it is war machines that
the largest shooting threat to the ships themselves.
are some general rules to keep in mind.

pon. A cannon fires much like it does on land, and
onballs will bounce or skip on the water. All things
er the bounce of a cannonball are hit - or, in the case
Specialty Target area, have the chance of being hit. A
gnnonball hitting a ship’s deck can hit the hull and

sibly take out additional crew, and possibly one

ty Target like a war machine or mast. It NOT is

sible to hit more than one Specialty Target or a ship’s
twice — once on the way in and once on the way out.
Al hits to Specialty Targets must roll on their Specialty
harts before attempting to damage. See example below.

\Cinnton shot fmpects the ship's bull, a creswman. mast and cannon. The
will make a dameage voll for the bull, the crewman and ONE of the o
Specialty Targets charls (mast or Cannon) at the shooter's choice.

late Weapons. Any template weapon (e.g., a Flame

n or Stone Thrower) hits any target that is under the

mplate (although no more than one Specialty Targer)
‘could, for instance, hit crew, mast, and hull in one

Note that, if a template hits a Specialty Target like a

or rudder, you must still roll on the appropriate chart

ctermine the effect and see if you really hit it!

ng. If Bolt Throwers wound their first target, the
lot may penetrate in a straight line and hit a subsequent
up to 2" away, just as a Bolt Thrower shot can

trate 4 unit’s ranks. The second (and third and

..) target will be hit with a reduced Strength per the
mal rules.

[ G SHIPS WITH WAR MACHINES
naval commander is free to equip his ship with any

‘machines that his army may regularly field. For

nee, a Dwarf ironclad could certainly be equipped

Flame Cannon. War machines may be purchased at

points cost listed in the Army book. Remember

each ship may only carry a certain number of war

nes. This number is determined by ship size (p. 130).

Idition to army-specific weapons, players may take the
owing generic war machines on any ship.

Thrower
Thrower

110 points
75 points
150 points

les can be found in the Warhammer rulebook on
120-125. Each war machine will be crewed by three
ble Core troopers from the army in question.

The sinking of the ship may be only the begivming of vour troubles!

THAT SINKING FEELING

If you put enough holes in the hull of even the largest
ship, you will eventually cause it to sink. The onrush of
water may cause timbers to break which can result in even
more catastrophic damage!

When a ship’s hull reaches zero Damage Points, the ship
begins to sink! Roll on the chart below:

o

—

SINKING

2 With a terrifving suddenness, the boat dives beneath
the waves and is gone! All hands are lost!

3-4  The boat tilts to one side and goes down. All models
can make a normal move (no marching) to leap off
the boat and into the water. If they fail 1o get off or
are trapped on a lower deck, the models are lost.

5-10 The boat will go down in D3 turns — make the D3
roll immediarely. The crew must make a Leadership
test to remain on board and make any further
actions (like shooting war machines), Otherwise,
crewmen will run and fling themselves overboard.
See the Seinning rules below. In the meantime, the

ship cannot move of its own accord and is Adriff.

11-12 One of your crewmen with some carpentry skills has
patched up the most recent hole. The hull now has
1 Damage Point, and the ship is no longer sinking.
The ship suffers a -2" movement penalty, because it

has taken on so much water.

—

SWIMMING

There are many situations in which models may jump or
be knocked into the water and forced to swim. The
following rules apply for normal swimming.

Each model may swim D3+1" | but on a roll of 1 the
model is in peril of Drowning (see below). Subtract 1"
from any swimming distance for models that have better
than a 5+ armor save.

Drowning. An unmodified roll of 1 on the Swimming Test
indicates that the model has gone down. Characters as well
as unit Champions are special individuals and so may get a
chance to resurface heroically. Roll a further D6. On a 2+,
the model has not drowned but surfaces and splutters on
to next turn. On an additional roll of 1, the hero really has
sunk and is removed from play. Even Undead are still
removed from play on a Swinuning roll of 1. Assume the
current takes the model and sinks it out of action.

Climbing Back Aboard. A Siinumning model may try to
climb aboard any ship it reaches. See the Climbing rules in
the Warhammer rulebook on p. 244. The model may reroll
a failed Initiative test if the ship is friendly.

Models may split their move between Steiniming and
moving on land. For instance, a model uses half its
movement to reach the water. Make a Siwinuming test and
move the model half the distance indicated to complete
the remaining half of the model’s move.

NG
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-} On these pages, we ,

)07 HIGH SEAS

=9 on how Chad Mierzwa built :
his awesome Vampire Counts .

ship as well as pictures of other S H OW‘ AS

ships constructed for other '

Warhammer armies,

The basic strictire of Chad’s ship was constructed by Additional arches werve made of foamcaore

Chad raieed bis bit= box: for anthing that cor
using the methods described on p, 130, After the and attached with Jot glue. Details like balsa further detail, You'll notice more metal windows
framewark was created ont of foam, the exterior was wood tinibers arid a window from the Arcane plastic doar from the Warbamnier castle, sonie
textrred with strips of balsa twood glued down with Architectrire model vange belp (o bring the Bargoyles from Mordbeim, wooden stpports, a
hot glwe. To stmudate nails, small pins were pushed ship alive. The roaf is “shingled" with strips.of mere. While from all naamer of sources, Ched
b the corners of each balsa wood strip into the thin cardboard (like a these itz to create a comtmont ook of: dtgw
[fexcom underneath cereal bax ), n'ee,f}{neswmd gathic horror:

| RS
o

Mewe details like rope ted arotmd the
forote, mare skalls, arid a vultire add
character (o the Ship. Diring the
stages, Chad wsed some flogl for

fitntis and a light hlending ofs
paint (o give a rotting feel o rbem:k

Chad pre=led aboul wheat to usefor a prow il be
seized on e idec of wsing the bandle af aworn-out
patatbrash. This idea was loads easter thart trymgto
sarid emid shape adowel rod. and the tooed is
strarelier as well Bxtrea deteatls like skills and the
[fantastic Banshee figtere bead (peeking oul at the
bottom left corner) agatn meke all the difference.

Every detatl, Wle this elenved nchar abiove meakes
Chad s \empire Cotgpts ship the gloonty measterplece
that it is. The lemger vou look at #, the more details
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DROP ANCHOR!

Stopping a boat is not the easiest matter, especially
if it is a large ship that had been previously going
very fast. A ship may only drop anchor if it traveled
less than half its maximum move last turn. A ship that has
dropped anchor will stay in place and is not subject to the
Adrift rule. Weighing anchor (an old salt’s term for raising
the anchor) will keep two additional crewmen busy (two
more than the usual minimum) and will take an entire
turn. On the following turn, the ship may move as normal.

ADRIFT

Drifting occurs when a ship does not use any method of
propulsion and is “dead in the water.” When a ship drifts,
it moves D3" in the direction of the wind (or current if you
are playing a river scenario).

There are many reasons a ship may be Adrifi. Its method
of propulsion may have been destroyed (e.g., its sails or
mast shot away), the number of crew could be below
half the minimum complement, or the crew could be
too busy fighting or shooting ranged weapons to sail the

ship properly.
BOATS MOVING OFF THE TABLE

A large naval game will require a lot of playing space, but
there still may come a time when a ship sails off the table.
In this situation, the ship does not fall off the edge of the
world. As long as the ship retains the power to move, the
vessel may be brought back onto the table anywhere
within 6" of the point at which it left. A dinghy or small
ship may return to the table in the following turn after
sailing off, but a medium or large ship must spend a full
turn off the board. Ships returning to the table may not fire
any missile weapons on the turn that they are brought
back onto the board.

RUNNING AGROUND

Some scenarios will present loads of opportunities for
reckless players or unskilled captains to wreck their own
boats! There are sand bars, hidden reefs, and rocky
projectiles underneath that murky water!

Should a ship run aground per scenario rules, the hull
takes a single hit at a Strength of D6+4. If the roll to
wound is successful, consult the following chart to
determine how many Damage Points are inflicted. Note
that the amount of damage increases if the ship traveled
further than 6" that turn before it ran aground.

Number of Damage Points Inflicted

Ship Size 0-G" Traveled 6"+ Traveled
Dinghy 1 1

Small D3 D3+1
Medium D6 D6+1
Large D6+1 2D6

Additionally, any ship that takes damage also risks
becoming stuck. Roll a D6. On a result of 1-3, the ship is
wedged in place and may not move. At the start of each of
the controlling player’s turns, roll another D6. On a result
of a 6, the ship can Shove off (see p. 143).

DOCKING AND BEACHING

Ships of all sizes may stop at a dock. However, to do so
without a collision and damage (see Running Agrownd),
ships must be moving at under half speed. It takes a full
turn to dock. Dinghies and small ships (but not small
steamships) may also land on shore on the mud or sand of
a gentle bank.

Here, a Cheos ship preperes 1o ram a Bretonnian ship before a boarding action

RAMMING

Any ship may ram another vessel. Captains using this ploy
are hoping to puncture the enemy’s hull and possibly even
cause the enemy ship to sink.

A ship attempting to ram can do no more than a single
turn of 45° or less on its course towards the enemy ship.
The two factors that determine whether damage is caused
are distance traveled (the build-up of momentum!) and the
size of the ship.

For every inch traveled before striking the target, the
ramming ship may add +1 to the Base Strength of its
ramming attack (to a maximum of 10).

Ship Size Base Strength of Ram
Dinghy 1
Small 2
Medium 3
Large 5

Thus, a large ship that traveled 4" to hit its target would be
striking at S9!

If the ram wounds successfully, determine how many
Damage Points are caused to the target’s hull.

Number of Damage Points Inflicted

Ship Size 0-6" Traveled 6"+ Traveled
Dinghy 1 1

Small D3 D3+1
Medium D6 D6+1
Large D6+1 2D6

Crushing Your Own Ship. The ship doing the ramming
also places itself in great danger. If the ships are the same
size or the ship being rammed is smaller, the ramming
vessel only takes a hit on a roll of 4+. If the ramming ship
is smaller, it will take damage on roll of 2+. If the ramming
ship takes a hit, use the same Strength value generated by
the ram to see if any damage is caused. Should the roll to
wound succeed, the collision causes D3 Damage Points to
the ramming ship’s hull.

Rams. Any ramming ship that has a specially fitted ram on
its prow may reroll a failed to wound roll. Additionally, the
ramming ship will take a hit itself only on a roll of 6,
regardless of relative sizes of the ships.

Getting Stuck in. Anytime a player makes a ram that
successfully wounds an enemy ship, the two vessels are
Grappled together. To free a ship, its crew must attempt to
Cut Loose and Shove off (see next page).
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BOARDING ACTIONS

War machine fire can immobilize a ship or even sink it,
but more often than not, the way to take out a boat is
by sailing close enough so that your warriors can leap
gboard the enemy craft. This dangerous maneuver is
called a boarding action, and any ship that is touching
an enemy vessel may attempt such an attack! In these
thotly contested combats, enemy decks may be swept
lear of foes, and captured ships can be manned by
your own loyal soldiers to rejoin the fight on a
different side.

GETTING SHIPS IN CONTACT

For game purposes, there are two ways in which you
can come into contact with an enemy ship for a
boarding action: Headlong or Alongside.

Headlong. When the bow of one player’s ship makes
contact with an enemy vessel’s bow or stern, or
approaches the enemy’s side from a right angle, it is
said to have made Headlong contact. This position
‘makes for an ideal ram, but the crew will have less
room to board from the bow of its ship.

Alongside. Any contact that is not Hecdlong is said to
be Alongside and generally indicates that the sides of
both ships are touching. When ships make Alongside
contact, realign both boats after all movement is
complete to maximize the amount of hull-to-hull
contact without changing the point at which the ship’s
first made contact. This realignment is done in much in
the same way that two land-based units will realign in a
regular game of Warhammer. Clipping (see p. 266 of
the Warhammer rulebook) is just as weedy at sea as it is
on land!

This diagreom Hustrates botlr a Headlong boarding action (A) and an
Alongside boarding action (B)

Here, the Attacker s obviously conting fn at an Alongside anple but only
makes contact with a portion of bis ship. After all movement s completed, the
pap between the ships is eliminated by pushing the models togetber: Note that
the ships were pushed tagether at the point were the Attacker made contact
ﬁcgmpp-’:’-\' cannot pudl the target shify i any divection ather than straight
towared the Attacking vessel

Tivo oar-powered greenskin bocls attempt to hoard a Bretovmian Galley.

Grappling. As an Attacking ship nears its target —
whether in a Headlong or Alongside fashion — grappling
hooks and gaffs are thrown to tie the ships together.
Only when the Attacking ship approaches Alongside are
the ships realigned to maximize the hull-to-hull contact
at the point of impact.

As soon as the ships touch, they are Grappled. Ships
that are Grappled are lashed together and may not
move or sail away unless they meet at least one of the
qualifiers below to Cut Loose.

Cut Loose. Cutting Loose or disengaging Grappled
ships involves lots of rope cutting and casting off all the
hooks and gaffs connecting the ships together. In order
to Cut Loose, a ship must meet one of the following
three conditions.

* After his models have won a round of combat, a
player may Cu Loose on a D6 roll of 4+.

* A larger ship may attempt to Cu/ Loose from a
smaller one as long as there are at least two models
who are neither engaged in combat nor part of the
minimum crew complement. These two models
will Ciet Loose successfully on a D6 roll of 2+,

* 1f all the foes on the enemy ship have been slain,
the ship may automatically Ciut Loose.

Once a ship has successfully Cut Loose, it will Shove off.

Shove off. After a ship Cuts Loose, the crew Shoves off
off with poles and gaffs, and the ship moves up to 4" in
any direction nominated by the controlling player.
Additionally, when this particular mancuver is
mentioned by a member of the opposite sex (not
during a game), it generally indicates that he or she
doesn’t like you (however, this sort of material is not
covered in this particular book).

Prepare for Boarding! When the ships are Grappled
(and perhaps realigned if they made contact Alongside),
both plavers are allowed to readjust their onboard
models up to 2" to prepare for the upcoming boarding
action. Defenders reposition models first.

This extra movement allows players to get their
toughest fighters up front or to move yellow-bellied
cowards a little further away.
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FIGHTING THE BOARDING ACTION
Boarding actions are resolved in the Combat
Phase. It is possible that boarding actions are
occurring on the water while regular combats are
being resolved on land. However, the swirling melee of
a hand-to-hand boarding action works a bit differently
than land-based combat. The following rules reflect the
confusing, swirling brawl of a boarding action.

Boarding actions are resolved in the following combat
order. Note that each model may only make one type
hand-to-hand artack (e.g., if it Spikes the Hull, it cannot
Leap Aboard and attack. If it is involved in Deck
Fighting, it cannot make an Assisting Attack).

* Stand and Shoot

» Jabbing 'Cross Decks

* Leaping Aboard

* Deck Fighting

* Assisting Attacks

* Blocking Actions

* Spiking the Hull

* Combat Resolution

* Losers Take a Break Test

Stand and Shoot. Any ship that is about to be boarded
may Stand and Shoot with any models lined up on the
gunwales on the side facing the Attacking ship. These
models may fire even if they just moved into position
as part of a Prepare for Boarding Action move, unless
the models are armed with Move-or-Fire weapons like
crossbows. Models that are Standing and Shooting
suffer the usual -1 to hit penalty for firing at charging
opponents and the -1 penalty for firing at models in
Skirmish formation, but they will not suffer a move and
fire penalty if they moved as part of a Prepare for
Boarding Action. No other modifiers apply, though the
target model must be in weapon range. Models may
only Stand and Shoot in the 1st turn of a boarding
action, though unengaged models may fire as normal
in subsequent rounds.

Jabbing 'Cross Decks. Any models that are lined up
on the gunwale nearest the enemy vessel may strike at
any enemy model within 1". The Difference in Deck
Heights modifier applies (next page). Attackers strike
first in the 1st round, afterwards fabbing ‘Cross Decks is
fought by order of Initiative.

Leaping Aboard. Attacking models may attempt to leap
aboard an enemy ship if they are adjacent to an enemy
hull with only their own ship's gunwales intervening.
In the lst turn only, models attempting to leap across
to the enemy ship must make a Boarding Test. Roll a
DG for each model attempting the leap. On a result of
1, the model has mistimed his jump and falls between
the boats and is lost (with a splash and a sickening
crunch!). Character models may reroll, but the second
die roll counts. On a 1, remove the model as a casualty.
These losses don't count towards Combat Resolution.

Models that pass their Boarding Test and models
attempting to board in subsequent rounds after the
first may be placed on the enemy ship if there is
sufficient room and if they can land by jumping straight
across without making base contact with an enemy,
Once on the enemy ship, the boarder may move up to
its normal rate (not double) and may try to make base

A hoarding action in progress with a definite height advantape to the Empire!

contact with an enemy model. If the boarder makes
base contact, it counts as charging.

If 2 model attempting to Leap Aboard an enemy ship
cannot do so because the landing area is filled with
enemy warriors the boarding model is Blocked and
must fight the enemy in a Blocking Action (see below).

Deck Fighting. Enemy models in base contact on the
decks of ships fight a round of combat as normal.

Assisting Attacks. All unengaged models (i.e., models
not in base-to-base contact) whose bases are within 1"
of an enemy model's base on the same ship may make
an Assisting Attack. This extra attack is not as
formidable as a base-to-base attack. A model making an
Assisting Attack may make only 1 Attack, regardless of
how many attacks are on the model’s profile or how it
is armed. Weapon bonuses (e.g.. +2 Strength for great
weapons) do not apply. Assisting Attacks are made after
Deck Fighting attacks. Thus, some models that began
the turn within 1" of an enemy model may lose the
chance to make an Assisting Attack if that enemy model
was slain in regular Deck Fighting. Models may not
make a regular attack and an Assisting Attack in the
same turn.,

Assisting Attacks cannot be made to contribute to a
Blocking Action, which takes place last and is fought in
the space between the ships, on swinging ratlines, or
atop the gunwales.

Spears, Pikes, Shurikens, and Pistols. Models
armed with these weapons may make an Assisiing
Attack within 2" of an enemy model instead of 1" as
normal for Assisting Attacks.

Blocking Actions. When a model fails to Leap Aboard
because there is an enemy model (or models) in the
way or the Leaping Aboard model would land in base
contact with an enemy model, the Leaping Aboard
model is Blocked, and the models will fight a Blocking
Action. A Blocking Action is fought berween the ships,
from gunwale to gunwale. All attacks are made
simultaneously regardless of Initiative order, who
charged, and weapon rules (e.g., great weapons strike
last). If the Attacking model causes a Wound and is not
himself wounded, he is placed on the enemy ship
where the wounded model last stood. If the Defending
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An Empire crew with somte Dags of War allies (the drecaded Long Drong Slayer's Pirates!) moves to the gronwales aned Prepares for Boarding Action
BS 0 B : . I }

‘model was wounded but not slain (because you are
laymg with the Skirmish rules and the Detendmg
mode] was not taken Out of Action or because the
Defending model has more than 1 Wound on its
‘profile), move the Defending model backward just
‘enough to allow room for the Attacking model.

Ifthe Attacking model sustains a wound, either he will
die (in which case his crumpled body drops into the
seean and becomes shark food), or he must remain on
&ﬁsship (because he was Knocked Down or Stunned, if
you're playing with Skirmish rules, or because he has
more than 1 Wound on his profile). A wounded
Attacking model may never move on to the enemy ship
on the turn he was wounded.

A Defending model that wounds an Attacker and does
‘ot sustain a Wound itself may choose to move onto
the Attacking ship and take the place of the Attacking
model, which (if the Attacker still lives) must be moved
hack just enough to allow space for the Defender.

If neither side causes a Wound, then all models fighting
the Blocking Action must remain on the edges of their
“own ships and will continue to fight the Blocking

ction in the next turn,

Itis possible for one blocking model to take on two
tackers or vice versa. The Defending player may
thoose how to arrange the fights if there are options.

Spiking the Hull. Models may attack the hull in
wmbat if no enemy models are within 1". Hand-to-
hand attacks hit automatically, but only the strongest
‘models will be able to damage the hull's Toughness.

'DIFFERENCE IN DECK HEIGHTS
‘There are advantages for attackmg from a taller ship.
When one deck is more than 2" taller than the enemy

eck, the models on the taller ship may add +1 ro all
10 hjt rolls made in jabbing ‘Cross Decks, Leaping
Whoard, and Blocking Actions (but not Assisting

liacks). No bonus applies when enemy decks are

‘roughly the same height (i.e., within 2").

OMBAT RESOLUTION
‘On a boat, there is nowhere to run. Thus, Breaking and
Fleeing are not as common as they are on land. The
Jollowing rules apply to combat on board ships.

"Add the Number of Wounds. After all phases of the
hoarding action are complete, add up the number of
Wounds caused by each side. Remember to include
Wounds caused bv models that performed a Stand and
Shoot action in the 1st round of a boarding action, but

do not include Damage Points caused to the hull by
models that Spiked the Hull. In addition, add any of the
following modifiers that apply.

+1 For Greater Crew Unit Strength. Count the Unit
Strength of all surviving crew members of each ship, including
crew members who have boarded the enemy’s ship. The crew
with the higher Unit Strength may add +1 to its combat
resolution score.

+1 If Crew Unit Strength More Than Doubles That
of the Enemy. If the Unit Strength of one crew more than
doubles that of the enemy crew, the stronger crew may add an
additional +1 (for a total of +2) to its combat

resolution score.

For combat at sea, there are no modifiers for Standards, High
Ground, Extra Ranks, Rear or Flank Atracks, and so on.
Musicians, however, still count as tie-breakers should the
combat be even.

Compare the Numbers. After the Wounds and
possible bonuses are tallied, compare the combat
resolution scores as you would normally to determine
who has won the round.

LOSERS TAKE A BREAK TEST

When a crew loses a round of boarding action combat,
it takes a Break Test against its unmodified Leadership
value. If there is a surviving character model on board,
the crew may use his Leadership. Otherwise, use the
highest Leadership score of any of the surviving crew
models. Psychological effects like those caused by Fear
or Terror that can cause units to Break automatically do
not apply to boarding actions.

If the losers fail the Break Test. they do not break and
run as normal. However, they are Shaken and may
break at a later time if they lose a subsequent round of
boarding action combat.

Shaken. Once crews are Shaken, they will take Break
Tests as normal (so, for example, at -2 if they lost the
Combat Resolution by 2). If the Shaken crew fails a
further break test, they will Abariclon Ship instead

of Fleeing.

Abandon Ship. When a crew with models on board an
enemy ship breaks, the models automatically retreat to
their own ship but will continue to fight as normal in
subsequent rounds if the enemy continues combat
(instead of Cuiting Loose and Shoving off). When a crew
with no models on board an enemy ship breaks, all
crew are slain, jump in the water, hide in the hold, or
something similar. Effectively. these models are out of
the game and should be removed as casualties.

-145-



EXAMPLE - BLOCKING ACTIONS
Fighting a boarding action can be a little confl.}sing. There is
a lot going on, and sometimes an example is helpful. Here a
small Ore boat (Da Toof) attempts to board 1medmm Bretonnian
vessel (Le Croissant).

Da Taof has hit Le Croissant at an Alongside angle, and the players
have pushed the boats together (the Ores didn't ram as they want
the ship afloat in case they can take her!). Both sides have already
done Prepare for Bamdfng“lcn'om and the Bretonnians have clcme
Stand & Fire (no hits due to the | negative modifiers), -

Step 1. All of the greenskins choose: 1o Leap Aboard (cuz Jabbing

‘Cross Decks is fer sissies), As you can see in Figure A, all the
available landing spots are blocked — so it is time to fight out
Blocking Actions.

Gombat occurs slmultzmeously thus, we resolved each combat by
starting left and moving right. The decks are even so there was no
height bonus for either side. The Troll (who passed its Stupidity
1est) started it off by killing its man,

Next, the Orc Big Boss likewise killed the man in front of it, but the

wound was itself wounded. Elsewhere the Breronnian crew
managed to wound another Night Goblin, but the Bretonnian
player chose NOT 1o cross over to the Goblin boatand certain
death! In total. the greenskins had caused three casualties (+3) and
‘had a crew that was more than double the Unit Strength of the
Bretonnians (+2) for a total of 5. The Bretonnians: mus&:d wo
casualties (+2) and thus lost the round cf combat.

Night Goblins didn’t fare as well. The only Night Goblin to hit and

at the end of the mrn. Dt.u'ing the Btetonnmn turn, ltwl}.l ke
‘heroic counter-charge and some lucky dice for the valian: Cre
Le Crofssant not o lose again. y -

ADDITIONAL RULES

As stated in the introduction to this chapter, these rules
are guidelines and are not intended to be the definitive
Warhammer rules for ship combat. As such, players will
encounter situations not covered by the rules listed
here and will be forced to improvise. Use the Skirmish
rules as a guide for things like Climbing, Jumping
down, and Falling that might come up in your games.
Here are some additional rules that might help to cover
some of these unusual situations. When in doubt, both
players may make a case as to how to resolve the
situation and either seek out a third party to make a
ruling or roll a die to decide which player’s
interpretation will resolve the situation.

Leadership at Sea. The General (or Admiral) of the
force may extend his Leadership up to 12" just as
though he were on land. Measure the distance from the
hull of the General's ship to the hull of the ship in
question rather than from the General model to the
crew models themselves. In addition, any character
model can act as the Skipper or Captain of a ship he is
on and may extend his Leadership to that ship’s crew
in the same way that a character model may extend his
leadership to an associated land-based unit.

Spells at Sea. In general, spells like Fireballs that do
damage should be targeted at a specific area of the ship
(e.g.. hull, crew, or Specialty Targer) just like missile
weapons. Spells like Guardian Light or Drain Life that
affect units will affect crew on the same deck instead.

Boats on Fire. Flaming missiles are permitted in some
scenarios. Any section of a boat (e.g., the hull or a
Specialty Target) may be set on fire by any flaming
missile or spell like Fiery Blast. If the flaming attack hits
and wounds the area, roll a D6 to determine if the
target has been set alight. On a roll of 4+, the area is
on fire. At the end of each Shooting Phase, an area on
fire will lose D3 Damage Points on a D6 roll of 4+.

Crewmen who are not otherwise engaged may attempt

to put out a fire in a single location. Roll a D6 at the
end of a turn in which crew did nothing but fight the.
fire. A single crewman will put out the flames on a roll
of 6. Each additional crewman who assists in fighting
the fire reduces the roll needed by one. Thus, three
crewmen fighting the fire would extinguish the Aames
on a roll of 4+. A roll of 1 is always a failure,

Additional flaming attacks may cause more damage to
an area that is already on fire. However, these attacks
will NOT affect the fire (by making it more intense or
more likely to wound) in any way.

Launching Dinghies. Large ships can carry two
dinghies, and medium ships can carry one. Dinghies
may come in handy for rowing ashore. scouting out
small islands, or getting into places where larger ships
cannot go (e.g., shallows or rocky coastlines),

Launching a dinghy takes two crew who may do
nothing else that turn. The larger ship cannot move
more than 5" on the turn the dinghy is launched. It
takes an entire turn to lower a dinghy, which may not
move on the turn it is launched (but it may Shove off),

Psychology on Boats. Failed Psychology tests that
would require a unit (or crew) to Flee work differently
on boats. Instead of fleeing from a failed Panic or
Terror Test, the crew will cower and run to the far side
of the ship and fail to do their duty. The trembling crew
will continue to do nothing until they Rally. A ship with
no active crew is Adrift. Note, crew who fail Fear Tests.
still need 6's to hit their opponents but will not Break
automatically when defeated by a Feared opponent.




AT EVILS LURK IN THE BRINY DEEP?
des of loathsome creatures live in the oceans (and to a
extent the rivers) of the Warhammer world. Here are
criptions and rules for some of these creatures,

Great Tentacled Beast. Whether this creature is the Great
n of legend is up for debate. Regardless, when one of
slimy creatures takes a liking to your ship, it spells
muble. When a Great Tentacled Beast attacks, roll a D6 to
hcm many tentacles burst forth out of the depths to do
e. No one knows for sure how many
endages a Great Tentacled Beast has. It's
ble that other tentacles are plucking
T oft the bottom or entangling

ne other aquatic creature at the same
¢ that rentacles are attacking the ship.
ch Tentacle has the following statistics.
Ws BS § I W 1 A Id
3 - 6 4 3 4 2 -
a Great Tentacled Beast moves within 6" of a ship,
a D6 and consult the chart below.

SINKING

The ship shudders as the Beast's tentacles grasp and tear at

I the rudder. If the ship moves before the tentacles are slain,

1l it will move at half speed and will turn 45" in a random
direction (roll D6; 1-3 wirns lefi, 4-0 wns right). I the

| tentacles destroy the rudder, they will attack the crew next.

| 25 The tentacles burst out on either side of the ship and go
after the crew: Any time a single tentacle hits with both of
its attacks, the victim is automatically snatched and
dragged overboard to his death. The tentacles will artack
until destroyed.

6 Luck is with you. The Beast is either just curious or
perhaps its horrible hungers have been sated. A single
round of probing attacks is made against a random
location (randomize between hull, crew, and all the
available Specialty Targets), and then the tentacles
slip back beneath the waves. The Beast
disappears for the time being. Thank

the gods that the Beast has decided

w0 move on and leave your ship and
crew dlone.

5. While not really monsters, these voracious fish are

pterror to any model in the water. Anytime there is a
immer in Shark-infested waters, roll a D6. On a roll of 1,

e base of Sharks appears and attacks a random

mmer. If there are a lot of swimmers in the water, it may

difficult to randomize the roll, and you may have to

( board quarters, unit types. or whatever first

pre working down to find your victim. Once a base of

rks appears, it will always move to attack the nearest

| (it helps to make “dum-dum...dum-dum...dum-dum

m-dum” sound effects). Sharks move and attack in each

wrn and will always move to attack the nearest

Sharks are Swarms with the following profile.

WS BS § T W Id

5

- 3 4 5

L et
e

s don’t disappear once they surface as long as there
swimmers in play. After eating a victim, the base will
a direct line for the next closest model in the water.

h turn there are swimmers in the water, roll another D6
¢ if another base of Sharks appears out of the deep. A

o frenzy can start in no time. Sharks always benefit
soft cover from missile fire. When no swimmers are in
- all Shark bases dive deep and are removed from
yul ﬁl swimmers are again in the water and a 1 is rolled.

The Imperial war galley Graf Guestae had the wind at her
stern as she cur through the temperate waters of the Great
Ocean. Although evening was gathering and the skies were
darkening, the Araby Coast line was visible on the horizon.
Lord Ushrivel stood on'the back deck and peered opt into the
growing night. Despite the previiling wind at her back. the ship

still sailed like a pig he thought. Not like l!mhladn—sa!lﬂl]!mm

of his own' race; the Druchii: No, mst: wall. |

Somewhere behind fn the d mmn&mum

Lord Ushﬁvu]snﬁdfngﬂmfnﬂowqd’}‘us:dutnfsig]ﬂ Byei RSl

Ushrivel's keen vision could not detect them. Last night, the fleer
“had ravaged a convoy of Imperial Traders heading back 10 f

their homelands. TheDgr.li; : )
all, save for this one war galley. Ushrivel was hoping to |
use his enemies’ ship. tqm:heh:ﬂsmdfox&aw
close to ano convbgbutmcyhadcrulseqth& X
. waters all day with no sign of prey: A dark fin
broke the surface of the water just: onts}de:of the
~ ship's wake and caught Ushrivel's attention.
Even as he warched, two more: fins rose from
the depths and wrailed the ship expectanty.
“Well* Ushrivel thought, “IFno new victims.
mmeaurmy,ﬁﬂeaatwemnsﬁ]lhavta :
lide fun.”
. With his cape whirling behmd huu.ﬂm Dtttk_litf
'_Lclrcltun:uzf:l:rmd1ssuedlJJst:t:ln:,tﬂsa,n;l1 “Ser N
out the gang plank and bring up the rest of those
prisoners now!” ]

Spiny Sea Serpent. There are many
varieties of these wicked creatures, but the
Spiny variety haunts the bottoms of many

desolate and craggy coastlines of the
Warhammer world. Its profile is as follows.
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Large Targets. A Spiny Sea Serpent is a Large Target,

but any of its coils that are still in the water receive the

benefit of soft cover from missile fire.

Scaly Skin. The mollusk-covered hide and iron-hard
plates that cover the Spiny Sea Serpent
give it a 3+ armor save.

Black Slime. The Spiny Sea Serpent

can vomit forth a spray of corrosive

liquid that can burn skin and even
melt armor.

Black Slime is a breath weapon (see p. 114 of the
Warhammer rulebook). Hits are resolved at S4 with a -3
save modifier.

Terror. Not surprisingly, Spiny Sea Serpents
cause ferror.

Other Monsters. Just because you're playing
Warhammer in an all-water environment doesn’t mean
you should forget all the other great monsters that you
already know. Imagine
flights of Harpies,
River Trolls, Giants
wading off the Albion
coast, and more.

A Note on River
Trolls. In addition to
their regular rules
(from Warbammer Armies: Orcs & Goblins), River Trolls
can swim 2DG" and will never drown. When River Trolls
in the water want to climb up a ship to board it, they
may do so on a roll of 4+, not the normal Initiative
Test. Their claws are so strong that they can pull
themselves upward and be on the deck slaughtering
crew in no time.
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OVERVIEW

Both sides are looking to slay their foes and control the
battlefield at the end of the game.

ARMIES

The Defending army gets 25% more troops than the Artacker.
For instance, if the Artackers have 2,000 points, then the
Defenders may take 2,500. The Artacker also gets up to three
small ships. Small ships can carry a crew of Unit Strength 25.

BATTLEFIELD

Set up the battlefield on a 4' x 6 table as shown on the map.
Along the western edge runs a river 18"-24" wide. A few copses
of trees and boulder piles dot the landscape.

DEPLOYMENT

The Defender sets up his entire force first. The Defender must
deploy an equal number of units in the eastern and western
halves of his Deployment Zone. All the Defender units must be
facing the southern board edge. The Attacker sets up his force
last, but does not deploy his ships or their crews yet.

WHO GOES FIRST?
The Attacker goes first after making the Free Move.

LENGTH OF GAME

The game lasts 6 turns or until one side is entirely wiped out
or has fled the table.

SPECIAL RULES

Free Move. The boats get a Free Move before play starts. They
may enter from anywhere along the western board edge.

THOSE BOATS DON'T LOOK FRIENDLY

The Defenders thought their flanks were well guarded by the river. They were wrong.

Beaching. Small ships may beach themselves at the waterline.
Troops on board may disembark with whatever percentage of
movement left that the ship did not make (e.g., if a ship moves
half its maximum distance, models may move half their move
on the shore). 1

VICTORY CONDITIONS

Use the Victory Points rules from the Warhammer rulebook
(p. 198) 1o determine which side has won. Count each board
quarter as double (i.e., 200 points instead of 100 as is normally
the case).

BOOTY QUEST

Two or more rival fleets converge on a small set of islands rumored to have buried treasures on them.

OVERVIEW

All forces are trying to capture the buried booty and
destroy enemy boats.

ARMIES

Each player may have 300 points of troops and war
machines including up to one hero-level character (ignore
other army list restrictions). Players may choose to field
either one medium ship and a dinghy or two small ships. If
more than four players are involved, then the players
should ally and form two equal sides.

BATTLEFIELD

The battlefield, which is 4' x 8' or larger, is entirely covered
in water, save for two islands measuring approximately 8" x
12" as shown on the map.

DEPLOYMENT & WHO GOES FIRST

Dice off to decide who goes first. The highest-scoring
player may deploy his ships in the center of any table edge.
The remaining players deploy in order of descending die
rolls but may not enter from a board edge that has already
been chosen.

LENGTH OF GAME

The game lasts until all ships are sunk or Adrift or until the
booty is found and taken off the board.

SPECIAL RULES

Steady Wind. In this area, the wind is steady and always
blowing from the western table edge. There is no need 1o
roll for direction.

Shark-Infested. The waters are Shark-Infested. See rules
for Sharks.

Buried Booty. The first time a model reaches the center of an
island (on foot obviously), it may dig. On a D6 roll of 4+, the
model finds the buried treasure. It takes two crewmen to carry.
the loot. It is possible to find booty on both islands or on
neither. Only one test per island may ever be made.

VICTORY CONDITIONS
Any ship that escapes off the western table edge with booty
scores 5 Victory Points. Each ship that sinks another earns 1
Victory Point. (No, you can’t scuttle your own boat and geta
point. Shame on you for thinking it.) The player (or side) with
the highest Victory Point total at the end of the game wins.




DANGEROUS COAST

Two small fleets engage along a dangerous rocky coast. And there are rumors of Sea Monsters!

RVIEW

forces are trying to sink the other, survive along the
langerous coast, and exit the board via the table edge
ite their Deployment Zone.

[ES
player may have 500 points of troops and war machines,
including up to one hero-level character (ignore other army
restrictions). Players may choose either three small ships or
two small ships and two dinghies.

BA FIELD

The - battlefield, which is 4' x 8' or larger, is entirely covered in
save for a dozen rocky projectiles spread maze-like
ughout the southern half of the table. There are gaps

een the rocks, but it will be a tight squeeze. The entire
northern half of the board is clear.

PLOYMENT & WHO GOES FIRST

players roll a D6. The higher-scoring player may choose burst from the depths and attack a random ship. Use the rules I!!
go first or second. The lower-scoring player may pick his of the Great Tentacled Beast on p. 147. |

ent Zone (see map). |

eploym {scemap) VICTORY CONDITIONS A =

LENGTH OF GAME Any ship that escapes off the table edge opposite its ™ o

The game lasts until all ships are sunk or Adrift or until the last Deployment Zone earns 2 Victory Points. Sinking an enemy pdmls
that can move has sailed off the opposite table edge. dinghy is worth 1 Victory Point. Sinking a small enemy vessel is

5CIAL RULES worth 2 Victory Points.

reat Tentacled Beas There! At the start of each
turn, roll a DG. On a result of 1, immense tentacles

RIVER RAID

A large force arrives by boat to raid a small river town. The Defenders try to protect their lands until help arrives.

VERVIEW

he Attackers are trying to raid the enemy village. grab
ot, and destroy buildings. The Defenders are trying to
out and protect their property.

IES
Attacker has 2,500 points and up to one large ship,
medium ship, three small ships, and two dinghies.
Defender has 1,250 points, a tower, and a single
il Ship-

TLEFIELD

up the battlefield on a 4' x 8' table as shown.

EPLOYMENT & WHO GOES FIRST

Defender sets up his entire force first. The tower Tower/War Machines. The Defender may spend points on

. st be deployed as shown on the map, but the Defender any of the tower upgrades or war machine options listed
place his five buildings and troops anywhere on land. on p. 155 of this book.

Defender’s one ship must be deployed anywhere on : ; ; ;
e river bank. The Attacker does not deploy before the Banks. Large and medium ships will run aground if they
¢ but gets the 1st turn and must enter the board get within 3" of the river banks. Smaller ships may beach.

ere along the Attacker Entrance Edges. VICTORY CONDITIONS

Attackers get 1 Victory Point for every building that is
NGTH OF GAME desuoycdgor on fire at the end of the game. Defenders get
1 Victory Point for every building that is still standing and
PECIAL RULES NOT on fire at the end of Turn 8.
id. All the rules for burning and looting can be found in Attackers get 2 Victory Points for each piece of loot they
Raid section of this book on pp. 166-167. have in their possession at the end of the game.
s/Flaming Arrows. Upgrade any unit to carry torches Defenders get a 1/2 Victory Point for every house that has
ing arrows for 15 points per unit. NOT been looted.

he game lasts 8 turns.
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CHAPTER9

'SIEGES, RAIDS & CITY SACKING

Nothing is more satisfying to an aspiring conqueror than burning the enemy’s cities, salting his fields, and
plundering his wealth. These expanded rules and scenarios can make for great one-off games, tense linked
battles, or the apocalyptic culmination of a campaign. This chapter explains different levels of frantic combat—
from adding small elements of siege to a regular Warhammer game to fighting claborate city battles. ATy

L

DEFENSIVE THINKING!

All lands are fraught with peril, and all nations, even those
bent on destruction and conquest, build some defenses.
Each Warhammer race makes use of a variety of strongholds,
from vast impregnable castles to hastily constructed border
fortresses or even more humble watchtowers. The gaming
challenges and possibilities that arise over the attack of
these defensive edifices are often overlooked. And of course,
not all sieges end when the enemy breaches the outer walls
— in fact, that's often when the best part of the game is just
getting started! But we're getting ahead of ourselves...

PLAYING A SIEGE

A siege is like an ordinary game of Warhammer - only a little
more advanced, as one side has some serious defenses.
These defenses could include a complete castle, a wall that
surrounds the city, or a lone tower. Small elements of a
siege-stvle game can be incorporated into regular battles as
well by adding terrain such as defended obstacles, fortified
bridges, entrenchments, natural elements like cliffs, and
more. Regardless of their form, defenses protect friendly
troops and block Artackers.

The rules for how to conduct a siege can be found in
Appendix Four — Rules of Siege in the Warhammer rulebook.
The rules cover types of defenses like walls, gates, and
towers in general terms and explain how to move your units
inside (or atop) the structures. The rules also cover
assaulting the walls (and this is the good part), which
involves the Attackers battering the walls down, scaling them
with ladders and grappling hooks, or employing engines of
war like Siege Towers. All of these methods are subject to
counterattack by the desperate Defenders, and so a cunning
General often conceals his real plans by employing a

A Chanmpion of Kbovne bursts through the gates.

number of feints, ruses, and secondary efforts. The
defensive side has many advantages, like walls for
protection, boiling oil and rocks to drop on invaders, and
platforms from which to fire missile weapons. However, the
Defenders are far fewer in number, as the normal siege
game stakes the Attackers with double the points of the
besieged. So, like we said in the beginning, a siege is like an
ordinary game of Warhammer but adds in new dynamics,
tactics, and tough army-building decisions. You have to
“buy” your ladders, boiling oil, and battering rams with your
existing points allocation!

WHAT ARE YOU WAITING FOR?

Few deny the gaming excitement of lowering the
gangplank from a Siege Tower or breaching a wall, but
many players balk at the idea of playing a siege. Some
are daunted by the game size, extra rules, or the terrain
needed. Others have tried a standard siege, but have
stopped there and not pressed the fight into the city or
tried any of the endless varieties. This section is all
about dispelling myths, adding new scenarios, and
detailing how to make the most out of a siege game.
Give it a try — and have fun storming the castle!

=150 -




SIEGE SIZE

Most players immediately conjure up images of massive
games involving high castle walls being assaulted by a
yeritable sea of Attackers. A game of this magnitude
probably requires at least several evenings of play to
reach a conclusion. This level of battle is an
nspirational achievement, and every player should try
10 play a few of these enormous games. An equally
‘enjoyable siege game could be as small and quick as a
‘few units of Attackers trying to get into a lone tower. In
[act, for the player who is new to siege, this size game
will prove even more enjoyable, as the small numbers
‘of troops will allow the generals to concentrate on the
“added” siege items — like smashing down doors, firing
(off ramparts, calculating war machine damage on walls
‘and towers, and so on. The next page has the scenario
‘Storm the Warchtower, which is a highly strategic game
s well as an excellent introduction to the art of taking
‘defensive positions.

‘Another excellent place to get a nted with the
asics of siege is the Scale the Walls Scenario from the

Carbammer: Skirmish booklet. This scenario
complements Storm the Watchtower, as it adds ladders,
bartling atop ramparts, and trying to batter down a
front gate. We highly recommend that you start with
‘one or both of these scenarios to get your feet wet.
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oil is used to counter the assault.

SIEGES IN CAMPAIGNS
There are many references to campaigns in 7he
General's Compendiun. Siege battles, in addition to
being brilliant and fun one-off games, can be a very
important part of an ongoing campaign. Afierall,
cunning warlords and conquerors will surround their
lands with massive fortresses and watchtowers to
ward off would-be Attackers. Devious invaders may
skirt around such impressive structures for a time and
raid and destroy softer targets like towns or supply
centers instead. Eventually; Attackers will find that
even humble villages will build defensive walls ora
tower o protect and garison moops. 2

Hit-and-run tactics can delay, annoy, and confus(. your
enemies, but to put down your foes once and forall,
you must eradicate them utterly. Sooner or later you'll
haye to engage the [oe in a head-to-head encounter
against his best defenses. When the option of =
retreating to the safety of your castle i§ gone, it’s time. !
to run up the white flag of surrender. Honing your
skills and learning to destroy stronghalds is an
important step for any would-be conqueror.
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" Neartyiall of these sites became battlefields of much Bloodshed and
Imporlance. Wetehtowers were perfect atviefecting raiding forces
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STORM THE WATCHTOWER

A lone watchtower sits atop a hill, and the small defensive force stationed there maintains a constant vigil for
marauding forces. The Tower Garrison also intimidates bandits, wards off monstrous beasts, and signals the approach
of invaders. A small assault force has broken off from an Attacking army and intends to level the watchtower. As the
main force marches forward, no enemies or strongholds must be left in its wake.

High in the canopy, surrounded by a sea of waving tree leaves,
Starloc peered into the woods below. His keen Elven sight
strained for any sign of movement on the forest floor. The
Wood Elven watchtower was built into an oak of vast size and
age. The limbs and leaves perfectly camouflaged the small host of archers
atop the platform. Still, it was imperative that enemies were spotted first.
The light construction could not withstand a sustained artack.

OBJECTIVES

The Attacking player’s objectives are to knock down the tower
and slay all the Defenders.

The Defending player’s objectives are to hold the tower at any
cost and repulse the assault.

THE BATTLEFIELD

The battlefield should be set up in a space about 30" x 30".
A hill with the tower on top should be placed in the center
of the northern half of the board. The rest of the terrain
should include a loose scattering of trees and rocky
outcroppings, although no additional terrain should be
placed within 12" of the tower.

THE FORCES

The Attacking force is divided into two parts. For the first, the
Attacker may select Core choices and one Hero-level character
to a maximum value of 500 points. The first force may also
include any selections from the Siege Equipment List (see p. 258
of the Warhammer rulebook), but remember that siege towers,
ladders, and grappling hooks can only be employed against
walls — towers are simply too tall.

For the second part of his force, the Artacking player may select
a single war machine of up to 100 points. If the player prefers or
if his force has no war machines listed in its Army book, he may,
for 100 points, opt to take a single Stone Thrower (see pp. 120-
121 of the Warhammer rulebook) crewed by three appropriate
Core troopers from the army list. Thus, armies like Chaos or
Wood Elves that normally don't field war machines can make
use of one under the special circumstances of this scenario. Any
points not spent from the war machine allotment are lost.

The Defender must also divide his force into two separate parts.
Any points not spent on one division are lost and may not
transfer to the other. The first part of the Defender’s force is the
Tower Garrison. The Defender may select Core choices and one
Hero-level character to a maximum value of 200 points for the
Tower Garrison.

The second part of the Defender’s army is a Strike Force sent to
bolster the Garrison. The Defender may select up to 100 points
of any Core, Special, or Rare troops to make up his Strike Force.
No characters, except Champions, are allowed in this group.

DEPLOYMENT

1. The Defender deploys the Tower Garrison first. The entire
Garrison must be deployed either inside (or on top of) the
tower or outside and within 3" of its base.

2. Next, the Attacker places all of his forces anywhere within 3"
of the southern table edge.

3. The Strike Force is not deployed at this time.

WHO HAS THE 1ST TURN?
The Attacker takes the st urn.

SPECIAL RULES

This scenario is played with the standard Warhammer rules and
those detailed in Appendix Four — Rudes of Siege with the
following additions.

The Tower. Use the rules and Tower Damage Chart and Gate
Damage Chart from Rules of Siege. Count the tower door as a
gate, but add a +2 modifier for all attacks made against it, as it
is not as sturdy as a castle gate.

INo Special Deployment. Any troops with special deployment
rules, like Scouts, may not take advantage of those rules in

this scenario.

Reinforcements. Starting on the 2nd rn, roll a D6 at the start
of the Defender's Movement Phase. The Strike Force will arrive
on a roll of 4+ on Turn 2, 3+ on Turn 3, and 2+ on Turn 4
and subsequent turns. The force may enter from any board
edge except the southern one and may not charge on the tumn
it enters the battlefield.

HOW LONG DOES THE SCENARIO LAST?
The scenario lasts for 10 turns, until the tower falls, or until one
side is entirely wiped out or has fled off the table.

DETERMINING VICTORY
Victory for Attacker. The tower has fallen, and/or all Defending
troops are dead, are fleeing, or have fled the battlefield.

Victory for Defender. The tower stands, and the Defender has
living models who are not fleeing on the battlefield.




Asmall siege game in progress. These affairs arve short and bloody and can be played over funch. If you bave a whole evening, vou conld swap sides and play a
second game to test vour tactics and to find ont wha really is the best peneral.

SMALL SIEGE/BIG GAME :
Once you've tried one of the more basic siege scenarios, rotnib wrapped his tattered cloak around him and peered over
you'll be looking for some larger conquests. Many players the ramparts. The mountain pass was empty. The winds at this
jump straight into a full-blown siege game from here and altitude were bone-chilling, and they whipped through the many
never even consider incorporating elements of a siege holes in the tower levels below and produced a low moaning howl.
game into a regular battle. It had been a full eycle of the moon since the Red Eye tribe had
By mixing siege elements, like impassable barriers and captured this stronghold, but the insides still recked of smoke, ale,
ladders to assault a fortified position, you can add some of and Stunty in general. Grotnib longed to be off watch duty and
the most exciting moments from a static siege game into back in the warmer confines of the dark tunncls. If he squinted, he
the sweeping charges and unit-to-unit clashes of a could just make out the next Stunty tower. It was hard to spot,
straightforward Warhammer battle. For instance, imagine hewn from the rock as it was. Even now, the tower was full of the
an F.mpil"C l:xplo'l‘ation army n]ﬂthiﬂg to do ba[[lF in the beardies who were probably looking out at him and massing for
marshes in Lustria. Suddenly, a Lizardmen army rises from . another attack. The thought of the fierce Stunties worried Grotnih
the murk to block the invader’s path. As part of their cold- * back to his duty, and he roused himself. He rattled the long pole
h[mdtq strategy, Skinks with blowpipes have scaled the Jthat held the topmost Jookout - one of the many Snotlings that
small cliffs that are FiC:iitl:rt:d throughout the swamp. Not they had caught raiding the mushroom caverns, All the little runts
only d(?t‘s ﬂ‘f‘: Empire army h_ﬂ"‘: O Worry 31_3")'-'[ d“ resisted going up the pole, but it gave ‘em extra lookouty distance.
MCing Ll?;}.r([m(_'n battle _]111(:. but in addition, 'g’k_‘“?‘l_ﬁ After all, the Stunties had already launched two counterattacks to
rain duwp p01snlned dEzlllJ‘l from the many rocky bilbl_](_)nb. retake their watchtower. Even after a good shake, there was no
The Emptl’t‘: rluibt meet the [hl‘c.d! and find a way [9 shoot sound from above. Grotnib leaned back and focused his beady red
down the Skinks or scale the cliffs and slay them. Such a S i
: o . cyes. Sure enough. the runt was still up there - curled around the

Warhammer battle will encourage you to think up cunning Ll . .

i i TS = R top like a lump. Grotnib yelled, cursed, threw stones, and finally
new strategies, all because small siege-like elements have . i
been added shook with as much vigor as he could muster. As the pole swayed

' back and forth. at the very zenith of its swing, the Snotling

The Cro:isi‘ng No Man's Land scenario !h;!t follows on the dropped off. Momentarily framed against the clear night sky, the
NEXT page is an()lh'{r l:x:il.np]t. It combines elements of runt plummeted. Grotnib pulled down his hood, cocked his ear,
both attack and defense for both sides in the same game. and was rewarded by a faint squish from the rocks below.
The situation presents each commander with new Geitnib ook hisfead {hs btk h
dilemmas, as each must come up with a crucial plan to i T RIS e T % o
guard his own stronghold while simultaneously leveling his and shouted. “O4, down there. Scad us up annuver Runt. Da last
foe’s towers. The scenario also gives you an excuse to build one froze up and fell off again.
some cool and evocative terrain specifically for your army:
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CROSSING NO MAN'S LAND

Where natural barriers like rivers or mountain passes fail to protect a realm’s borders, a wise warlord constructs
fortifications. Along the borders of rival nations, fortifications are scenes of constant battle. Imagine the Kislev
watchtowers looking out over a growing Chaos invasion from the north or a Skaven structure guarding a new tunne] across

from an ancient ancestral Hall of the Dwarfs. Every day, the soldiers see their foes building up their forces, separated only

by an expanse of no man's land.

Both players have the same objectives — to destroy their
foes and to level or take over as many enemy strongholds
as possible.

THE BATTLEFIELD

This scenario requires quite a bit of room. It should be
played on a table of at least 4' x 8'. A larger table, say 10" or
12' long by 4' or 5' wide, is even better. If you can set up
this size game in vour house, club, or store, then you have
quite a wargaming luxury!

Most of the area has been cleared to allow for open lines
of sight. Aside from the watchtowers, the terrain should be
minimal — only a few trees or rocky outcroppings, which
should be set up in any mutually agreeable manner.

Each player's Deployment Zone runs along the length of
vour gaming table and out 12" from the table edge.

THE FORCES

Each player may select 2,500 points of troops, which could
include the following defenses and equipment.

# ()-2 Towers at 250 points each.

* Any Siege Equipment (rulebook p. 258).

# If both players agree, any Siege Equipment or Tower
Upgrades listed on p. 155 of this book may be used.

DEPLOYMENT

1. Both players roll a D6. The player who scores the
highest can choose the side of the table on which o
deploy his forces. The player with the lower score may
chose to deploy his towers (if any) first or second. Players
may place towers in their Deployment Zone at least 24"
away from other towers.

2. The player who deployed the fewest towers now places
a unit in his Deployment Zone. If both players have the
same number of towers, dice off; the higher-scoring player
may choose to go first or second.

3. Hereafter, standard set up rules apply (see Pitched
Battle in the Warhammer rulebook, pp. 199-200), but note
Deployment in Towers under Special Rules. Otherwise,
players alternate placing units. Champions are deployed
along with their units. All war machines must be deployed
at the same time but may be deployed in different places.
Characters in the army are deployed at the same time.
Scouds are set up after all other units according to their
special deployment rules.

WHO HAS THE 1ST TURN?

Both players roll a D6. The player who finished his
deployment first (not including Scouts) may add +1 to his
die roll. The higher-scoring player may choose whether to
go first or second. Reroll any ties.

SPECIAL RULES

This scenario is played with the standard Warhammer rules and
those detailed in Appenelix Forr — Rules of Siege with the
following additions.

The Tower, Use the rules and Tower Damage Chart and Gaie
Damage Chart from Redes of Siege. Count the tower door as a
gate, but add a +2 modifier to all rolls, as the tower gate isn't as
strong as a castle gare.

Deployment in Towers. One unit of infantry (i.e., no troops
on cavalry or monster bases) with a Unit Strength of 25 or
lower may be deployed in the bottom levels of a friendly
tower. Do not place the unit on the table; just make a note
of which unit is where. It takes half of a unit's Move to
leave the tower even if the unit marches or charges.

HOW LONG DOES THE SCENARIO LAST?

As this scenario has many movement and sicge elements,
the game will be lengthy, The scenario lasts for 8 turns.

DETERMINING VICTORY

Unless one player concedes defeat, use the formula below
to determine who has won the game.

Use the standard Victory Points rules from the Warhammer
rulebook (p. 198) with the following additions.

* Controlling board quarters is worth normal Victory
Points. However, towers that are still standing and have

at least one model inside count as regiments with a Unit
Strength of 5 or more and thus can enable armies to
control table quarters or prevent armies from

controlling them.

* Enemy towers that are toppled count for full Victory
Points (250 points plus the cost of any upgrades).

* Enemy towers that are still standing but have been
broken into and taken over entirely by friendly forces
count for full Victory Points (250 points plus upgrades).

* Friendly towers that are still standing. have taken no
damage (to the tower or the tower gate), and have no
enemy models within count for 750 Victory Points.

* Friendly towers that are still standing, have taken
damage (a roll of at least a 17 on the Tower Damage Chart
or a damaging roll to the Tower Gate). and have no enemy
models within count for 500 Victory Points.

# Friendly towers that contain both enemy troops
and Defenders who are not fleeing are worth 250
Victory Points.




USING THIS LIST

on this page. you will find general upgrades for

tifications, and on p. 161, you will find additional
perades that are specific to the different Warhammer
Some of these upgrades may be used on particular
ctures or sections (e.g., walls only). You must agree

h your opponent beforehand before using any of
upgrades.

ie of these rules were inspired by historical research of
eal castles. Some came from our own siege games. Others
e modified from old rules editions and battle reports.
pored over these dusty old tomes to dig up some gems
will really add to the fun of your sieges. This list is by
p means exhaustive. Feel free to come up with your own
1s — just get your foe’s permission to use them.

| "YULI and your opponent decide to use this list, we
ccommend that no more than 10% of each player's points
should be spent on these options, unless you're modifying
scenario or rules to feature the unusual upgrades.

\DDITIONAL WAR MACHINES

oth the Artacking and Defending players may purchase
ne Throwers or Bolt Throwers, even if they aren’t
rmally available to the players’ armies. For armies that
in't include these war machines in the standard list, use
following points costs.

jone Thrower 110 points

t Thrower 75 points

[ rules can be found in the Warhammer rulebook in the
ar Machines section, Each will be crewed by three Core
popers that seem most appropriate for the army in

stion (such as Clanrats for Skaven, Skeletons for

pire Counts, etc.).

DRTIFICATION UPGRADES
ie following upgrades may be made to improve
efenses, be they whole castles or individual towers,

| Wooden Fortifications Free downgrade

stronghold made entirely of wood is not as sturdy as one
predominately of stone. Add +1 to any rolls made
the Damage Charts for attacks against Wooden

cations. As wooden walls and towers are extremely
Inerable to fire, flaming attacks gain +3 on the Damage
15, Wooden Fortifications are much cheaper to build,
er, and any Defender who chooses All Wooden
tifications may add 15% more points to his force to
sflect the conservation of resources.

er Additions 50 points per tower
ber Additions provide extra platform space for
itional archers and/or provide space for a second war
ine (towers may normally support only one).
den Sally Ports 25 points per door
:n troops charge out from a besieged tower or castle it
n as “sallying forth.” A hidden Sally Port is a door

WAR MACHINES AND UPGRADES
TO TOWERS AND FORTRESSES

Fach of the many different races that populate the Warhammer world has its own style of warfare and defense. The
ollowing rules describe some upgrades that players can use to gear up their towers and castles. After all, no two defenses
d be alike, and many players will want to create a theme not only with their armies but their defenses as well.

can be opened by the Defenders to send out a hard-hitting
attack of their own. At the start of the game. the Defender
makes a sketch of the fortification and marks the exact
location of any Hidden Sally Points. Dwarfs are especially
renowned for their secret doors that are cut seamlessly
into ordinary rock. Troops emerging from a hidden Sally
Point may march or even charge out if the controlling
player so chooses (it is assumed that they have peepholes
to spy out the situation)!

Impressive Heraldry 50 points

A mighty flag, banner, trophy. or heirloom is hung from or
affixed defiantly to the Defender’s stronghold. So
powerful is this imagery that all models in that section
(the wall, tower, or other) may add +1 Ld (to a maximum
of 10) and reroll a single Break Test per game. Note, only
one of these devices may ever be deployed.

Bolted Doors 10 points for each door
Normally all doors leading from the ramparts into towers
aren’t obstacles to enemy troops. Players who buy this
upgrade make their towers more difficult to caprure. A
bolted door must be destroyed before enemy troops can
gain access Lo it. The bolted doors have a Toughness of 5
and 1 Wound. Doors are hit automatically and can be
struck by up to two models in each Combat Phase. Any
door leading from a tower to the ramparts or into the
courtyard can be upgraded to a Bolted Door.

Hoarding 35 points per 6" section
A hoarding is an enclosed timber structure that is added
to a castle wall or tower top for further protection. It has
arrow slits for archers and offers an additional -1 to hit
protection from enemy missile fire. If hit by a war
machine, a hoarding can be destroved. Each hoarding has
Toughness 7 and 5 Damage Points.

Castles Only

Reinforced Steel Gates 30 points per door

Steel reinforcements make the castle gates nearly
impregnable. All attacks against the gates suffer a -1
modifier to the results on the Gate Damage Chart.

Wall Sections Only

Spikes & Blades 30 points per section

The wall section is festooned with spikes, sharpened
stakes, and blades. Roll a D6 for any model attempting to
climb the wall with a grappling hook. If the result is
higher than the model’s Initiative, it takes a 53 hit.
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Tbr: towers on these pages

: are a few examples of the
many types of fortifications of
the Warhammer world. You can

also imagine other types of towers:

the elegant pinnacles of Cathay, the

leaning tower of Tilea, and the High

Elven towers of Ulthuan.

ORC TOWER

While this tower is more of a simple
watchtower than a full-fledged
defensive structure, it is indicative of
greenskin arky-tek-shur. It is
festooned with trophies and other
useful bitz.

SCENERY

SHOWCASE

A SELECTION OF WARHAMMER TOWERS

LIZARDMEN TOWER

This tower is just the sort of simple
and organic watchtower that the
Lizardmen might construct to guard
their swampy domain.

DARK ELF TOWER

Like sinister spikes rising from the
barren coastlines of Naggaroth, towers
like this one are used by the Dark Elyes

Hepe are o detatled images of the Beastmen tower:

The onie on thewpper left ts the walchful eve at ibe
of the tatver, and the one abave is the devolved

Miricitetter thet pealls up the elevetor:

BEASTMEN TOWER

This Beastmen tower

. features an elevator

% operated by a Chaos
Spawn. With cloven
hooves, the Beastmen

have trouble navigating

ladders (so the modeler

reasoned) and thus use this

crude lift instead, :

Carved and shaped from the rockface, this stout
Dwarfen watchtower could easily be found gl
guarding a vital mountain pass some where high'up
in the Worlds Edge Mountains.




HUMAN KINGDOMS
~This tower has a Bretonnian or
Border Prince style. Throughout
the ages, many of the human
realms have influenced each

‘other, As such, it is not unusual to
d a few traditional Bretonnian

igns in the Empire.

GOBLIN TOWER

Greenskin ecology is open to building
atop already existing structures. This
Goblin tower is clearly an “improved”
Empire watchtower that has long been
overrun by Gaoblins.

UNDEAD TOWER

This is the keep of a cruel and
powerful Vampire Count. Its prisons
are always keep stocked with “fresh
blood," should the lord of the castle
require any refreshment. This tower
was taken from the Warhammer
Fortress but was bedecked with
spikes and other grim trophies.

 like this one might be found
ar 31 well fortified Empire city. It

t from panels of the

fortress and was

WA

Shoven aabove are o detailed shots of some
cletacterful additions to the Geblin ionver fust abort
gvery ook aned cranm i fan packed with Sonkings,
mishroams, Sgrgs, or other Goblinoid deteils.

WOOD ELVEN TOWER
Perched high up in the canopy, keen-
eyed archers keep watch over the
borders of the Wood Elven forests.




DEFENSIVE TERRAIN

While any truly desperate Defender wishes he had a full
curtain of heavy castle walls surrounding him, in a
pinch, a cliff-face, a platform mounted in a tree, or even
a some simple stakes in the ground can give him the
edge. This page and the following scenario provide
examples of games that involve small elements of a full
blown siege.

RULES FOR DEFENSIVE TERRAIN

Natural Wall. Natural Walls include cliff faces, rock
formations, several stacked blocks like the Lizardmen
use for making temples, and anything of a similar
nature. Unlike an actual castle, Natural Walls are
unlikely to enclose as much space as a Defender would

desire but may still act as a breakwater against Attackers.

Troops atop Natural Walls may be assaulted by Attackers
using ladders or grappling hooks. Natural Walls provide
space for however many models will fit upon them, but
unlike a castle’s ramparts, Natural Walls do not confer
any protection against enemy missiles. Natural Walls can
provide very useful firing platforms for a unit of missile
troops or a war machine. Unless specified by a
particular scenario, Natural Walls should be no higher
than 4" and no longer than 8".

Natural Towers. Natural Towers are very much like
Natural Walls, that is, rocky projections or perhaps even
large trees with platforms. Natural Towers are taller
than Natural Walls and, as such, may not be assaulted
with ladders or grappling hooks. Otherwise, Natural
Towers follow the rules for Natural Walls. Unless
specified by a particular scenario, Natural Towers
should be between 6" and 10" tall and no wider than 4"

Use the standard Damage Charts when attacking Natural
Towers and Walls made of stone but add +1 to all rolls
on the Damage Charts when the Natural Wall or Tower
is made of wood (+3 for flaming attacks).

Barricades. Barricades could be an already existing
wall, a hedge, hewn logs, piled debris, or even hastily
stacked stone. A barricade forms a Defended Obstacle
and can be any length. For standard scenarios, each
section is assumed to be no more than 6" long,.

Spikes. In order to halt the enemy, desperate Defenders
can quickly sharpen wooden stakes to plant point
upward in hastily constructed earthworks. Spikes act
just like Barricades in terms of forming a Defended
Obstacle but also inflict injuries on units that attempt to
charge over them. While avoiding the Spikes would be
easy for an individual, the press of bodies in a charging
unit generally lands a few soldiers on the Spikes. Any
unit that charges over Spikes takes an automatic D6 S4
hits. Any casualties caused by the Spikes are factored
into Combat Resolution in the first round of combat.
Also any cavalry unit must pass a Fear test to charge
over spikes, as mounts understandably are not keen to
be impaled. If this test is failed, the unit may not move
at all that turn. Spike sections can be of any length, but
for standard scenarios. each section is assumed to be no
more than 6" long.

NATURAL DEFENSES

Thus far, we have described how to incorporate towers and some elements of siege into your Warhammer games, but
it’s possible to add the dynamics of a siege into a game with no castle terrain at all. Read on to find out how.

Skinks take advantage of the velative safety of their stone constructions. Such
positioning Is very strategic, as it gets the missile troops out of barm's way
twhile still allowing thew to five their poisoned blowpipes at oncoming foes.

SETTING UP A NATURAL DEFENSE GAME
While players are free to incorporate any amount of
defensive terrain for their own plans and scenarios, we
wanted to find a standard that could be used to achieve
balanced and fun battles that use some defensive
elements without making the game a full-scale siege.

In a true siege game, the besieged force is only half the
size of the Attacker. As the benefits of Natural Defenses
aren't nearly as valuable as those of a full castle, the
Defender may take 75% of the Attacker’s total.

In place of 25% of his force, what does a Defending
player get? He may choose from the following:
1-4 Natural Walls or Towers (or any combination of
the two within those numbers).

1-3 Barricades. A Defender may trade two Barricades
for either a line of Spikes or another single
Natural Wall or Tower.

Placement Rules. One of the many differences
between a fortress or castle and Natural Defensive
terrain is that the natural stuff is never quite where you
want it! In a Natural Defense game, no more than two
individual defensive items may touch each other. Leave
gaps of at least 6" between terrain pieces (although it is
possible to have two linked pieces. then a 6" gap, then
two more linked pieces, and so on).
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prove victorious or result in a deadly last stand?

OBJECTIVES
The Attacking player’s objective is to wipe out the Defenders
‘while losing as few of his troops as possible in the process.

"ﬂle Defending player’s objective is to slay the enemy and
maintain control over the Natural Defenses.

THE BATTLEFIELD

“The batdefield is relatively barren aside from some defensive
rock piles and a few cliff-like projectiles.

Three rock piles (Barricades) approximately 6" in length are
‘placed by the Defending player. At least one must be placed in
h Defender Deployment Zone (see map at right). Three
dliffs (Natural Walls) and one tall column (a Natural Tower) are
then placed by the Defender. At least one of these terrain
pieces must be placed in each Defender Deployment Zone.

THE FORCES

‘Both armies are chosen from the Warhammer Army lists to an
agreed points total. The Defender has only 75% of the
Attacker’s points. For instance, an Attacker with a 2,000-point
army would face 1,500 points of Defenders.

DEPLOYMENT

The Defender deploys all of his troops first. Up to three units
may be deployed in Deployment Zone B if the Defender
wishes. After the Defender has deployed, the Attacker sets up
all his troops in his Deployment Zone.

WHO HAS THE 1ST TURN?

Both players roll a D6. The Defender may add +2 to his die
toll. The higher scoring player chooses whether to go first or
second. Reroll any ties,

DEFEND THE PASS

An outnumbered and beleaguered force finds favorable ground and turns to face the pursuers. Will this move

SPECIAL RULES

This scenario is played with the standard Warhammer rules,
Appendix Forr — Rules of Siege, and the Natural Defenses rules
on the previous page. Siege equipment can be purchased by
either side.

HOW LONG DOES THE SCENARIO LAST?

The scenario lasts for 8 turns or until one side is entirely
wiped out or has fled off the table.

DETERMINING VICTORY

Use the standard Victory Points rules on p. 198 of the
Warhammer rulebook to determine which side has won. The
Deftender may count any board quarters he controls twice
(i.e., they count as 200 Victory Points as opposed to the usual
100) to reflect the importance of maintaining control of the
defensive terrain,

=

e, e see a Tomb Kings armn wsing the tervain to maxinuo advantage. The cenning Tomb Kings General has placed bis archers aned wer machines atop the
cliffs and his barvdened infantry in narvow corvidors to prevent flank attacks,
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SIEGE PROPER

While the previous pages have shown how to incorporate elements of siege into Warhammer in different ways
and in games of different sizes, there is no denying that a full-fledged assault on an nigh impregnable fortress is the

kind of ultimate battle that many tabletop generals aspire to reach. Here are some tips, ways, and scenarios to make

those larger and more traditional siege games even better.

SIEGING A FULL CASTLE

Laying siege to a full castle is one of the ultimate
challenges for a tabletop general. Both in terms of
tactical game play and of modeling and terrain making,
the siege is a great opportunity for truly inspired
Warhammer enthusiasts.

The siege scenario in Appendix Four — Rules of Siege is a
great starting point. If you've never played a full castle
assault, this scenario is the classic set up: three walls, a
gatehouse, and four towers are beset on all sides. Truly
ambitious players who want to take their siege games to
a more detailed level can try a siege game as part of a
linked tree campaign (like those described in Chaprer
1). You can make up your own series of battles, and
you'll also find an excellent mini-campaign on the
Games Workshop web site. These battles track the build
up to a siege and the final assault on the walls. Players
can gain advantages for the final all-out battle by
winning the earlier games in the siege campaign. There
are opportunities to starve the besieged, undermine the
castle, and even a chance to sally forth. You can find the
linked scenarios in the The General's Compendittimn
section at:
www.games-workshop.com/generalscompendinm/

As well as linking games to create a tree campaign, you
can change the structure of the castle by adding more
towers, including multiple gates, altering the terrain
(e.g., putting the castle on top of a cliff), or even adding
some of your army’s characteristics to the fortress itself.
Over the next few pages, you will find ideas, a scenario,
alternate castle rules, and pictures of strongholds from
the Warhammer world to spur your imagination. Put
vour own tactical skills and modeling talents to the test
and start planning out your glorious path toward
becoming a siege expert. Remember, gaming legends
are made, not made up!

FIRST, YOU'LL NEED A CASTLE

Before you can become involved in a full siege game,
you'll need a castle. We begged our editors for more

For mmeony cormdes, the Werhanmer Fortress s a fantastic starting point

room to add a complete castle-making section, but
the truth is that this whole book could be dedicated
to such an endeavor. We have included a few pages
of examples and tips, but really the crucial step in
detailing your mighty edifice is that you've thought
through the ecology of your army. In other words —
where exactly is this fortress? Who built it and why?
What details and extra touches can you add to bring
the structure alive and tie it in firmly with your own
army? Whether you are building a stronghold from
scratch or just adding details to the existing
Warhammer Fortress, the more you think through
the background, the better the final results. Before
you can build a Dwarf fortress that guards the
mountain pass, you'll have had to think like a
Dwarf builder, decide what color the surrounding
rock is, plan out the best defensive location, and more.
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_ASTLES OF THE WARHAMMER WORLD-

From the vine-entwined heavy blocks of the Lizardmen to the shanty lean-to towers of the Skaven, no two
armies in the Warhammer world build the same type of defenses. What follows are some rules and added

features that can help personalize your army’s own mighty fastness.

USING THIS LIST

If your opponent agrees, the following list may be
used to add army-specific characteristics and special
abilities to your castle. If both players agree, you may
also use these rules for battles involving individual
towers and smaller fortresses.

Imbued with Magical Powers 50 points

The fortification has either been built on the nexus of
a4 magical ley line (basically a jet stream for the winds
of magic) or been constructed of magical materials.
In the Magic Phase, the Defender may add an
additional Power Die (Dark Elves or Tzeentch) or a
Dispel Die (High Elves or Lizardmen). Note, only one
bonus may be gained.

May be chosen by Lizardmen, High Elves, Dark Elves,
and Chaos armies of Tzeentch.

Ironclad 100 points per section
It is possible to use metal to reinforce the already
strong structure of a wall, tower, or even an entire
fortress. The Dwarfs have been known to affix Iron
plates over vulnerable areas, particularly those that
experience repeated attacks. The additional
fortification means all artacks against the section
suffer a -1 modifier to all results on the

Damage Table.

May be chosen by Dwarfs, Chaos Dwarfs, and Chaos
armies of Khorne.

Fearsome Appearance 60 points

Many Warhammer races make special efforts to
ensure that their fortresses are loathsome for others
to gaze upon. For instance, the Dark Elves display the
skins of their foes from their walls, and many of their
tortured victims still swing from gibbets high atop
towers. Horrific Stone Gargoyles are favored by many
Vampire Counts, and the walls that protect Chaos
armies have been known to drip blood, sprout
writhing and contorted faces, and pulsate as if made
of living flesh. Castles with a Fearsome Appearance
radiate an aura of Fear, and any unit wishing to
charge (to attack doors on a tower or attack the walls
with ladders, battering rams, or grappling hooks)
must first pass a fear test. If failed, the unit remains
stationary that turn.

May be chosen by Chaos armies, Vampire Counts,
Dark Elves, and Beasts of Chaos.

Camouflage 150 points

Until enemy models are within 20" of the castle, they
cannot see or target it. This camouflage is
accomplished either by casting powertul illusionary
magics or by crafting the fortress in such a way that it
blends perfectly into the surrounding terrain. The
Wood Elves have been known to build elaborate
defenses atop the mighty boughs of the Athel Loren
forest, while the Tomb Kings use ancient and
powertul enchantments to cause their entire
strongholds to vanish in the shimmering heat of the
desert only to spring up like a mirage when
trespassers close.

May be chosen by Tomb Kings and Wood Elves.

Squig Pits 18 points per Squig
0-2 Squigs per section
The grounds in front of the structure are pock-mocked
with pits and fissures. The very walls themselves may
have small gaps or tunnels bored into them. Chained
Squigs have been trained to spring out and attack from
these darksome holes. Before the game begins draw a
map of the fortress and indicate where the Squig Pits are
located. As soon as enemies approach within 6" of the
nominated site, stop the foe and place the charging
Squig model on the board. Work out attacks as normal. 1f
the Squig loses the combat round and is broken. it is
automatically destroyed. As the Squig is chained, if it is
victorious and breaks the enemy; it may not follow up
but instead will return to its hole. Inside their holes,
Squigs are invulnerable to missile fire.

May be chosen by Orcs & Goblins.

Traps 25 points per trap

0-2 Traps per section
This upgrade may take many forms: pits, hidden dart-
firing mechanisms, spring-loaded spikes, crude land
mines, and worse. They are cunningly concealed by sod,
debris, false doors, or other ingenious devices. Before
game play begins, write down or sketch out exactly
where the traps are concealed. Traps are sprung when a
unit or model assaults the walls within 4" of the trap
location. Roll a D6. If the result is equal to or under the
unit’s or model’s Initiative, the trap was avoided and
does no damage. If the result is higher than the unit’s or
model’s Initiative, D6 S3 hits are inflicted. For an extra 10
points per trap, Skaven and Lizardmen may make their
attacks poisoned (treat as S4). Once the trap is set off, it
is no longer effective.
May be chosen by Skaven, Lizardmen, and Beasts
of Chaos.

Poisoned Gas 75 points

A poisoned gas trap is a particularly sinister device. On
the Detending player’s command, secret vents open and
dispel noxious fumes. Place the large template over the
trap with one edge touching the structure. Any model
that is touched by the template takes a S3 hit with no
armor save. Only one such trap may be taken, and its
location must be written down or sketched out before
play begins (so choose a key gate or door location).

May be chosen by Skaven and Chaos armies of Nurgle.

Swivel Gun 10 points per gun

A swivel gun is not much more than a large and
somewhat unsophisticated blunderbuss, which. due to its
size, is mounted on a castle wall. It is filled with broken
glass, spare nails, and other sharp bits of metal and fired
at troops scaling the structure. The gun may be fired by
any model not engaged in combat. Place the flame
template with the small end touching the tip of the
swivel gun. Any models completely covered take a 583 hit
with a -2 save. Models partially covered are hit on a D6
roll of 4+. Swivel guns may not be moved and can be
fired once per game. They may be fired either in

the Defender’s Shooting Phase or as a Stand &

Shoot reaction.

May be chosen by Dwarfs or Empire.
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HOLD LIKE A ROCK

Castles are usually built in strategically important areas and are often built into easily defensible areas as well. In

this scenario, the Defenders have built their stronghold directly into an imposing cliff face or mountainside. The
Attacking player has some difficult decisions to make about how to split his forces to crack the defense.

That's not a fortress. That's a deathtrap.

.,-
E§ Last words of Count Volstag before his ancestral

castle was overrun by Goblins (attributed).

OBJECTIVES

The Auacking player’s objective is to enter the fortress and
slay or drive off all the Defenders. The Defender must
survive and hold out until the end of the game.

THE BATTLEFIELD

The battlefield consists of a castle arranged as shown on
the map at right. The cliff and rock faces are steep and
cannot be scaled at any point save the stairs. The tower
near the eastern edge must be breached in order to move
through the impassible terrain on either side of the tower.

THE FORCES

Both armies are chosen from the Warhammer Army lists to
agreed points totals. The Defender has only 50% of the
Attacker’s points. For instance, an Attacker with 2,500
points would face 1,250 points of Defenders. Both sides
may purchase siege equipment.

If both players agree, the upgrades and options on pp. 155
and 165 of this book may be used as well.

DEPLOYMENT
The Amacker deploys first and splits up his force as follows.
* At least half of the Attacker’s total number of units must
enter from the western board edge. Place the front rank on
the table edge, and move the whole unit onto the board
during the Attacker’s 1st turn. If all the available space is
taken up, remaining forces enter from this edge in Turn 2.
* The remaining forces are allowed to enter the battle from
any other board edge, but the following rules apply.
# Units entering from the eastern board edge (having
found a hidden mountain pass somewhere off table)
must start on the table edge as described above for units
entering the western board edge.
*# Units may attempt to enter from the northern or
southern board edges at the start of Turn 2. Roll a D6 for
each unit attempting to enter via these table edges. On a
roll of 4+, the unit enters. Any units that do not enter
may try again in subsequent turns and gain +1 to their

die roll (thus requiring a roll of 3+ in Turn 3, 2+ in
Turn 4 and subsequent turns). A roll of 1 always fails.
No models may enter atop the cliff from the northern or
southern edges.
* The Defender sets up after all the Attacker’s eligible units
are placed. All the Defender models must be inside the
fortress or in the lone tower facing the eastern table edge.

WHO HAS THE 1ST TURN?

The Attacker has the 1st turn.

SPECIAL RULES

The scenario is played with the Warhammer rules as well
as those in Appendix Four — Rules of Siege.

No rules for special deployment, such as Scouts or
Underground Advance, may be used in this scenario.

HOW LONG DOES THE SCENARIO LAST?

The scenario lasts for 8 turns.

DETERMINING VICTORY

The Artacker must capture the castle, and all the Defenders
must be slain or fleeing. If any Defenders survive and are
not fleeing, the Defenders win. Note, Defending forces
that are fleeing at the end of the game count as

being destroyed.
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Htrt are some colorful :
=2 SCENERY
of customized work that

different armies might build in c

the Warhammer world. Many of S H ow AS E i
these castles feature upgrades - )

Siggcsted onpp/i@adIbl. . - FORTRESSES AND SIEGE ENGINES OF
: IHE WARHAMMER WORLD 1

KENNY GOODMAN'S

NURGLE SIEGE TOWER

‘This ereaking, disease-filled Nurgle sicge
tower was scratch built from lots of balsa
wood and plasticard.

ol B L R L]

ROB KENDZIE'S _
| BRETONNIAN CASTLE

| This amazing Bretonnian castle has far more
flair and style than the more rugged,
functional strongholds of the Empire.
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CONVERTING A HUMAN CASTLE

are some examples of how you can convert the
irthammer Fortress to accom modate your army of choice.
e is an example of what happens when greenskins
e over At right is a an example of a Chaos stronghold.

ORC

FORTRESS (Al
The Orcs \\1""‘
prepare to test the
strength of their
ramshackle fortress
against the might

of tempered

Empire steel.

UNDEAD

BATTERING
RAM

This unit of
Skeletons wields a
mighty ram to smash
down enemy gates.




RAIDING THE ENEMY

Pillaging and burning are all too common in the strife-filled Warhammer world. Small fiefs and kingdoms expand,

contract, or disappear into flames, and even the mightiest of realms is not immune to periodic attacks and raids.

Dem ‘umies’ll never know what "it ‘'em.
We ride in wiff flames, grab wot we kin eat,

an burn da rest.

Goblin Chief Groff Doghreff before raiding and burning
to the ground a series of villages and hamlets in Stirland

_ -

NO LANDS ARE SAFE

From the outlying villages and farmsteads of the Empire
to the lesser crypts in the sand-covered lands of the
Tomb Kings, all lands face the threat of raiding armies.
The ruthless Attackers could be Wolf Riders at the
borders, roving bands of mercenaries, strike forces of
Dark Elves, or any number of other opportunistic
raiders. Raid battles make for exciting Warhammer
gaming! When was the last time you burned an enemy
camp to the ground?

The principles of a Raid scenario can be boiled down to
the age old practices of looting and burning. While
destroying enemy forces is well and good, the real key
to winning a Raid scenario is how much loot the
Attackers can acquire and how many enemy structures
they can level (or at least set on fire). Before we get
into Victory Points and scenarios, we will quickly
describe looting and burning.

Looting. The nature of the looting depends largely on
the forces involved. For instance, Goblins raiding a
Bretonnian village could be looking for something to
eat, while in the reverse situation, the Bretonnians
might be raiding a Goblin camp to recover captives or
lost artifacts (they certainly wouldn’t eat anything they
found in a Goblin camp!). The loot could be prisoners,
lost Lizardmen treasure, Dwarfen ale, magical tomes, a
cache of weapons, or other valuables. Generic “loot” is
represented on the battlefield by appropriate counters
(see examples, above right).

Rules for Looting. The process of looting involves
kicking in doors, searching suitable hiding spots (e.g.,
haylofts and mining carts), and other avaricious
behavior. Looting is represented on the tabletop by
having a unit spend a full turn adjacent to any
unoccupied building or structure that contains loot.
Monsters, Cavalry, Swarms, and non-humanoids (e.g.,
Chaos Hounds) may not loot. The looting unit may not
rally, move, cast spells, shoot, fight. or anything else
during the turn it collects the valuables. Once a unit has
spent the required turn, place a suitable loot counter
behind the unit to represent their ill-gotten booty. In
order to loot and subsequently carry off the counter, a
unit must have and maintain a Unit Strength of 5 or
more. Once a unit has the loot, it is treated in very
much the same way as a captured standard, that is, the
loot may be reclaimed by the Defenders if they break
the enemy unit in combat and follow up. Loot is
discarded (and can no longer be carried) by troops who
are routing or by a unit that drops below Unit Strength
5. Simply leave the loot counter where it was dropped,
and it may be picked up or gathered by any unit (friend

or foe) that touches it. Note that Defending units
cannot loot their own dwellings (even to keep their
property safe) and may reclaim loot counters only after
they have been “looted” in the first place.

This sempling of Warbanmner loot cornters inchudes a Diwarfen ale barrel,
ancient icons of the High Elves and Vampire Counts, and a wheelbarrow full
of poodies that a Goblin is laking for bis tribe.

Burning & Destruction. A good Raiding force gets in,
snatches the valuables (or loot), gets out, and leaves only
smoke and ruins. Enemy structures are destroyed for a variety
of reasons, like stopping enemy encroachment, sowing terror,
and teaching rival warlords a lesson to name just a few!

Rules for Burning. It is possible to level buildings in hand-to-
hand combat, but many raiding forces can’t take that kind of
time and prefer instead to torch the enemy structures and let
the flames do the work. You can find the rules for destroying
buildings in the Warhammer rulebook (p. 130). Should you
wish to set them on fire, however, use the following rules.

* Any attack that normally uses flame to do damage will set a
building aflame on a DG roll of 4+ (in addition to any initial
structural damage the attack may cause).

* War machines that do not normally use flame may set a
building on fire as well. After calculating any structural damage
as normal, roll a D6. On a result of 5+, the building is set
aflame (we assume Cannon have heated shot and Bolt
Throwers fire flaming bolts, etc.).

* Each flaming arrow that scores a successful hit on a building
will set it aflame on a D6 roll of 6.

* A torch-armed model will set a building aflame on a DG roll
of 6 (roll once for each torch-armed model in base contact
with the structure).

# Any model inside a flaming building takes a S4 hit (with no
armor save) during both players’ Shooting Phases.

# For Raid scenario purposes, buildings are on fire or they are
not. It is too much book-keeping to track each building’s
Damage Points each round.
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A Retid scenario s in full swing with the Dark Riders forging abead 1o set flame to vet another butlding

Quenching the Flames. The Defenders in a Raid scenario
may attempt to put out the flames, although it is difficult.
A model or unit that is attempting to put out flames
must be next to the structure and must do nothing else
that turn (no rallying, moving, casting spells, shooting,
fighting, or anything else).

Count up the Unit Strength of the models attempting
to quench the flames, divide by 5, and round down.
Roll a number of D6 equal to the resulting quotient.
The flames will be put out if any of the dice score a 6.
For instance, if a unit of 27 Zombies attempted to
guench the flames, you would roll 5 dice (i.e., Unit
Strength of 27 + 5 = 5.4; rounding down, we see that
this unit should roll 5D6 to try to quench the flames;
any result of 6 on these five dice indicates that the
flames have been quenched).

Zombies sheamiile forth in an attempt to extinguish the flames

RAID SCENARIOS & VARIATIONS

On the following page, you will find a standard Raid
scenario, but the scenario only scratches the surface of
the gaming possibilities presented by a Raid. You can
add your own situations, special rules, and stipulations
to the game. Perhaps there is one specific artifact that
must be looted. A loot table can add loads of
randomness and desperation to the search. What if the
game took place on the high seas or a broad river and
didn’t involve set buildings burt a dock and merchant
ships that could flee from the looters? Whar if a few of
the Defender’s structures were harder to burn, because
they were made of stone or protected by powerful
magic? It is conceivable that some races could build
structures that were hidden by camouflage or protected
by illusions so that Attackers would have to find them
first (think of a Wood Elven tree village or the hidden
ruins of a Vampire Count that has the appearance of
being just a run-down cemetery). There are more great
gaming situations and hobby projects than you'll ever
have time to finish!

RAIDING IN CAMPAIGNS

The storytelling nature of campaigns makes it nearly
impossible to come up with specific scenarios ahead of
time, but it is possible to come up with some scenario
types. Over the course of a large Games Mastered
campaign, there will be countless instances where
supply centers, towns, and more are the targets for
Raids. Perhaps the Raid has been undertaken to free a
captured character from hideous torment or to cause
the enemy some economic damage? Regardless of the
exact nature of the rarget, the basic Raid can form the
nucleus around which any particular scenario rules can
be added. Simply model your games after the basic Raid
scenario. Remember, no matter how grandiose your
enemy’s plans are, they will come to naught if you
torch everything he builds!

FLOT




OBJECTIVES

The Attacking player’s objective is to loot and destroy as
many of the enemy’s buildings as he can, while slaying as
many Defenders as possible.

The Defender player's objective is to prevent his side’s
buildings from being looted and destroyed, while slaying as
many Attackers as possible.

THE BATTLEFIELD

The most important features on the battlefield are the five
structures. These can be houses in a small village, a brewery,
gristmill, or whatever evocative buildings you can come up
with for your army. Each of these buildings contains the
equivalent of 1 Loot Point. At least one building must be set
up in Zones A, B, and C (see map), and buildings cannot be
within 12" of each other.

The rest of the battlefield has a scattering of terrain
appropriate for the theme of the table (c.g., a few hedges
and carts in a village).

THE FORCES

Both armies are chosen from the Warhammer Army lists to
agreed points totals. The Defender has only 75% of the
Attacker’s points. For instance, an Attacker with a 2,000~
point army would face 1,500 points of Defenders.

DEPLOYMENT

The Defending player sets up his entire army in his
Deployment Zone first (see map). The Attacker brings his
army in from the appropriate table edge.

WHO HAS THE 1ST TURN?

The Attacker goes first.

SPECIAL RULES

The five structures are classified as timber, brick, or log
buildings and therefore have T7 and 5 Damage Points). The
Looting, Burning & Destruction, and Quenching the Flamnes
rules are also in effect.
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RAID!

A classic game of looting, destroying, and burning! Attacking forces are on a search-and-destroy mission in an
attempt to causc damage and to haul off ill-gotten wealth. The Defenders of course want to defend their property.

All appropriate Attacking units are equipped with torches
(no Monsters, Swarms, etc.). Missile-armed units and war
machines have flaming missiles for this game.

Special deployment rules, such as those for Scouts, may be
used only by the Attacking forces. The Defending player
may select such units but can't take advantage of the special
deployment rules,

HOW LONG DOES THE SCENARIO LAST?

The scenario lasts for 6 turns or until one side is entirely
wiped out or has fled off the table.

DETERMINING VICTORY

Victory in a Raid is not measured by how many of the
enemy you have slain, but instead by how much Loot the
two sides have gathered (or saved) and how many buildings
have been destroyed (or saved). The Attackers get 1 Victory
Point for each loot counter in their possession art the end of
the game and 1 Victory Point for every building or structure
that has been destroyed or that is on fire at the end of the
game. Likewise, the Defenders get 1 Victory Point for each
loot counter on the board that is not in the Attackers’
possession (even if it is on fire) as well as 1 Victory Point for
each building that is still standing and not on fire.
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ALTERNATE RAIDING SCENARIO RULES

With only a little manipulation, you can add a massive variety of
twists and turns to the basic Raid scenario. A few suggestions

follow to get you thinking of different special rules you could try.

Special Loot. You can have one particular piece of loot (like an
artifact or prisoner) that is placed secretly by the Defender in any
building of his choosing. This special loot counter counts for 3
Victory Points for the both Attacker and Defender. Imagine a fast-
striking Lizardmen force traveling from Lustria to reclaim a stolen
artifact or a High EIf raiding force attempting to free one of their
nobles from the hideous tortures of Dark EIf imprisonment.

Looting Charts. Making the exact booty a bit of a mystery is also
alot of fun and can really add character and randomness to your
game. There are two chart examples given below, including loot
for a generic Raid that can be played between any two armies and
loot from a Raid on an Orc & Goblin camp. Try to come up with
some special rules for each loot roll. For instance, in addition to
counting as loot, rescued prisoners could join the unit that saved
them. Or perhaps the assorted weapons cache could allow you to
“re-equip” the unit that found it with additional hand weapons or
even arms not normally allowed. Just remember that the point
isn't to introduce too large an advantage (or disadvantage) but to

add a little color and fun to the game.

GENERIC LOOT

1 Trap. The looting unit takes
D6 53 hits and gains no loot.

2 No loot worth anything,

3 Heavy supplies worth 1 Loot
Point, but the unit carrying
the supplies may not march,

4 Foodsmffs worth 1 Loot
Point.

5 Supplies worth 1 Loot Point.

6 Treasure worth 2 Loot Points.

ORC & GOBLIN Looﬂ

1 D3 Squigs leap out and
attack! No loot is gained.

2 Severed head collection. No
loot is gained,

3 Assorted weapons cache. Re-
equip the loorting unit.

4 Livestock worth 1 Loot Point.

5 Prisoners to be eaten later. Add
1 Loot Point as well as D6
maodels to the looting unit,

6 Trinkets worth 1 Loot Point.

Aerrvified prisoner in the clutches
af the enen

A b rvoll when looting an Ore camp
conldd bring a Squie as loot!

Scale and Points Values. Increasing or decreasing the
number of buildings involved will change their tactical
importance. There is no margin for error in a Raid on
three buildings. Alternatively, if you've got the time and
inclination for a lengthy slugfest of a game, a match with a
dozen potential buildings to prey upon would play out
very differently. In a game of that size, the Defenders could
concentrate on just one section of the village and afford to
see many of their buildings go up in flames! Likewise,
adjusting the points of models used would give you some
different challenges. For instance, a Raid between a 1,000-
point Attacking force and a 750-point Defending one will
present a different set of challenges than a game with a
3,000-point Attacker.

Buildings, By changing the types of buildings, you can
make the scenario different as well. In a battle for a
brewery, perhaps the main building and the warehouse
each count double for Victory Points, but the outhouse
and refinery are each worth normal value. Also, different
races build different types of buildings. Dwarfen structures
may be more solidly built and resistant to fire than the
more numerous, but flimsy buildings of the Skaven. Try

‘. b "_'

T adding to or subtracting from the Toughness values and/or
i BT the number of Damage Points a building can sustain,
PLAYING WITH FIRE
[ ,

With et bt of cotton or steel wool,
same extra bases, aned some paint,
Vou can quickly and inexpensively
meke flame mearkers for wse i your
Ratd and city sacking scenarios
Shawn above are flaone counters
made from cotton glued to a hase,
painted with spray paidt, coud then
drbrushed with vellows andd reds 1o
represent the flames,

B (i order to get the bases to stick to
our brildings properly, we used a
bealthy blob of blu-tack. This weany,
You can keep track of what is on fire
during the game and simply remove
Jlame markers as fives are quenched
or twhen the game ends,

This flame counter was mede from
green stufll borse tails, and some
Orc top krots,

Faint your counters with Blood Ked
arned highlight them with Blazing
Oreinge followed by Golden Yellow:

LY

Shot
with a

The fire for these torch bearers was made from Cre top knots and metal bit= l
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CITY SACKING

While plundering villages and military outposts can be profitable for raiding armies, nothing helps an Invading

force and hurts a Defender more than plundering and burning an enemy city. Read on to find out how.

A once proud Empive city goes up in flames wnder the deveastating assawdt of an attacking armn

LEAVE BEHIND ONLY RUBBLE & SMOKE
The Warhammer map is covered in cities and
population centers, but the ones no longer on the map
would often have the most interesting stories to tell.
How many Tilean cities were overrun by Skaven
hordes? Countless Dwarfen strongholds of great fame
are now known by humans only in songs and legends.
Once the Elves ruled the Old World, but over the
centuries, the High Elves have been all but wiped out,
leaving only ruins marked on present-day maps. The
warlords and conquerors who have heaped the most
spoils and gained the most fame (or infamy, depending
on which side you're on) have invariably sacked a major
city or two. So why haven't you?

CULMINATING BATTLE

Once your army has passed the watchtowers, crumbled
the impeding fortresses, and raided the lands, there is
only one thing left: sacking the city. In a campaign, city
sacking is often one of the final apocalyptic battles that
will wipe an aspiring realm off the map or mark the
turning point when the flag is firmly planted and the
Defenders defiantly hold on and prosper.

City sacking involves penetrating the outer defenses
and unleashing troops into the sporadically guarded
city proper where their aim is to plunder and burn to a

hitherto unseen scale. In other words, the city sacking
rules and the following scenarios will extend and add
to the previous sections on Sieges and Raids. So if you
are unsure of how to play (or strategically exploit)
those elements, we suggest you give the earlier
scenarios a try before you attempt the grandiose scale
of leveling an entire Warhammer city! On the practical
side, if it takes you as long as it took us to build our
city, there should be plenty of time for you to get in
some smaller games in the meantime.

BLOOD ON THE STREETS

No general in the Warhammer world would ever
choose his own city as a battlefield. Ideally, the
Defenders could defeat their enemy at the outskirts of
the city or even at the gates or on the walls
surrounding the populace. Should the foe break
through, however, there is nothing for it but a running
battle amid the buildings and dwellings. Unlike the
headlong collision between forces in an open
battlefield, the fighting during city sacking is more
scattered and chaotic. The Defenders try to muster
around key points in the city, while the Auackers
rampage and burn bloody swathes of territory. It all
makes for some great — but really different — games
of Warhammer.,
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CROWDED & UNMANEUVERABLE

Before we get to the scenarios and terrain, it is well
worth firing off a warning shot about battling out the
sacking of a city. Many gamers play Warhammer without
terrain and prefer wide open spaces to any kind of tight
maneuvering. If you think terrain is a nuisance and that
vou should never slow the game down by entering
buildings, then this type of scenario probably isn't for
you. City battles require lots of terrain. On top of that,
the streets and pathways tend to be closer in form to
the claustrophobic passageways of a medieval city
rather than the spacious four-lane highways so common
in suburbia. The city sacking scenarios are built to allow
a steady trickle of troops to enter the fray. There are no
large battle lines of troops strerched across the table as
are common in tournament play.

Still, if you've got the time, terrain, and the patience to
carefully shift buildings to allow for units to march
along crowded roadways, then you'll find city sacking to
be some of the most challenging and visually stunning
wargaming you'll ever do!

IT TAKES A CITY

Let’s face it. City sacking is an advanced game
that requires a lot of terrain. There are probably
very few players out there who have amassed the
number of buildings required to build a single street —
much less three or four. That makes this type of
scenario ideal for a gaming group or club who can
plan ahead and divvy up the workload. One well
planned afternoon of putting together as many
buildings as possible can turn a plain field into an
urban area in a hurry.

Don't overlook easy additions to your city like card
buildings (from Warhammer editions of yesteryear), and
even Mordheim buildings can be pressed into service in
a pinch (especially for damaged sections).

Here, we see o thriving Ore city manning the walls in anticipation of an attack

THEY AIN'T ALL HUMAN EITHER!

The variety of buildings and city styles in the
Warhammer world is as vast as the army and painting
options. While the human cities of the Empire and
Bretonnia are often the easiest to visualize and certainly
dominate this chapter’s examples, there are numerous
other options to explore. Although Ores have few
permanent dwellings, their crude camps and
strongholds contain many of the same building types as
a human city (idols, huts, and Squig pens replace
monuments, houses, and stables, respectively), With
broad streets and vast temples, Lizardmen cities are
ideal places for battles, especially because Warbeammer
Armies: Lizardmen has loads of building descriptions
and even a city map from which to draw inspiration.
Imagine putting together battles among the cavernous
underground homes of Skaven or Dwarfs, the Viking-
like long houses of the Marauders, or even the
menacing spired cities of the Dark Elves.

While your first thought may be that the creation of an
entire miniature city is quite mad, who couldn’t
imagine having some towers, a fortress, and a collection
of city buildings and appropriate terrain for any of the
armies he's chosen to collect? As we see it, the desire to
build cities is just further proof that the scale of the
wargaming hobby is vast and that we have too many
projects left to do!
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BATTLE IN THE STREETS

This scenario describes 2 Warhammer battle in a large city. The Attackers must choose between fighting the
enemy and sctting the buildings ablaze, while the Defenders must react before their city goes up in flames.

OBJECTIVES

The Attacking player’s objective is to destroy as much of the
enemy and the enemy’s city as possible. The Defending player
must attempt to drive off his foes and slay as many of them

as possible.

THE BATTLEFIELD

The battlefield represents the insides of a city. In this scenario,
all the buildings have the same statistics (T7 and 5 Damage
Points), and all have the same level of importance. You will
need a lot of them, as 15 or more buildings should be laid out
per the map at right. Make sure to leave some unobstructed
pathways and/or streets.

THE FORCES

Both armies are chosen from the Warhammer Army lists to an
agreed points total. We recommend 2,000 points a side for this
battle. Although the gaming board is crowded, larger armies
can be used., as the forces trickle into action.

DEPLOYMENT

Due to the erratic nature of an urban fight, troops from both
sides stagger into the battle from other areas of the city. This
nonstandard deployment goes as follows.

1. First the Attacking player places up to four units (not war
machines) in his Deployment Zone.

2. Next, the Defending player places any four units anywhere
on the table that is not in the Attacker Deployment Zone, not
within 8" of an enemy unit, and not in line of sight of an
enemy unit.

The game then begins. At the start of each player’s turn, he
may bring on a single unit of troops. The Attacker’s models
must come in along any board edge in his Deployment Zone,
and the Defender’s models may come from any board edge
that is NOT in the Attacker Deployment Zone. Units entering
from the table edges may march, cast magic. or fire missile

Setterge Beastnen storm through the narrow streets of an Empire cit).

TV P

ATTACKER DEPLOYMENT ZONE

weapons, but they may not charge an enemy unit on the turn they
are brought onto the table. It is possible that 4 unit may enter the
board right up against a building. Such a unit may either adopt a
Skirmish formation (per the Entering a Building rules on pp. 129 &
130 of the Warhammer rulebook) and go inside the structure or
charge the building and attack it. Buildings are the only exception to
the rule stating that a unit may not charge on the turn it enters.

If a player forgets to bring additional troops onto the board or
simply runs out of turns in which to do so (at one unit a
turn), the models are assumed to be rampaging or defending
some other part of the city, and the troops will take no part in
the game. Thus, make sure you plan ahead when selecting
your troops!

WHO HAS THE 1ST TURN?

The Attackers go first.

SPECIAL RULES

The scenario is played with the standard Warhammer rules,
buildings rules (see p. 129 of the Warhammer rulebook),
Burning & Destruction, and Quenching the Flames (see pp.
166-167 of this book). Buildings that are destroyed may be
moved across (at half speed, of course) and are treated as
Difficult Terrain EXCEPT that troops may march over them so
long as normal rules would allow (e.g., no enemy roops
within 8" and no maneuvers). No rules for special
deployment, such as those [or Scouts or Underground
Advance, may be used. All Attacking units are equipped with
torches. Missile-armed units and war machines have flaming
missiles for this game.

HOW LONG DOES THE SCENARIO LAST?

Unless one side capitulates or is wiped out, the scenario will
last for 8 urns.

DETERMINING VICTORY

Use the Victory Points rules on p. 198 to determine the
winner with the following additions and modifications.

*# Board quarters are worth double (200 points each).

# Attackers Only. Each building that has been destroyed by the
Artackers or is on fire at the end of the game adds 200 to the
Attacker Victory Point total.

# Defenders Only. Each enemy unit destroyed is worth an
additional 50% of its points (multiply the points by 1.5). This
bonus applies only to destroyed or fleeing enemy units.
Slaying the enemy General, capturing enemy standards,
controlling table quarters, reducing enemy units to 50% or
less of their original size earns, and the like earns Victory
Points as normal (that is, with no additional bonuses).
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This scenario details a full-blown city sacking that takes place just as the Attacking army has burst through and

made a few inroads past the sporadically defended city walls. The Defenders must make a desperate attempt to save the
key points in the city before their numbers and morale collapse in flame and ruin. The Attacking general must swiftly
destroy the strategic heart of the city, but his troops are rapidly becoming more and more out of control.

OBJECTIVES

The Attacking player’s objective is to destroy or set fire to
as much of the city as possible, particularly the key
buildings that the Defenders are using to gather and rally
their defense. In order to save the city from destruction,
the Defenders must try to eliminate the Artacker.

THE BATTLEFIELD

The battlefield is made up of a formidable city wall with
several gaping holes (at least 4" wide) behind which are
streets and lanes that are packed with various buildings. All
the buildings have the same startistics (T7 and 5 Damage
Points). The Defender will also nominate some buildings to
represent key points (see Special Rules below).

THE FORCES

Both armies are chosen [rom the Warhammer Army lists to
agreed points totals. The Artacker may select 2,500 points
of troops, and the Defender may have 2,000 bur will get
additional reinforcements as long as their special buildings
are in play.

DEPLOYMENT

Due to the erratic nature of an urban fight, troops from
both sides stagger into the battle from other areas of the
city. This nonstandard deployment goes as follows.

1. First, the Artacking player places up to three units (not
war machines) either on the city walls or in the gaps
between the walls.

2. Next, the Defender places any five units anywhere on the
table but not within 18" of the Attacker. No Defending
models may use special set up rules.

3. Up to one unit of Attacking Scoufs may then be set up
per the normal rules.

The game then begins. At the start of each player’s turn, he
may bring in additional troops so long as he has troops
remaining on his army list. The Amacker may bring up to
two units a turn and measure their movement starting
from the board edge with the city wall. The Defender may
bring in one unit at the start of his turn, and these units
must enter from the eastern board edge. Units entering in
from the table edges may march, cast magic, or fire missile
weapons, but they may not charge an enemy unit on the
turn they are brought onto the table.

WHO HAS THE 1ST TURN?
The Attackers go first.

SPECIAL RULES

The scenario is played with the standard Warhammer rules,
buildings rules (see p. 129 of the Warhammer rulebook),
Burning & Destruction, and Quenching the Flames (see pp.
166-167 of this book). Buildings that are on fire need to be
clearly marked, while buildings that are destroyved may be
moved across (at half speed, of course) and are treated as
Difficult Terrain EXCEPT that troops may march over them
50 long as normal rules would allow (e.g., no enemy
troops within 8" and no maneuvers).

Only the Artacker may take advantage of the special
deployment rules for Scouts but only for a single unit. No
other special deployment rules may be used. All Attacking
units are equipped with torches. Missile-armed units and
war machines have flaming missiles for this game.

The Defender may use the City Battles Key Buildings list on

p. 174 to select two Military Key Buildings and three Rally
Point Key Buildings. These buildings must be nominated once
the battlefield is set up. Key Buildings may NOT be within 12"
of each other.

HOW LONG DOES THE SCENARIO LAST?

Unless one side capitulates or is wiped out, the scenario will
last for 10 turns.

DETERMINING VICTORY

Use the Victory Points rules on p. 198 to determine the
winner with the l[ollowing additions and modifications.

* Board quarters are worth double (200 points each).

* Attackers Only. Each building that has been destroyed by
the Auackers or is on fire at the end of the game adds 200 to
the Attacker Victory Point total. Any of the Key Buildings are
worth an extra 100 points (for a total of 300 each).

# Defenders Only. Each enemy unit destroyed is worth an
additional 50% of its points (multiply the points by 1.5). This
bonus applies only to destroyed or fleeing enemy units.
Slaying the enemy General, capturing enemy standards,
controlling table quarters, reducing enemy units to 50% or
less of their original size earns, and the like earns Victory
Points as normal (that is, with no additional bonuses).

In addition, Key Buildings that survive the game and are not
on fire at the end of the game earn the Defender an additional
100 Victory Points each.

= 73/)-



In a city sacking battle, certain buildings represent points
of tactical importance. These locations add impetus and
strategy to the Attacking player’s plan —as he must decide
where to commit troops and which areas to raze first —
and also add plenty of flavor as the Defenders cling
desperately to key points. After all, if the city is raging in
flames and armed enemies are all around you, would you
want to save the pastry bakery or the armory first?

The Bursting Through the City Walls scenario requires the
Defender to pick a number of Key Military Buildings and
Key Rallying Points, but you may well want to create your
own scenarios and add some Key Buildings specifically to
match your own games, armies, and terrain collections.

KEY MILITARY BUILDINGS

Stables

This building is where domesticated riding beasts are kept
and sheltered. Tt is often full of stalls, foodstuffs (ranging
from hay for horses to the odd slave or Snotling for Cold
Ones or Boars, respectively).

Every 3 turns, the Defender may generate up to 200
points of new cavalry models (i.e., models not on his
starting army list) at this location.

Barracks

Barracks provide space for local troops to sleep. mess,
and gather.

Every 3 turns, the Defender may generate up to 200
points of new Core infantry models (i.c.. models not on
his starting army list) at this location.

City Watch Building

This building is where the night watch guards are
quartered. They are invariably not as well equipped as
regular infantry but still useful in a pinch. This building

is a great gathering spot for the city’s local militia.

Every turn, the Defender may generate up to 100

points of new Core infantry (i.c., models not on his
starting army list). No unit upgrades are allowed for
these infantry models.

The Keep

Cities that have a Keep use it to house the elite guard
and/or war machines of the army.

Every 3 turns, the Defender may generate up to 200
points of new Special choices (i.e., m wdels not on his
starting army list).

Warehouse

A Warchouse is no more than a place where goods are
stored and could be a separate building or merely a
stockpile in transit on the docks.

The Defending player may use the various contents of the
Warchouse to bribe mercenaries to fight for their side.
Every 4 turns, the Defender may generate a single unit of
up to 200 points of Dogs of War (or if you'd rather not or
aren't allowed to take Dogs of War, take a 100-point unit
of any troops from your army instead). These troops are
“new.” i.e., models not on the starting Defender army list.

KEY RALLYING POINTS

Tavern or Pub

Although there are many variants throughout the
Warhammer world, drinking halls are places for gathering
and imbibing strong spirits — be they Dwarfen Ale, the
mead of the Norsemen, or the psychotropic black wines
of the Dark Elves.

All Defending units within 6" of the Pub are immune to
Fanic, Fear, and Terror.

— CITY BATTLES KEY BUILDINGS ———

P USING THIS LIST

Armory
Here a great hoard of weapons and armor is kept to arm
the soldiers and militia in times of need. This stockpile may
be broken into and used to equip or upgrade your troops.
Any unit (Defending or Attacking) that spends a full urn
within 3" of the building not doing anything (e.g., moving,
shooting, fighting, casting spells) may add 1o their
equipment by taking one item from the Arms or Armor list.
Arms. Additional hand weapons, spears, halberds, or

great weapons.

Armor. Shields or light armor. One unit may take heavy
armor (but then the supplies run out).

Note that you may equip troops with items from this list
even if the troop type isn’t normally allowed to be
equipped as such.

Temple

Every Warhammer race has some sort of temple or
shrine in which the people can make offerings, seck
blessings. and participate in rituals. Many troops find
such buildings reassuring in times of war.

Any fleeing Defending units automatically pass their
rally test (as long as they are eligible o make one) if
they pass within 6" of the structure. Also, any Defending
wounded character or multi-Wound creature that
spends an entire unoccupied turn (no moving, magic,
shooting, or fighting) within 6" of the temple will heal a
single Wound on a die roll of 4+

Monument

A Monument could be a statue of a famous hero or an
inspirational work of art.

The reminder of national pride fills nearby Defending
troops with a robust morale. ‘Treat the monument as an
Army Battle Standard with the same 12" range.

Comfort Station

A comfort station can take many forms and may be a
kindly civilian's home where the inhabitants cheer the
soldiers and boost their morale, an aid station where
wounded soldiers have their wounds dressed, or even a
house of ill-repute where the mere presence of lovely
creatures inspires the troops.

A Defending unit within 6" of this building that spends
an entire unoccupied turn may either regroup and
reform back to its original number (but not over) or add
a +1 on all its to hit rolls as long as the unit remains
within 6" of the building, The player must declare
which option he will take at the end of the unit’s
unoccupied turn.

Town Center

Although this feature may take many forms, from a
Clock Tower to a fountain of special significance, the
town center is clearly known to the populace as a
fantastic meeting point.

Any unit that spends a full unoccupied turmn within 6" of
the Town Center may attempt to increase the unit's size
ONCE PER GAME. Roll a D6 and consult the chart
below to determine how many additional models, if any.
join the ranks. The controlling player must have maodels
on hand to represent the additional troops.
1 None. Bad Luck
2-3 A Single Model
4-5 DO New Models
6 25% More Troops
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BUILDING TIPS 6 EXAMPLES

You can't sack the city if you don't have any buildings. While it is possible to use blocks or stacked books to

represent buildings, it simply doesn't Jook as cool. Here are some quick tips on creating your own buildings as well as

some examples of how we built some of our Key Military and Rallying Points.

Most of outr buildings weve made from foanicore,
betlser wood, and thin cardboard. Other tools and
menterials wsed included o bot plve gon, masking
tape, a hobby kaife, white glue, scissors, a tape
meastire, and a 0y square.
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Litde extras make all ihe difference in any hipe of

building. Heve we bave an assovtment of add-ons
including some meted windows, pillars and doors
(fromm the Arcane Architectire Line) as well as plastic
Mowethein breileling spriwes

A foeemcore frame bas been cut ont el assembled
pedth measkeiogg tepe. I vond core woowleing on o brileding
o the siunimier side of towen, don't worry oo mich
e streight angles! Onice you're bappy with the
freime, glie the edges, aned vone're ready for deteails

Attention

o detail will
methe vour
ciny come
o life. Right,
a working
clock on the
clock tower,
Below and
Belate right,
details af
the Temple.

Details! Here we bave a half-ffnished structiore so
vou can see whal we arve doing. Balsa wood is
used for support beaoms and stris, and the
window frames are taken from Mordbein
Budldings. Thin cavdboard (from a cereal box) is
tiseed to make the roof shingles

i i A T

A Stable {5 a great addition to your city, especially
if the city's army nses a lot of cavalry

A momement is not just a Key Rallving Pofnt but
also e nice tervain feature in its own right.

The Ked Wolf o is a bot spot. We recommend the
kidnev pies and a pint of the Emperor's Ale.
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Excin:d by the prospects
of hosting our own city :

sacking campaign, the US

| Hobby Team built this fantastic
oo QHOWCAS
dirty in the streets. To top it all off,

each building can be replaced by a A CITY WORTH SACKING!

ruined version when it is razed to

the ground.

Here is a shot of a city-sacking game i dction. The.Ores &
Goblins bave taken the walls and. are rapidly advancing.
intothe.city proper. Already many of the buildings are in
ruins as valiant Empire troops rush into the fréy.

The pietire at the right
shows a detail of the city
square, o central area of
interest will add that
extra level of personality
and realism o yotir city.

Tihis table gets verpcrowded,
and it is a challenge to
maneuver models arowid.
Most of the city sacking
scenarios thal we've played
allow troops from both sides to
“trichle” nto the fioht from the
board edges. This often means
that each side oftén bas no
more than three or four wnits
om the hoard at ar) oe fime




ur 90° templates that you can photocopy (or cut out if you're mad!) for you and your gaming group to
ing boat turns properly. We suggest mounting your templates on card to make them a bit sturdier. You
nd the above templates at the Games Workshop web site where you can download and print out all the

1l need.

Games Workshop grants permission to photocopy this template far personal use.



“THE GENERALS
COMPENDIUM

'Iihe General’s Compendium is all about
different ways to play Warhammer, the
game of fantasy battles. Here is a rundown
of just some of what is lurking inside this

L =3 e M mighty tome.
— : Pl ——_—_— t‘:zr; : Campaigns. All kinds of campaigns — from simple linked
BTl L RO\ N = games, to map-based campaigns, to Games Mastered
campaigns that allow a maniacal level of detail and freedom.
This book includes a poster-sized map of the Border Princes
SO your gaming group can start campaigning straight away.
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Battlefields. From the Hostile Terrain chapter, which
details many harsh environments and deadly scenarios to try, |
to rules for conducting raids and city battles.

Gaming Variants. New scenarios for allies and

multi-player games, Deathmatch challenges, and
even rules for using boats on the rivers and high seas
of the Warhammer world.

T e
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Of course, this all-new material is accompanied by

hobby tips, terrain-building advice, and step-by-step
guides. So if you're a Warhammer warlord who
quests for new lands to conquer and a host of new
gaming and hobby challenges, The General’s

Compendium is your road map to better battles.

WWW. games-workshop com THE GAME OF FANTASY BATTLES

You will need a copy of Warhammer to use the
contents of this book,
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