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NP:   Bill, Jim, Tim, Aaron

Ryan and Karl and Bruce - Siege of the Border Fort

Mike and Ed - Dragon's Hoarde

Chris and David - Raise the Fallen Hero

Chris and Ed - Power Source

Bruce and Ryan - Treachery at Snarg's Fort 

Ed and David and Mike - Helm's Deep

Chris and Dan - Dragon's Hoard 2 

David and Chris - Battle for Wilwarin's Cabin

Mike and Ryan - Cutting of Ravenswood

Tim and Ed - Helm's Deep 2

Dan and  Bruce - Storming of Gargoyle Ridge

Mike and David - Crowning of the Tomb King

Ryan and Chris - Ringing of Mons Tuns

Bruce and Karl - Retreat Across the Valiant River (no play)

Ed and Dan - Demons at the Gate

Ryan and Mike - The Relief of Greyheath

Chris, David, Tim - Battle of the Three Rivers

Mike and Chris - The Scouring of The Grim Woods

Bruce, Ryan and David - Battle of Greenvale

Warmaster Scenarios

	Issue
	Scenario
	Our Version

	1
	Raid at the Oracle
	Mons Tuns

	2
	Battle for Lonely Cabin
	Wilwarin's Cabin

	3
	Retreat Across the River Mekan
	Valiant River

	4
	Battle of Monfort
	Demons at the Gate

	4
	Battle of Nordland Coast
	Complex

	5
	Revenge is a Dish Best Served Cold
	Complex

	6
	Dark Shadows: Beast in the Bog
	

	6
	Dark Shadows:  Standing Stones
	Crowning Tomb King

	6
	Dark Shadows:  Fog of War
	Complex

	6
	Battle of Bockenhof
	Complex

	7
	Battle of Tinkiwinki
	

	7
	Relief of Nienna
	Blackmoor Harbor

	8
	Battle of Hell Pass
	

	9
	Siege:  Race for the Watch Tower
	Complex

	9
	Siege:  A Ride for Help
	Complex

	9
	Siege:  Siege of Bracken Keep
	Complex

	10
	Alandir
	Complex

	10
	Battle of Schron Grabbern
	

	11
	Slave Raid
	

	11
	Battle of Mittlenberg
	Greenvale

	11
	Siege of Braken Keep
	Complex

	12
	Legends: Gates of Kislev
	Complex

	13
	Scouring of the Darkfang Woods
	Grim Woods

	14
	Legends:  Hel Fenn
	Complex

	15
	Legends:  Finuval Plain
	

	16
	Drong:  Grudge Pass
	

	16
	Drong:  Ambush
	

	16
	Drong:  Brewery Bash
	

	16
	Drong:  Krag Bryn
	

	16
	Legends:  East Gate
	Complex

	
	
	

	
	
	Ravenswood

	
	
	Gargoyle Ridge

	
	
	Three Rivers

	
	
	Dragon's Hoard 1 & 2

	
	
	Snarg's Fort

	
	
	Helm's Deep 1 & 2


Dragon’s Hoard

Chatharix the Green Dragon has been raiding the dwarvish countryside .  His lair has been located.  The  location was sold to other nations by spies.  The dwarvish king sends an army to destroy the dragon, but upon arriving finds another army has the same idea. If the armies can defeat each other and kill the dragon, then the winner can plunder his hoard plunder his hoard.

Setup:

Each side has 2000 points and sets up 25 cm onto the board.

Terrain:

The dragon’s lair is set in the center of the board, and each side then places 2 extra pieces of terrain.

Game:  8 turns or closing time.

Chatharix the Green Dragon

Attacks: 12/6 (breath), Hits: 10, Save: 3+ Movement: 100cm flyer.  May be ordered by a General at any range. Breath weapon: range 20 cm, 6 attacks, -1 to save (i.e.,  a 4+ save becomes 5+)  the dragon does not need to be attach to another unit to use his breath weapon.  Can be badly wounded, if it take 5 or more hits in a combat.  However, it has the ability to heal itself once, and will do so, back to full stats.  

Special rules:  At the beginning of each turn, the players role a d6 the higher roll controls the dragon during his command phase.  Only the general may give the dragon orders.  He can be any range away to order the dragon, and suffers only a –2 penalty on the first order, -3 on the second order, and –4 on the third order. The dragon is really tough and has the ability to heal itself once.  It is wounded to: Attacks:6/3 Hits:5 Save: 3+ Movement 50 cm walking, after it takes 5 hits or more, a second time.

If one army breaks, the broken army continues to control Catharix, until the dragon dies or the other army breaks.

The winner of the battle may roll on the following table if Catharix is dead.

1. Receive 6 free dispel scrolls.  To be used in future battles as you wish.

2. Power Stone:  one use! May cast a spell with out rolling to cast, and it cannot be dispelled, or the stone can also be used to absorb the magic power on the battlefield for a turn.  No magic may be cast in your turn or the opponents next turn.  Must be used in the beginning of your shooting/magic phase.

3. Vorpal Sword: 2d6 attacks are added to combat attack roll when a character joins a battle.  200 pt artifact may only be used in battle of 2000pt or higher.

4. Tome of Fear:  A wizard character with the tome of fear causes terror, and has access to Tomb Kings Spell List as well as their normal spell list.  A Lich Priest may cast his spells at –1 difficulty with this tome.  A Dwarf who gets this book can now have a spell casting Ruin Priest.  200 pt artifact may only be used in battle of 2000pt or higher.

5. Tome of Chaos:  A wizard character with the tome of fear causes terror, and has access to Chaos Spell List as well as their normal spell list.  A Chaos Sorceror may cast his spells at –1 difficulty with this tome. A Dwarf who gets this book can now have a spell casting Ruin Priest.  200 pt artifact may only be used in battle of 2000pt or higher.

6. Staff of Devastation:  A wizard character may use item instead of casting. Causes d6 shooting attacks at 20 cm range, no save, if none of the attacks hit the staff is useless for the rest of the game.  100 pt item.

Raise The Fallen Heroes

Setup:

Players have a 2000pt army list or agree upon a set amount of points.

Players deploy 15 cm onto the board.

Terrain:

A graveyard or tomb is set up in the center of the board.

Each player chooses two pieces of  terrain and places them on the board.

Special effects of the Tomb.

A player may move a hero onto the tomb and make a command role.  If the roll succeeds consult the appropriate table for the hero type.  If the roll fails the hero was killed by the undead guardians within the tomb.   Note the tomb can be searched multiple times, but a result can only be rolled once, if a result is rerolled the hero finds nothing, and would have to make another command roll, in his next shooting/magic phase, to search again.  An artifact has only one copy and there can only be used by one army in the campaign.  To use a artifact outside of this battle the army that possesses it must pay the point caust.

Wizard:

1. Finds:  Tome Of Magic:  All spells cast by the wizard are at –1 difficulty for the entire game.  100pt Artifact.

2. Finds:  Liches Hand:  The bearer of the hand causes terror, and may cast the spell Raise Dead.  A lich priest or necromancer using the hand, may cast the Raise Dead spell at –1 difficulty. 150pt artifact.

3. A Lich Priest joins the army, in base contact with the tomb, he has 4 skeleton infantry and 4 skeleton archers with him.

4. A Bone Giant joins the wizard and must remain in command range of  him at all times.  If after a combat is over the bone giant is out of the wizards command range, it disintegrates. 

5. A Lich Priest, 1 Bone Giant and 2 Carrion join the wizards army and are free to move away from the wizard.

6. The wizard finds magic runes that cause a Sphinx to come to life and fight for the army.  It does not need to remain with the wizard.

Hero/General:

1. Finds: Sword of the Risen Warriors:   Once per game any destroyed unit can be brought back to life, in base contact with the hero, during the shooting/magic phase of that players turn.  The hero must remain joined with that unit for the rest of the game, i.e. cannot separate from the unit.  The unit does not count for victory points or break point, unless it is killed again.  200pt  Artifact.  If the hero is killed the artifact passes to the army that wins the battle.

2. Finds: Potion of Healing:  One use potion that heals 2 wounds on one stand. 20pt Magic item.  Maybe used only if a hero is joined with a unit, in the battle, but on any stand involved in the battle.  Maybe used before combat resolution is calculated. 

3. A unit of undead skeletons joins the hero, and must remain within his command radius at all times or they crumble to dust.  This unit does not count for victory or break point.

4. 2 units of skeleton calvary rise in the service of the hero, in base contact with the tomb.  Only the hero who awoke them can command them, but they do not need to stay within his command radius.

5. 2 units of skeleton calvary and 4 units of skeleton infantry join the hero, in base contact with the tomb.  They may only be commanded by the hero who woke them, but they do not need to stay within his command radius.

6. A zombie dragonrider joins the hero.  The zombie dragonrider has the same stats as an elf dragonrider, but also may not initiative move. 

Victory:  After 6 turns the winner is determined by points, or after one army breaks as in the rulebook.  Note units from from the tomb do not count nor add to an armies break point.

Siege of the Border Fort

Unsuccessful raids have forced the defender fall back to a strong point and regroup.

Setup: Defender may take a fort or redoubt or castle for free.  1000 pt of army and a 500pt reserve force that will arrive sometime later in the battle.  Defender set up first around the strong point up to 15 cm away from the strong point.

Attacker may take up to 3000pt of army and one free siege tower, all other siege equipment must bought from the army point amount.  Attacker may set up anywhere at least 30cm from the walls of the fort.

Terrain:  The Strong point is set up on a hill in the boards center.  The  defender then  places 4 other pieces of terrain.  

Game length: 10 turns or closing time.

Reserve:  Defender rolls a die each turn, if the roll is equal or less than the current turn the reserve troops arrive.  Reserves always show up on turn 6 if earlier rolls are missed.

The reserve enters on the board edge of the defenders choice during the command phase and may move if given successful commands.

Power Source

A magical power source has been located.

Setup:  2000 pt armies setup up to 25 cm onto the table.

Terrain:  Set a piece representing the power source in the center of the table.  Each player roll a d3 and places that many terrain pieces.

Game Length:  6+d3 turns or store closing

Special Rules

1. A wizard in base contact with the source of power, may cast his spells on a roll of 2+, and may cast twice per shooting/magic phase. Wizards who can roll twice to cast (i.e. High Elves only get one roll if using the stone).

2. If a roll of 1 comes up for casting the wizard has been sucked into the stone, and counts as killed.  

Victory Bonus:

The winner of this scenario gets a free wizard from any army list he chooses, to add to his army.  The wizard was bound into the stone, and you have freed him, he is now bound to you.  You can use this wizard at no cost in any battle, until he is killed.

Betrayal at Snarg's Fort

The Ulthan elves and Khargan empire have never been steadfast allies.  Their recent allied success at Snarg's border fort have left them in a diplomatic dilemma.  The fort was conquered, the orcs were disbanded, but who will occupy the fort now?

After heavy negotiations, it is decided that both sides will leave a small garrison.  The main armies will return to their homelands, and the diplomats will settle the question.  On the appointed day, the elves marched north from the fort towards the Ulthan capital.  The empire marched south towards Kharg. 

As both armies moved away from the hard-won border fort, their generals began to doubt the integrity of their ally.  What if they marched home while their ally turned around and sacked the fort again?  All their fighting against the orcs would be lost.  As soon as the armies were out of sight of each other, their generals ordered an about face.  Returning to the castle, the elves and empire face each other across the battlefield.  Both generals are convinced that they had been betrayed.  

Setup: The elves and empire may both choose 2 units and a hero to be placed in the fort.  These forces represent the diplomatic garrison.

The balance of  2000 point armies are deployed on the north and south edges of the board.  Both the elves and empire may choose siege equipment for their field armies. 

Remember, both garrison and siege equipment must be paid for from the 2000 points.

Terrain:  The fort is set up on a hill in the boards center.  Other terrain is setup as shown.

Game length: 10 turns or closing time.

There are no special victory conditions.  The winner by breakpoint or total points gains control of Snarg's fort.  The loser returns home.

Battle for Wilwarin's Cabin

It has been quiet in the eastern reaches of the Quatyl empire for months now.  The unnamed southern undead forces have been silent, and General Ribit's attention has been turned northward.  One day, word reaches the Slaan king that an artifact has been found in a remote woods near the mountainous Bone Pass.  The Wand of Wilwarin lies in an empty cabin in the woods.  However, a magical storm is brewing in the mountains and there are rumors of an undead horde heading towards the cabin.  The lizards begin to march.

Setup

While the armies are battling, a fierce blizzard begins.  To represent this, when firing with missile troops, a target in the open counts as defended, while a defended target counts as fortified.

Woods cover approximately 25% of the battlefield as shown in the map.  Wilwarin's cabin is located in a clearing in the center of the battlefield.

The lizardmen cannot use Terradons and the undead cannot use Carrion birds, as it is impossible to fly in a blizzard.  Zombie dragons can still be included in the army, as their great size means that the wind is merely a hindrance.

Victory Conditions

+100 points to the first army that can bring a unit of troops into contact with Wilwarin's cabin (excluding characters and flyers).  Otherwise, standard victory conditions and time limits apply.

The winner is awarded the Wand of Wilwarin artifact.

Helm's Deep

an historical recreation

Gorge winding into the Ered Nimrais below the Thrihyrne.  Helm's Deep was the defensive center of the Westfold of Rohan; it and Dunharrow were the major fortresses and refuges of the realm.  Helm's Deep was defended by Helm in TA 2758-59, and this defense gave it and everything in the area its name.  During the War of the Ring it was defended by Theoden.  The Deeping Stream flowed out of Helm's Deep, and the Aglarond was found in it.  The Deeping Wall was built across the entrance to the Deep.

Setup

The defenders (Elves and Dwarves) setup 300 points of troops each within Helm's Deep.  The remaining Elves and Dwarves arrive along the appropriate edge of the board after Turn 3 according to the chart below:

Turn 4 - Defenders arrive on a dice roll of 6

Turn 5 - Defenders arrive on a dice roll of 5 or 6

Turn 6 - Defenders arrive on a dice roll of 3, 4, 5 or 6

Turn 7 - Defenders automatically arrive

The attackers (Orcs) setup all 2000 points of troops at the far edge of the board.  In addition, the Orcs can choose three siege weapons of their choice free of charge.

The game lasts 10 turns or until the shop closes.

Victory Conditions

The Dwarves and Elves win if they can either break the Orcish army or successfully defend the Inner Keep of Helm's Deep for the entire game.

The Orcs win if they can successfully conquer the Inner Keep of Helm's Deep at any point during the game.  Note:  the Dwarves and Elves ignore breakpoint considerations in this game.

The army with the most troops (counted by the number of stands) in the Inner Keep is considered to control Helm's Deep.  Ties go to the defenders.  For example, if the Inner Keep has 4 stands of Dwarven Warriors, 1 stand of Elven Archers, and 2 stands of Elven Spearmen, then the Orc player must get 8 stands of orcish troops into the Inner Keep to meet the victory conditions.

Storming of Gargoyle Ridge

The Khargan Empire, victorious at the Border Fort, begin the long trek home carrying with them the spoils of war.  Carts laden with silver and gold have slowed the progress of Soluspax Pilum's return, testing the general's notoriously short patience.  Seeking a faster route to the Khargan homeland, the Empire turns south through enemy lands.  

The fields surrounding Gargoyle Ridge are a barren wasteland long held by the demon forces of Azreal.  The ridge itself is a long snaking ribbon of blood red granite rising from the badlands.  Any army attempting to gain passage through the area must cross Gargoyle Ridge several times.  

It is during one such crossing that Khargan forces encountered the demon spawn of Azreal.  In a mad dash up the hill, both sides seek the high ground and a strategic advantage.  The winds are howling and an unnatural storm is brewing on Gargoyle Ridge.

Setup

A ridge divides the entire battlefield roughly along its center.  The ridge counts as defended for troops who gain its summit first.  

The player who moves first is limited to giving commands only from their general on the first turn of the game.  This may allow a small force to reach the summit first, but the player who moves second has the advantage of a full complement of commanders.

The game lasts until breakpoint is reached or the shop closes.

Victory Conditions

There are no special victory conditions.  

The Cutting of Ravenswood

The Ulthan Elves, returning from a hard-fought campaign at the Border Fort, have finally reached their beloved forest.  Ah, the peace and quiet and tranquility...  Wait, there are axe marks on this tree!  And more on this one and this one, too.  Far in the distance, the elves hear the sounds of wood being chopped.  Spurring his army closer King Ulthan's scouts detect the gutteral sounds of dwarven singing.

Meanwhile, deep in the heart of the Ravenswood, Maugrim the Sloshed and his army of drunken dwarves are busy at work.  The dwarven furnaces have run low on fuel it seems, and the king has ordered his army out to protect the woodcutters as they make a foray into the forest to chop down trees for firewood.  The commanders, disdaining the job as kinderspiel (child's play) have decided to take along some beer to comfort their bruised egos.

In several small clearings of the ancient and hallowed Ravenswood forest, the dwarves and elves meet on the field of battle.  The dwarves to protect their woodcutters, the elves to protect their beloved trees.  

Setup

This map is 60% covered with trees.  

The dwarves deploy first.  In addition to their standard 2000 point army, the dwarves get one unit of woodcutters.  The dwarven woodcutters must be placed inside a forest within the deployment zone.  The woodcutters cannot attack, nor can they move until attacked, but they will defend themselves as rangers.  Once attacked, the woodcutters can attack, move, and act in all ways like rangers.

The game lasts until breakpoint is reached or the shop closes.

Victory Conditions

The elves gain +220 points for killing the woodcutters.  NOTE:  The woodcutters do not count towards the dwarven breakpoint

The Ringing of Mons Tuns

The Ulthan Elves, having broken the dwarves led by Maugrim the Sloshed, decided it was time to press their advantage and raid deep into the Broken Hills, borderlands of the Dwarves .  If the dwarves dared to cut their trees, the elves could disrupt their infernal digging!  The elven general moved quickly to strike at the Mines of the Silverlode, a rich vein of ore that was the source of much dwarven wealth.  But the mines are easily defended, and a quick raid is needed to silence a massive metal warning bell, Mons Tuns, erected by the dwarves to warn of impending attack.  To make matters worse, the dwarves have quickly regrouped under a new commander, Dugald Axeworthy, a noted general of many campaigns in far off lands.   

Setup

The game is fought along the full length of the table with opposing armies deployed at either end.  The dwarves (defenders) deploy first within 40 cm of one edge, while the elves (attackers) deploy afterwards within 20 cm of the other edge.  The elves take the first turn.

The attackers are trying to breach the defenders lines.  Any attacking unit that leaves the board via the defenders board edge is assumed to have reached Mons Tuns and destroyed it.

Victory Conditions

The elves win automatically if one of their troop units of two or more stands reaches Mons Tuns before the end of turn four (excluding flying units).

Otherwise, the game lasts until breakpoint is reached or the shop closes.

The elves gain +100 points for each unit of two or more stands that reaches Mons Tuns by game's end.  Flying units do not count.

Retreat Across the Valiant River

The army of the Khargan Empire is bone-weary tired.  Two protracted sieges at Snarg's Fort first against the orcs and then against their supposed allies, the elves, had loaded them down with silver and gold.  But their caravans were lost at Gargoyle Ridge to a surprise force of the Demon Prince Azreal.  Now Soluspax Pilum simply seeks the comfort of a feather bed and the civilized taste of a well-aged whisky.

Skirting the orcish homelands, the Khargan leader could hear the bubbling of the Valiant River, the border of his homeland.  Lost in thought, the general was surprised by the sudden approach of his eastward scout, galloping at full speed.  "Sire, you're not going to believe our bad luck.  There's an army of stinking orcs heading right for us at full speed!  They know we are here, and they have started their infernal war charge."

"Wisdom is the better part of valor," Pilum muttered.  "Men form up.  The orcs are coming.  We are going to make an orderly retreat across the Valiant River.  Once more into the breech."

Setup

The game is fought along the full length of the table.  The Orcs deploy first, within 20 cm of the table edge furthest from the river.  The Empire deploys second between 20 cm and 40 cm from the same table edge.  The Empire moves first.

The Valiant River is impassible, and the only way to get across it is the bridge.  The battlefield is a grassy plain with one small forest.

Because they are retreating, the Empire does not fall back due to missile fire.

Victory Conditions
The game ends when an Orcish unit of two or more stands crosses the bridge (not including flyers) or the shop closes.

The Orc player scores points for all Empire troops killed plus any Empire troops remaining on the "lost" side of the river.  The Empire player scores points for all Orc troops killed plus any Empire troops on the "saved" side of the river.

The Crowning of the Tomb King

At Wilwarin's Cabin, the tomb king Grim found defeat and a final repose.  Of his liche priests, the one called Shallowgrave stepped forward to lead the Undead hordes to glorious victories yet unfought.  But first, the matter of Shallowgrave's coronation must be resolved.  What dark powers are held in the ancient Standing Stones of Martok is unclear.  It is clear that the site is an ancient seat of power and magic.  A crowning place of the Tomb Kings of the Grey Mountains for many centuries.  And so, compelled by that primal calling, Shallowgrave's army began the march towards the Standing Stones of Martok.

General Ribit, sitting on top of his massive palanquin, stared over the field of battle, the Wand of Wilwarin all but forgotten in his claws.  Surely his eyes deceived him.  The skeletons, thousands of them, freshly slain were rising from the battlefield.  Slowly, they rambled and slunk across the field of battle towards a liche priest with a tattered black cloak.  "My sssservants, my warriorssss.  It sssseems that our enemy movessss to regroup.  We will follow them to the ancient Sssstanding Sssstones and there ssssslay them at their temple.  Thissss will end their godlesssss exissstence forever!"

It was at the Standing Stones of Martok, that a second battle between the Lizards of Quatyl and the Undead of the Grey Mountains begins.

Setup

The Standing Stones lie in a circle upon the brow of long ridge.  The circle is 25 cm in diameter and its center should be marked with an altar stone.  The Standing Stones of Martok have two powers.

First, no spell can be cast at a unit that is completely within the Standing Stones.  No missile type spell or any spell that requires a direct line of sight can be cast throught the Standing Stones.  The circle acts like a barrier with all magical power directed into it being absorbed.

Second, a wizard who is within the circle can cast spell out of it at any target that is completely outside the Standing Stones.  When a wizard casts a spell from with the circle, the spell has double its normal range and the wizard gains a +1 to its casting.  In this way, the circle acts as a magical magnifier for spells directed out of its confines.

Victory Conditions
The game ends when one side breaks or the shop closes.

Demons at the Gate

The demon spawn of Azreal, driven into a blood frenzy by their victory and subsequent feast on Gargoyle Ridge, swept down into the ancient hardwood forests of Southron.  Their target was the High Elven Keep at Yale Defile.  Long had the demons feared its shear cliffs and impenetrable walls.  Now, however, they carried with them two Empire cannon units, captured from their enemies.  Long had they lusted after the sweet taste of the elves that lived there.  Now, a second feast was coming!

The stalwart High Elven fortress prepares for the massive assault from the Chaos forces of Azreal.  Although its sturdy walls have never fallen to the enemies over the centuries, the elven commander is aware that there is always a first time for everything.  Two fortified houses and an ancient wall are all that separate civilization from chaos!

Setup
The game is played along the length of the table.  The map is bordered by mountains on both the long edges and the walls of the castle on one of the short edges.  

Two fortified houses sit near the center of the board.  Units inside the houses count as being fortified while in this position and may leave the houses freely in any direction.  While the High Elves control the houses at the beginning of the scenario, they may be occupied by either force.

The High Elves deploy first within 20 cm of the walls fo the castle.  They may deploy up to two units of missile troops in the houses (one in each house).  

The Chaos forces deploy with in 20 cm of the far end of the battlefield.  In addition to their standard 2000 point army, the Chaos player gets two free Empire cannon units.  Chaos moves first.

Victory Conditions
The High Elves win if they can either break the Chaos army or successfully defend the Keep walls for the entire game.

Chaos wins if they can either break the High Elf army or successfully conquer the Keep walls.

The army with the most troops (counted by the number of stands) inside the walls is considered to control the Keep.  Ties go to the defenders.  

The Relief of Blackmoor Harbor

Beaten back by the High Elves at Yale Defile, the Demon Princes of Losh are in a particularly nasty disposition.  They board their dreaded Deathgalleys to let the Chaos winds take them where they may.  It is either a cruel twist of fate or just random irony that the Deathgalleys find themselves in the northern waters of the other High Elven nation, the Ulthan.  Killing fishermen?  Why not?  With his usual zeal for destruction, Azreal orders his troops ashore for a simple raid on an elven fishing hamlet.

And so it happened, as entropic fate would have it that King Ulthan is visiting the village of Greyheath a mere stones throw away from Blackmoor Harbor.  Soon, elven scouts report to the king that Deathgalleys are unloading their troops onto the shore.  King Ulthan straps on his armor.  "No rest for the weary," he mutters.  "First dwarves cutting down trees, now Demon Princes killing fishermen.  What next?"  The alarm has been sounded and reinforcements are marching as fast as possible.  Will they arrive in time?

Setup

The High Elves of Ulthan are the defenders.  The Demon Princes of Losh are the attackers.

The High Elves may select an army of 2,000 points with the following restrictions:

1.  The elves have three groups:  a main force and two relief forces.

2.  Each relief force must be at least 500 points and contain at least one character.

3.  The main force may not have than one of each of the following:  Silver Helms, Chariots, Giant Eagles or Dragon Riders.

The Demon Princes may select an army of 2,000 points with the following restrictions:

1.  The army may not have any chariots as you have just landed and these are still in the hold of your Deathgalleys.

First, the High Elf player deploys his main force anywhere between the road and his side of the board no more than 30 cm onto the table.

The Chaos player then deploys along their side of the board no more than 20 cm onto the table.  The sea will limit thier setup to half the table edge.

Chaos moves first.

At the beginning of the second High Elf turn, roll a d6 for each relief force.  On a roll of 5+, the force arrives on the battlefield.  If the force does not arrive on turn 2, add one to the die roll for each turn thereafter.  So a force arrives on a 4+ in turn 3, 3+ in turn 4, etc.

When the first force arrives, roll another d6.  On a roll of 1-3, the force arrives at point A.  On a roll of 4-6, the force arrives at point B.  When the second force arrives, it will be at the opposite point than the arrival point of the first force.

The relief force must be placed at the edge of the table, within 20 cm of the road, and not within 30 cm of the enemy.  If the Chaos player's forces do not allow this deployment.  The High Elves may deploy along the table's edge at the closest point outside of 30cm from the enemy.

Chaos moves first.


Victory Conditions

Chaos 

+500 points
If Greyheath contains at least one unit of Chaos infantry and no High Elf infantry units.

+500 points
If Blackmoor Harbor contains at least one unit of Chaos infantry and no High Elf infantry units.

High Elves

+500 points
If Greyheath contains at least one unit of High Elf infantry or is completely unoccupied.

+500 points 
If Blackmoor Harbor contains at least one unit of High Elf infantry or is completely unoccupied.

Note:  Units of one stand do not count.

Battle of the Three Rivers

There is no love lost between Dugald Axeworthy's dwarves, Shallowgrave's Undead, and Ribit's Lizardmen.  

Now, the Dwarves, it seems, have an axe to grind with the Undead for recent raids on their outlying homesteads.  To their defense, the Undead were in need of new troops after extended battles with the Demon Princes.  The Undead have a bone to pick with the Lizardmen who absolutely spoiled Shallowgrave's coronation at Martok's Stones.  And let's not forget the Lizardmen who have seen the unruly dwarves logging in their precious forest after having been ousted from Ravenswood by the Ulthan Elves.

So what happens when the three happen to meet around the shores of Lake Tanglewood at the confluence of the Three Rivers?  Mayhem would be the polite term.  What will happen in this twisted game of rock-scissors-paper?

Setup

Forces are deployed in the appropriate zones within 20 cm of the table edge.  High dice roll decides which player deploys first.  Deployment then proceeds in a clockwise manner.  Another high dice roll decides which player moves first.

The Three Rivers are impassable except at the bridges.  Units driven back into the rivers or lake are destroyed.  Each bridge is 8 cm wide, and the lake must be at least 30 cm in diameter.  The forests spread down to the lake's edge so that units are not allowed to move between the forest and the lake without passing through the forest.

Victory Conditions

Dwarves

+100 points
For each Dwarven unit in Undead territory.

- 100 points 
For each Lizardman unit in their home territory.

Undead

+100 points
For each Undead unit in Lizardman territory.

- 100 points 
For each Dwarven unit in their home territory.

Lizardmen

+100 points
For each Lizardman unit in Dwarven territory.

- 100 points 
For each Undead unit in their home territory.

Note:  Flying units and units of one stand do not count.

The Scouring of the Grim Woods

The reign of Shallowgrave has been a difficult one.  First, his coronation at the Standing Stones of Martok had been disrupted by the nasty lizards.  Then, seeking solace in an easy victory, he led an unsuccessful raid on Blackmoor Harbor, turned away by a vacationing High Elf army nearby.  The time had come to commune with the ancient Lords of the Dead in the Grim Woods and raise a new army from the barrows scattered amongst the gnarled ancient trees.  Slowly, the army set off towards the woods and one of their most unholy shrines, the Obelisk of Bones.

Deep in the dwarven halls, Rune General Dugald Axeworthy stewed.  Although his defense against the lizards at Three Rivers went better than expected, his losses against the Kislev war wagons were staggering.  His army was tired from several large campaign battles without relief.  Right now, his men were quietly drinking beer in the great feasting hall.  The normal sounds of raucous laughter had been replaced by the sounds of silence.  The general looked up as a page hurried into the room bearing a message from the mayor of the small mining village of Gemton.

Dwarven miners and travellers had been disappearing off the road near the ruins of the Obelisk of Bones, strange sitings of the undead walking through the woods....  "Gods," Dugald thought, "the Undead have risen from that accursed tomb again.  Summon the army, we march tonight!"

Setup
The game is played along the length of the table.  The Obelisk of Bones is placed near the Undead deployment zone as shown.  There is a good amount of wooded terrain.

The Dwarven army sets up first within 20 cm of the edge.  The Undead player then sets up within 20 cm of the edge.  Finally, the Undead player may place four barrows on the table, at least 30 cm from each other, and 30 cm from the Dwarven deployment zone.

Each barrow can be used to once by the Undead to cast Raise Dead on, rather than casting it into combat, assuming he has a Liche Priest in range.  Each barrow can only be used in this way once, regardless of whether the spell succeeded or not.

The Dwarves move first.

Victory Conditions
The Dwarves win the game if they have a unit nearer to the Obelisk than any Undead units at the end of any turn.  

Otherwise, the Undead receive a 500 point bonus for defending the Obelisk.

Note:  Flying units and units of one stand do not count.

The Battle of the Greenvale

The Khargan General Soluspax Pilum is well rested after a long-deserved break from the grueling campaign season.  The Storming of Gargoyle Ridge remains a dim memory after several months of soaking up the warm sand and sunny beaches of the southern coast of Middengard.  His mood is almost cheerful as a messenger brings word that the High Elves seek a audience.  "Perhaps, they wish to celebrate the Feast of St. Sinclair with us," he muses.

A travel-weary Elven Ambassador stands stoically before the Khargan leader.  Having heard several stories about the fishing off the coast, the Ulthan emissary wonders if he has made a mistake coming to the Empire for aid.  Finally, he is allowed to speak.  "My lord, the High Elves have been battling constantly for months with our neighbors.  We have victories at Grey Heath, Mons Tuns, and Ravenswood.  But, we now face the full fury of the Slaan Mage and an army of lizards who outnumber us 2 to 1.  Will you lend aid?  The times are desparate for the Elven people."

After several more glasses of wine and another story about a fetching sea nymph who the Khargan General glimpsed at sunset one night, the pact was sealed.  The Khargans would meet the High Elves at the village of Greenvale.

Nobody noticed the insignificant page slip from the meeting hall.  Nobody noticed as he slunk to the stables, mounted a fast courser and headed into the hills for a secret rendevous with the lizard scouts who awaited him.

Neither the grim Elves nor the giddy Empire realized that they would not only be meeting each other at Greenvale.  The full force of Quatyl army would meet them there as well.  In one fell swoop, the Slaan Mage would crush both the Elves and the Humans.  It would be a glorious day for lizardkind.

Setup

The major battlefield features are two roads going across the table with the town at the crossroads.  

Before the battle starts, all players need to determine their order of march on a piece of paper.  The order of march must be laid out in single file with one unit behind the next (characters are not inclueded).  The first three units must include at least one cavalry unit (if any are available) and cannot include any artillery or war machines.  When additional units are added to the battle, players will work their way down the list until all troops have been deployed.

A dice roll determines who deploys first, with the highest dice choosing the order of deployment.  Another dice roll determines who moves first, again with the highest dice choosing the order of movement.

Each player may deploy his General and d6 units within 20 cm of his table edge.  At the beginning of his movement phase (starting with turn 2), players will receive an aditional d6 units plus a character.  Reinforcing units are placed at the appropriate table edge and may move as normal once deployed.

Victory Conditions
There are no special victory conditions.

