Desolation of the Green Dragon

To say that the sixteen kingdoms of the Realm are diverse is an understatement.  From the noble knights of Bretonnia and the honorable High Elves to the souless swamps of the Tomb Kings and the madness that is Chaos, peace has been possible for only one reason,  fear.  Fear, that is, of the one power mightier than the armies of the Realm, the Green Dragon.  For centuries, the Green Dragon has terrorized all the nations of the land.  If one nation became powerful, the winged nightmare would destroy their villages and people without mercy.

After centuries, the ancient green dragon has finally died.  The sixteen armies of the land have mobilized to scale the mountain that dominates the center of the Realm.  They seek to collect the hordes of treasure that surely must be waiting in the dragon’s lair at the summit.  The problem is that the mountain passes are too small at the top to allow more than one army through.  The answer?  War, of course.  In this tournament, you will battle against other Warmaster generals to conquer your foes and scale the mountain to win the green dragon’s treasure.

BenCon Scenarios

	
	Round 1
	Round 2
	Round 3

	Table 1
	Ravenswood
	Endless Forest
	Misty Woods

	Table 2
	Hagglethorn
	Elderberry Downs
	Ashen Forest

	Table 3
	Sirendell
	Thunderland River
	Lost River

	Table 4
	Gargoyle Ridge
	Ogre Fen
	Dead Hills

	Table 5
	Scorpion Oasis
	Sands of Time
	Sultan's Tear

	Table 6
	Grimore Jungle
	Forlorn Jungle
	The Tangles

	Table 7
	Icevale
	Eastern Drift
	Korgsland

	Table 8
	Mount Thunder
	Hell Furnace
	Green Dragon's Lair


Round 1
Opponents should be chosen randomly.  If there are fewer than 16 players, use the following tables for the first round:

4 players:  Tables 4 and 5

6 players:  Tables 3, 4, and 5

8 players:  Tables 3, 4, 5, and 7

10 players:  Tables 2, 3, 4, 5 and 7

12 players:  Tables 1, 2, 3, 4, 5 and 7

14 players:  Tables 1, 2, 3, 4, 5, 6 and 7

Since Table 8 is used for the championship game, you want to try and minimize the possibility that it is used in the first round.

Originally, these were going to be different “plains” scenario for each table.  These will be themed around meeting other armies in the field.  Winners will advance “upwards” to playing “hills” scenarios in Round Two.  This advances the plot of moving towards the treasure.  Losers will retreat into playing “valley” scenarios.  This will tie into the consolation prize.

Round 2

Winners should play winners using Tables 1-4.  These have scenario descriptions indicating that the player won the first round.

Losers should play losers using Tables 5-8.  These have scenario descriptions indicating that the player lost the first round.

Originally, these would introduce “hills” scenarios that feature lotsa woods and tactically-challenging hills.  Introduce “valley” scenarios which would be heavy on swamps, lakes, and woods.  Since everybody will have won or lost in Round One.  All the Round Two scenarios will be “hills” or “valleys”.  Again, each table will have a different scenario.  Winners in the winners-bracket will move up to the “mountain” scenario for the final championship round.  Losers in the losers-bracket will fall into the “canyons” scenario for the final consolation round.

Round 3

The championship game should be played on Table 8.  This is the scenario for the Green Dragon.

The runner-up game should be played on Table 6.  This scenario describes the possibility of reaching the lair with a bit of luck.

The other tables should be assigned randomly making sure that players are on a new table with a new opponent.  

Originally, these would the championship “mountain” scenario.  Lotsa impassable terrain.  Is the green dragon really dead?  A green dragon should definitely be on the field of play.  Introduce the “canyon” scenario.  Also lotsa impassable terrain.  Lotsa swamps and the Bog of Eternal Stench.  Maybe some sort of pit creature in the game?  The other players will be either in the hills, plains, or valleys depending on their records.  The winner of the mountain scenario will win the Green Dragon itself as a trophy for first place.  The loser of the canyon scenario will win the Pit Creature itself as a consolation trophy for last place.
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Introduction
Ab, the sweet taste of victry...

The treke up. the mountain towards the green
dragon’s lair should be simple now that you
Jave vanguished your foes. There is mo eagy
way around the st streiches of the Endless
Forest, but you know a shorteut.  Sure, it
Lakes you through the beart of that dinn forest,
but you should clear the tres in a fow days and
et a char picure of the summit of the
ountain and the treasure that will soom be
yours.

"Sire, the rangers have reported anotber force
gathering just abead of us in a claring. It
looks like they Rnow we are coming.”

“Men, there is no turning around now:
Loosen your swords. Ifs time fo prove your
worth aggin..."

Endless VFN‘;rcstg

Round: 2

Setup

Each player gets a siandard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 cm
from the table's edge.  Setup is by
brigades. Player A starts the setup and
moves second.

Victory Conditions

The game lasts unil breakpoint is
reached or 1 hour 45 minutes have
elapsed, whichever comes first

If neither side breaks, the winner is the
player with the highest point total of
troops semaining as per the rulcbook.
Units missing more than 1/2 their stands
count 1/2 points.

PLAYER B

ENDLESS FOREST

PLAYER A

Al maps based on current inteligente. Actual able termain setup may ey,
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Introduction

1t bas been a long strugle, and the green
dragon's air is now ont of reach. But, at last
you can bring bome some.treasure for your
king. Decp in the Misty Woods lies an burial
mound, a tomb of some.long:forgotten e,
Within its confines, rumor bolds that a rast
golden treasure e hidden.

"You are not going to believe thi, sir" your
advance scont reports. "1t looks lke we have a

third test of might fortheoming. The forves of

your nemesis are heading. towards the burial
mound as we speak.”

"Darm the green dragon, this fime the reasure
willbe onrs?”

Setup

Each player gets a standard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player 1 represent
(A or B). Deployment zones are 30 cm

Misty Woods

Round: 3

from the table's edge
brigades.
movi

Setup is by
Player A starts the setup and
second.

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Uniits missing more than 1/2 their stands
count 1/2 points.

+50 points to the first army that can
bring a unit of troops into contact with
the burial mound (excluding characters
and flyers). +50 points if you are the
only army with units in contact with the
burial mound at the end of the game.
This is added to the troop totals
calculated above.

PLAYER B

MISTY WOODS

PLAYER A

Al maps based on current inteligenie. Actual able termain setup miay .
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Introduction

Your journey for the green dragon will be an
arduons one, and you will need all the hep you
can find along the way. As you move towards
the’ mountain, an advance scout returns
excitedly elling you that a magical telgport has
been found in a deserted cabin in Haggeltborn
Forest that will allow you to save weeks on
your travels. Howerer, a rival army is heading
And, if life weren't
nplicated enongh, a storm is brewing.

towards the cabin.

“Daanmn the storm, push forward" Yo come
in sight of the cabin just as your enemy
approaches from: the qpposite directon.  The
race s on.

Each player gets a standard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player to reps
(A or B). Deployment zones are 30 cm
from the tble’s edge. Setup is by
brigades. Py s the s
moves second.

sent

Haégéltﬁorn

Round: 1

While the armics are batdling, a fierce
blizzard begins. o represent this, when
firing with missile troops, a target in the
open counts as defended, while a
defended target counts as fortificd.

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes first.

If neither
player with the highest point total of

de breaks, the winner is the

troops remaining as per the rulebook.
ing more than 1/2 their stands
count 1/2 points,

Uniits mis

+50 poinis
bring a unit of troops into contact with

w0 the first army that can

the cabin

xcluding characters and
flyers). +50 points if you are the only
h units

army vi in contact with the cabin
at the end of the game. This is added o
the troop totals calculared above.

PLAYER B

HF

4
&
Q%Q

HAGGLETHORN FOREST

4
4
it

At

PLAYER A

All maps based on current inteligence. Actual table terrain setgp iy vary:
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Introduction

Vidtory in your first encounter bas putyou well
abead of your enemies in the quest o overtake
the summiit and gain the green dragon's lair
As you climb, the winds get stronger and the
temperature begins 1 drop.

Your next milestone is within reach as you
come 10 the high meadows of the Elderberry
Downs. A lone cabin sits in the clearing.
Hidden i its timbered roof is a map, a map
that shows the pass through the inpenctrable
clifs that circle the green dragon's lir:

But wait, surely your eyes deceive yon. The
banner of your enemy is across the meadon
How conld this be? Sound the war born,

cr gets a standard 2000 point
Roll a dice with the
winner chosing which player to reps

Warmaster army

nt

(A or B). Deployment zones are 30 cm
from the table's edge.
brigade

Setup
Player A starts the

s by
up and

Round: 2

While the armics are batding, a fierce
blizzard begins
firing with missile troops, a target in the
open counts as defended,
defended target counts as fortificd.

o represent this, when

while a

Victory Conditions

The game lasts uniil breakpoint
seached or 1 hour 45 minutes have

clapsed, whichever comes firs

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 poins

+50 points to the first army that can
bring a unit of troops into contact with
the cabin (excluding characters and
flyers). +5
army with units in contact with the cabin
at the end of the game. This is added 0
the troop totals calculated above.

points if you are the only

PLAYER B

2
84

ELDERBERRY DOWNS

3
ape

PLAYER A

All maps based on current intelgence. | Actual table terrin setgp may vary:
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The day bad started ont 50 bright.  Parades
Jad sent your army off with such bope for
gaining the lair of the green dragon. But o,

the fates bave conspired against yon.

Now, you face the disappointment of a return
1o your king without even a trinket 1o show for
your effrts

“Sire, exxcellnt news. Your luck seems to have
changed.  We have found a cabin filled with
chests of silver and gold. It s just abead in
the nexct claring."

Suddenty, you hear a war born. Someone else
seems 10 bave found the treasure as well

Setup

Each phyer gets a siandard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 cm
from the ble's edge
brigades. Player A starts the serup and
moves second.

Setup is by

Asﬁcn kF 6rcst

Round: 3

While the armics are bartling, a fierce
thunderstorm begins. "To represent this,
when firing with missile troops, a target
defended, while a

in the open counts
defended target counts as fortified

Victory Conditions

The game lasts unil breakpoi
reached or 1 hour 45 minute
clapsed, whiches

r comes first.

If ncither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands

count 1/2 points.

+50 points to the first army that can

bring a unit of troops into contact with
the cal g chanacters and
flyers). +50 points if you are the only
army with units in contact with the cabin
at the end of the game. This is added ©
the troop totals calculated above.

(exclu

PLAYER B

b
84

ASHEN FOREST

4
4
38

a

PLAYER A

All maps based on current intelgence. Actual table terrain setyp may vary:
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Introduction

Your journey o the lair of the green dragon
will be long and treacherons. Not only do you
Jave.the natural perils 1o deal with, but your
spies have reported that your arch-enemies have
sent a force fo intercept you at the bridges over
the Sirendell River. If you can't cross at the
bridge, your army will have 1o travel mils out
of itsmay.

"l pace, men. Only a few more hours o the
river"_As you breake through the forest, you
are greeed by the site of your most bitter foe.
The race is on.

Setup

Each player gets a standard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 em
from the table’s cdge. Serup is by
brigades. Player A starts the setup and
moves second.

IS itendcil

Round: 1

The river is impassable cscept at the
bridg

Victory Conditions

The game lasts until breakpoint is
seached or 1 hour 45 minutes have

clapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points.

+50 points to the first army with a unit
the (excluding
characters and flyers). +50 points if your
army is the only one with units acros
the river at the end of the game. This
added 1o the troop totals caleulated
above.

that  crosses

river

PLAYER B

e

Sy

SIRENDELL RIVER

o

02
S

PLAYER A

All maps based on current inteligence. Actual table terrain setgp may vary:
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Introduction
Your stars seem 10 be in alignment.  First, a
glorions victory against your eneny.  Second,

you have almost made it 10 the Thunderland

River, the last major hurdle before beginning
the arduons taste of climbing the mountain 1o
the green dragon's lair

You are whistling a happy tune as your scouts
approach. The grim looks on their fuces make
o stop.

"Enemies at both bridges abead, sir. They say
we can go home or learn 1o swim."

Setup

Each player gets a standard 2000 point
Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 em
from the table’s cdge. Serup is by
brigades. Player A starts the setup and
moves second.

Warmaster army.

Thunderland River

Round: 2

The river is impassable cscept at the
bridg

Victory Conditions

The game lasts until breakpoint is
1 hour 45 minutes have
clapsed, whichever comes first.

reached or

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points.

+50 points to the first army with a unit
the (excluding
characters and flyers). +50 points if your

that  crosses

river

army s the only one with units acros
the river at the end of the game. This
added 1o the troop totals caleulated

above.

PLAYER B

%

i~~~ T —

THUNDERLAND RIVER

29
22

o2
%

PLAYER A

All maps based on current intelgence. | Actual table terrain setup may vary:
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Introduction

1t has been a long day. Your thoughts turn
towards @ warm fire and a g of beer as the
rain pounds down on what remains of your
army. Only a fow more mies 0 go.

In the distance,you can hear the rushing of the
rapids of the Lost River: Ironic name, you
think.

Suddenly, you hear a war born callng troops o
battle. Could it be that the bridges over the
Lost River have been captured? " A good
sictory before beer," as your futher used to say.

Setup

Each player gets a standard 2000 point
Roll a dice with the
winner chosing which player to represent

Warmaster army.

(A or B). Deployment zones are 30 em
from the table’s cdge. Serup is by
brigades. Player A starts the setup and
moves second.

Lost River

Round: 3

The river is impassable cscept at the
bridg

Victory Conditions

The game lasts until breakpoint is
seached or 1 hour 45 minutes have

clapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points.

+50 points to the first army with a unit
the (excluding
characters and flyers). +50 points if your
army is the only one with units acros
the river at the end of the game. This
added 1o the troop totals caleulated
above.

that  crosses

river

PLAYER B

%

2
o ?

el ~—~——l N~

LOST RIVER

29
22

PLAYER A

All maps based on current intelgence. | Actual table terrain setup may vary:
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Introduction

The fields surrounding Gargoyle Ridge are
barren wastelands long beld by enemy forces.
The ridge itself is a long snaking ribbon of
treacherons bills rising from the badlands.
Any army attempting 1o gain passage 1o the
green dragon's lair st cross Gargoyle Ridge
seneral times

"Up and over." Tt is during one such crossing
that you encounter your first enemy. In a mad
dash up the hill, borl sides seck the bigh
ground and a strategic advantage

Setup

h player gets a standard 2000 point
Warmaster army. Roll a dicc with the
winner chosing which player to represent
(A or B). Deployment zones are 30 cm
able'

from the

Setup s by

edge.
Player A starts the setup and

Cirgoyic Ridge =

Round: 1

A ridge divides the entire batlefield
roughly along its center. The ridge
counts as defended for troops who gain
its summit first. The swamps are
impassable for all troops.

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 o reach the summit
first, but the player who moves second
has the advantage of a full complement
of commanders.

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have
d, whichever comes firs

If neither side breaks, the winner is the
player with the highest point total of
s remaining as per the rulebook
missing more than 1/2 their stands
count 1/2 points,

PLAYER B
L -
¥ . T~ GARGOYLE RIDGE ™
o

PLAYER A

All maps based on current intelligence. Actal table terrai sep may vary:
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Table: 4

Introduction
"Everything is going 1o plan,” you think 1o
Jourself. Your first battle was a stumning

victory, and the weather was cooperating with
your assanlt on the green dragon's lir

You smile as you thinde back on the look your
captain gave when you ordered the army 1o pass
throngh the desolate Jill of Ogre Fen. Yo
would ave thought an order had been given to
march through the Vally of S hadows!

Just one more ridge and the green dragon's lair
shoudd be in sight. Nothing could go wrong

from bere...

Setup

ach player gets a sndard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 em
from the table’s edge. Setup is by
Player A starts the setup and

VO‘grt; Fen

Round: 2

A ridge divides the entire batlefield
roughly along, The ridge
counts as defended for troops who gain
The swamps are
impassable for all troops.

center.

its summit first.

limited to

“The player who moves firs

only from their general

giving commands
on the first turn of the game. This may
allow a small force o reach the summit
first, but the player who moves second
has the advantage of a full complement
of commanders.

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have
d, whichever comes firs

If neither side breaks, the winner is the
player with the highest point total of
s remaining as per the rulebook
missing more than 1/2 their stands
count 1/2 points,

PLAYER B

e
OGRE FEN

)

PLAYER A

Al maps based on current inteligence. Actual able terain setp may ey
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Introduction

The campaign to gain the treasures of the
green dragon bad ot gone 1o plan.  Heary
casullies and defeat bad created an_ air of
dispair. At least, your decision 10 take a
shortcut bome through the Dead Hille had
gone smmoothly.

"Sire, an eneny force s just on the otber side
of the great ridge. W cither need to fight or
run"

Fatigue washes away. A chance 1o redeem the
day and bring a rictory o your peaple

"To arms! We win one for king and country!”
Setup

Each player gets a standasd 2000 point
W Roll a dice with the
winner chosing which player to represent
(A or B). Depl ones are 30 cm
from the mble's Setup is by
brigades. Player A starts the serup and
moves second.

armaster army.

Dead Hills

Round: 3

A ridge divides the entire batlefield
roughly along its center. The ridge
counts a s who gain
swamps are

defended for trooy
its summit first.  The
impassable for all troops.

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

cond

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes firs

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands

count 1/2 points.

PLAYER B

oo
- DEAD HILLS

5

AYER A

All maps based on current intelligence. Actial table terrai sep may vary:
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Introduction

The trek across the Sands of Time is an
arduons journey in the best of fimes. But 1o
aruss the desert in the heat of Summer and at
il pace. Surehy, the king bas lost bis mind.
Granted, the treasure of the green dragon is
temping. Bu, every kingdons for miles wil be
racing for the mountain.

A problem, sire. 1t seems as if our rivals
from the cast are mating their way towards the
moniain. As you kenow, there is only enongh
water at the Seorpion Oasis for one army. We
st gain the oasis first and replenish onr
water supplies. If we don't, we will bave 1o
wait a week for the spring to rfillthe oasis"

The maee is on. Who will drink the ool
waters of the oasis irst?
Sctup

Fach play
Warmaster army.

© gets a

standard 2000 point
Roll a dice with the

winner chosing which player o represent

Scorpion Oasis

Round: 1

(A or B). Deployment zones are 30 cm
from the tble’s edge. Setup is by
Player A starts the setup and

Victory Conditions

The game lasts undl breakpoint is
seached or 1 hour 45 minutes have
clapsed, whichever comes

frst

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points,

with a unit
(excluding
characters and flyers). +50 points if you
are the only army with units in contact

+50 points o the first army

that  reaches the oasis

with the oasis at the end of the game.
“Thes added to the troop
totals calculated abov

are bom

PLAYERE
il
"'ST o
PLAYER A

All maps based on current intellgeice. | Actual table terrain setup miay vary:
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Introduction

After a bitter defeat, your decision to cross the
inbospitable Sands of Time was a_ difficult
one. Tronically, time is your enemy nom.
Reports are coming in that other armies are
well abead of you to reach the lair of the green
dragon. A shorteut throngh the desert will
save you weeks of ravel.

A problem, sire. 1t seems as if our rivals
from the cast are mating their way towards the
As you kenow, there is only enongh
water at the oasis for one army. We must gain
the aasis first and replenish our water supplies
If we don't, we will have 1o wait a week for
the spring to refil he oasis."

monntain

The race is on. Who will drink the cool
waters of the osis first?

Sctup

Fach play a standard 2000 point
Warmaster army. Roll a dice with the
iner chosing which player to represent

© gets

W

Sin&s c;f Timc

Round: 2

(A or B). Deployment zones are 30 cm
from the tble’s edge. Setup is by
Player A starts the setup and

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes have

elapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points,

with a unit
that (excluding
characters and flyers). +50 points if you
are the only army with units in contact
with the oasis at the end of the game.
“Thes added 1o the troop
totals calculated abov

+50 points o the first army

reaches the  oasis

are bom

PLAYER B

SANDS OF TIME

A
n
7

All maps based on current intelgeice. | Actual table terrain setup iy vary:
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"Desperate times require desperate deeds”"

Your scouts report that despite your victories
and brllant strategy, your rivals are abead of
you in the race 10 the green dragon. Afer a
slecplss night,you order the trogps 10 cross the
desert wastelands. With a litle luck, your
enenies will be delayed, and. you can claim the
green dragon's treasure,

"4 problem, sire. 1t seems as if our rivals
from the cast are making their way towards the
montain. As you kenow, there is only enough
water at the oasis for one army. We must gain
the oasis first and replenish onr water supplics.
If we don't, we will have 10 wait a week for
the spring to refl the oasis."

The race is on. Who will drink the cool
waters of the oasis firt?

Setup

Each play
Warmaster army.

andard 2000 point
Roll a dice with the

T gets a s

Sultan’s Tear

Round: 3

winner chosing which player to represent
(A or B). Deployment zones are 30 em
from the tble’s edge. Setup is by
brigades. Phyer A starts the setup and
moves second.

Victory Conditions

The game lasts undl breakpoint is
seached or 1 hour 45 minutes have
clapsed, whichever comes

frst

If neither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points,

with a unit
that (excluding
characters and flyers). +50 points if you
are the only army with units in contact
with the oasis at the end of the game.
“Thes added 1o the troop
totals calculated abov

+50 points o the first army

reaches the  oasis

are bonus

PLAYER B

PLAYER A

All maps based on current intellgence. | Actual table terrain setup may vary:
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Introduction

1 will be a long trek 1o the summiit of the
green dragon's lair. And if passing throngh
the Grimore Jungle icn't bad enongh, your
scants have reported enemy troops in the area
and you bave heard the sounds of the bog
aeature thrashing about in the swamps. If
only you can reach the teleport at Drebi's
tower first you can save several weeks of
slagging through the marshes. Of course, the
teleport will only work: one...

Setup

Each player gets a standard 2000 point
Roll a dice with the
winner chosing which player to represent

Warmaster army.

Grimore Iﬁnglc

Round: 1

“The swamp is passable only by infantry

he lake is impassable o all units.

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
tzoops remaining  Units missing more
than 1/2 their stands count 1/2 points
per the rulebook.

+50 points to the first army with a unit
that reaches the temple (excluding

(A or B). Deployment zones ate 30 cm  characters and fyers).  +50 points if
from the mble's edge. Setup is by you are the only army with units in
brigades. Player A starts the setup and  contact with the temple at the end of the
game. is added o the troop totals
calculated above.
PLAYER B

B ‘

i erivorE juncLe

o
[ “;@ (=]

2 0

%

PLAYER A

All maps based on current inteligence. Actuial table termain setup may .
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Introduction

"The time foraction i nom!"

Your first encounter has setyou back.from your
plans. The only path to the green dragon's lir
now lies through the tangled woods of the
Forlorn Forest.

You know the enemy is about the jungle, but

your path is clear. ' If only you can reach the
teleport at Morgan's tower first you can save
several weeks of slogging through the marshes.
OF course, the teleport will only worke once...

Setup

iach phyer gets a standard 2000 point
Warmaster army.  Roll a dicc with the
winner chosing which player to represent
(A or B). Deployment zones are 30 em
from the tables edge.  Setup is by
brigades. Player A starts the serup and
moves second.

Forlorn ]ﬁnglc

Round: 2

‘The swamp is passable only by infantry
units. "The lake is impassable to all units.

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes first

If neither side breaks, the winner is the
player with the highest point total of
tzoops remaining  Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.

+50 poins

to the first army with a unit

that reaches the temple
characters and flyers).

(escluding
+50 points if

you are the only army with units in
contact with the temple at the end of the
game. This is added to the troop totals
calculated above.

PLAYER B

PLAYER A

All maps based on current inteligence. Actual table ermain setup may .
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Introduction

You can see the lair of the green dragon
perched in the clonds surrounding the mountain
in front of you. Nour sconts report that other
armies are still moving towards the treasure.
But you can't worry about the others becanse
vight now you are traversing The Tangks, a
massive morass of swamp and forest stretching
for niiles in all directions.

"Enemy abead, sir," your forward scont
reports. "They are biocking onr route and

demand that we retreat inmediately”

Setup

iach phyer gets a standard 2000 point
Warmaster army.  Roll a dicc with the
winner chosing which player to represent

The 'faﬁglcs

Round: 3

(A or B). Deployment zones are 30 cm
from the table’s edge.  Setup is by
brigades. Player A starts the setup and
moves second.

The swamp is passable only by infantry
units. “The lake is impassable to all units.

Victory Conditions

The game lasts unil breakpoint is
seached or 1 hour 45 minutes have
clapsed, whichever comes first.

If neither side breaks, the winner is the
player with the highest point total of
troops remaining  Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.

PLAYER B

e o@t@g’

THE TANGLES

o K
o e |

PLAYER A

All maps based on current inteligence. Actual table erpain setup may ery.
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Introduction

The journey 10 the green dragon's lair will be
challenging. 1t was a diffcul decision o chaose
the shorter path across the frozen wastes of
Tovale Lake, The mountain passes would
Jave been longer, but less travelled by your
enemies. If your luck holds,you can skirt the
entire lake on the plush meadows that act as a
buffer between the barsh  Shadowyarn
Mountains and the icy plain.

"Si, enemy troops have been sighted.
are beading our way. Your commands?”

They

Setup

Each player gets a standard 2000 point
Roll a dice with the
winner chosing which player o represent
(A or B). Deployment zones are 30 cm

Warmaster army.

iécvalé

Round: 1

from the table's cdge.
brigade:

Setup is by
Phayer A starts the setup and

“The map is dominated by a large frozen
lake. On the lake, units can inidative
charge only 15 cm. In addition, the
swirling winds on the lake limit shooting
to half its normal range.

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes have
elapsed, whichever comes first.

If ncither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points
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a2 e
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Al maps based on current inteligence. | Actual able termain setup miay .





[image: image19.jpg]N\~
Table: 7

Introduction

An unexpected enconnter and a disappointing
s weighs beavily on your mind.

“We will march north, brave the Eastern
Drift, and approach the green dragon's lair
from the less-travelled worthern sope.” Your
announcement does ot bring dheers of joy
The path is perilous and frozen lakes and
pases afford little room 1o nuaneuver:

All seems 10 be going well uniil your forward
scout returns with news that an army bas
gathered on the i feld abead.

Setup

Each player gets a standard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player o represent

(A or B). Deployment zones are 30 cm

Round: 2

from the table's edge. Setup is by
brigades. Player A starts the setup and

“The map is dominated by a large frozen
lake. On the lake, ur
charge only 15 cm.
swirling winds on the lake limit shooting
to half its normal range.

s can initiative
In additon, the

Victory Conditions

The until breakpoint i
reached or 1 hour 45 minutes have
elapsed, whichever comes first.

game

the winner is the

If ncither side brea
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points

PLAYER B

THE EASTERN DRIFT

PLAYER A

Al maps based on current inteligece.| Actual able termain setup may rary.
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Introduction

Your seers advised you against it
Your captains advised you against it

Now, you are facing an enemy on a frogen lake
with troops that have been fighting foo long
with litle hope of reaching the green dragon's
L

The only thing in your favor is that your foes
are as weary as you are. A rictory would give
the men something 10 rally around! The King
would be pleased. The day could still be yours!

Setup

Each player gets a standard 2000 point
Warmaster army. Roll a dice with the
winner chosing which player o represent
(A or B). Deployment zones are 30 cm

korgksl.'rarnd

Round: 3

from the table's cdge.

Setup is by
Phayer A starts the setup and

brigade:

“The map is dominated by a large frozen
lake. On the lake, units can inidative
charge only 15 cm. In addition, the
swirling winds on the lake limit shooting
to half its normal range.

Victory Conditions

The until breakpoint i
reached or 1 hour 45 minutes have
elapsed, whichever comes first.

game

If ncither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands

count 1/2 points.
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Al maps based on current inteligence.| Actual able termain setup may rary.
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Introduction

Watching smoke pour into the sky from the
smoking Mount Thunder, you wonder about
your decision 1o take the shorteut through the
mounitains. The fortune tellrs suggested a
longer, safer route.” A litle sroke, how bad is
that?

The ground shates.

"Sir, it looks lke we bave run into another
army taking the same route as s, They say
we can turn around if we wish.  Othervise,
they suggested that we start praying 1o our
gods”

The ground shatkes.

“"Prepare for batthe. At least Mownt Thunder
Jasa't blown its op..."

Setup
Fach player gets a standard 2000 point
Warmaster army. Roll a dice with the

Round: 1

winner chosing which player to represent
(A or B). Depla
from the table’
brigades.
moves second.

ment zones are 30 cm
edge.  Setup is by
Player A starts the setup and

At the beginning of cach player's turn,
roll a dice. A"6" represents the volcano
crupiing for that turn. Al units within
30 cm of the volcano take 3 hits with no

saves and all command rolls are ata -1

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have
clapsed, whichever comes fi

If neither side breaks, the winner is the

player with the highest point total of

troops remaining as per the rulebook.
Jnits missing more than 1/2 theis

count 1/2 points.

PLAYER B

PLAYER A

All maps based on current intelgence, Actual table ermain setup may rary.
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Introduction

Watching smoke pour into the sky from the
smoking Hell Furnace, you wonder about your
decision 1o take the shortcut through the
mouniains. The fortune tellrs suggested a
longer, safer route.” A ltle sroke, how bad is
that? Afier your recent los, you need the fime

The ground shates.

"Sir, it looks like we have run into another
army taking the same route as us. T
we can turn around if we wish.  Othervise,
they suggested that we start praying 1o our
gods”

) s

The ground shatkes.

"Prepare for battle. At last the Hell
Furnace basn't blown its op..."

ch player gets
Warmaster army

a standard 2000 point
Roll a dice with the

Hcil F ufnacc

Round: 2

winner chosing which player to represent
(A or B). Deployment zones are 30 cm
from the table’s cdge. Setup is by
brigades. Player A starts the serup and
second.

moves

At the beginning of cach player's turn,
roll a dice. A"6" represents the volcano
crupiing for that turn. Al units within
30 cm of the volcano take 3 hits with no

saves and all command rolls are ata -1

Victory Conditions

The game lasts uniil breakpoint is
reached or 1 hour 45 minutes have

elapsed, whichever comes first.

If neither side breaks, the winner is the
layer with the highest point total of
s remaining as per the rulebook.
ssing mote than 1/2 their stands
count 1/2 points.

PLAYER B

HELL FURNACE

2~
2~

2~

PLAYER A

All maps based on current intelgence, Actual table erpain setup may rary.
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Introduction

The sweet smell of victory.  Your mind
wandering 1o the piles of gold, gems, and magic
that st be awaiting your trinmphant march
o the green dragon’s lai. Yo will soon be
wearing the ancient crown of some. long-
Jorgotten king!

i

i

"Sir, I hate to break you from your reveri, but
it seems ke we are not alone on the platean.
Another army is coming towards the lir from
the opposite directon."

Your heart races. You imagine entering a cave
Iotally emptied of its treasure by a quick-

fingered general of your enenies

""To arms! "This will be onr finest hour!"

Round: 3

Setup

Tach player ges
armaster army,

a standard 2000 point

Roll a dice with the
winner chosing which player to represent
(A or B). Deployment zones are 30 cm
from the table’s edge. Setup is by
brigades. Player A starts the serup and
moves second.

Victory Conditions

The game lasts until breakpoint is
reached or 1 hour 45 minutes
elapsed, whichever comes first.

have

If ncither side breaks, the winner is the
player with the highest point total of
troops remaining as per the rulebook.
Units missing more than 1/2 their stands
count 1/2 points.

PLAYER B

P2

GREEN DRAGON'S 7~
LA g

2~

PLAYER A

All maps based on currentintelgence. Actual table terpuin setup may rary.





