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The agpital of the Iske of Evil i along a fetid
stretch of morass known as Devil Flats. There,
a mighy castl rises from the plains guarded by a
network of rivers and canals. 1t s bere that
King Ribit holds conrt and wages war:

Dcvil F lats

DEVIL FLATS

PLAYER A

Setup

‘The attacker gets a standard 2000 point
Warmaster army. The defender gets 500
points inside the castle and 1000 points
of einforcements.

Deployment zones
are as shown on map. The Defender
sets up second and moves second. The
Defender dices at the beginning of his
turn. If the sum of the turn number +
dice roll = 10 or higher, then the
seinforcements asive and may move.

Victory Conditions

The game lasts uniil breakpoint is
ached, two non-flying Attacking units
are within the walls at the end of the
Defender's wrn (utacker wins), or 12
(defender wins), whichever

turns claps

PLAYER B|

PLAYER A
REINFORGMENTS

Al maps based on current inteligence, Actual table eruin seiap may .
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The eastern end of the Iske of Enil bas long
been shadowed in the ancient canopy of
Dourwood. A foul den of rats and lizards, few
dare to venture forth into this forest. Even fower
return.

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s edge. Serup is
“The defender chooses sides
and begins setup. Dice for first move,

brigades.

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

If neither side breaks, the winner is the
player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.
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Bounded in the west by gently sloping hills, the
Pplains of Fuiflower stretch 1o the castern edge of
the Isle of Good. In these vast plains of grass,
the clusive unicorn can be found grazing
alongside berds of native horses.
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Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the tabl

brigades. s
and begins setup. Dice for first move,

Victory Conditions

The game las
reached or the
comes first.

until breakpoint s

shop closes, whichever

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

PLAYER B
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PLAYER A

All maps based on current inteligence, Actudl table ermain setup may very.
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The cold frozen north of the Isl of Chaos is an
inbospitable land filled with wild woods and
arggy mowntains. 11 is here that the fierce
giants, trolls and ogres make thir home

men have ever ventured 1o the Hammerhorn.

Fow

Hammerhorn

Setup

‘The attacker gets a standard 2000 point
Warmaster army. The defender ge
1000 points on the hill and 1000 poin
of reinforcements.  Deployment zones
hown on map. The Defender
“The
aning of hi
If the sum of the turn
dice roll = 10 or higher,
reinforcements arrive and may

second and moves

turn,

number +
then the
move.

Victory Conditions

The game lasts uniil breakpoint is
reached, two non-flying Attacking units
are completely on the hills at the end of
the Defender's turn (attacker wins), or 12
trns elapse (defender wins), whichever
comes first

PLAYER B
[REINFORCEMENTS

HAMMERHORN

)
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All maps based on current inteligence, Actual table ermain setup may rery.
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At the center of the Isk of Exnil e the broken
black basalt Harronpeak. 1 is said that any
an caught in the shadow cast by his evil peake
at dusk on the Winter solstice will turn into a
sampire. To date, his runor is untested
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Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s edge. Setup is by
brigades. 'The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

If neither side breaks, the winner is the
player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.
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All maps based on current inteligence. Actual table erpain setup may very.
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The ancient boughs of Idylhwood have long been
bome 1o the faerie races. A place of slepy
tranguilty, most who venture 10 Idylhvood decide
1o stay among s dappled paths and sunlit
woodland meadows

' Idyliwood

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s ed up is by
brigades. 'The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

until breakpoint s

ses, whichever

comes first.

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

per the rulebook.
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PLAYER A

All maps bised on current inteligence, Actual table erpain setup may very.
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Along the castern shores of the Isk of Law lie
the andient forests of Loftwood.  These woods
bave long been bome 1o the Dark Elves, a race
of secreive and powerful beings who jealonsly
guard both their sacred groves and their priecy.
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LOFTWOOD

Setup

Each player gt

Warmaster army. Deployment zones
20 em from the table’s e

brigades.
and begins setup. Dice for first move,

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

If neither side bre:

s, the winner is the
player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.
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He who controls the Mine, controls mighty
armor, the only source in' Qulandia of the
precions metal mithril. Controlling the mine
allows a player to reroll all the armor rolls for
any one unit once during the battl.

Mine

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s edge. Setup is by
brigades. 'The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

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

PLAYER A
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PLAYER B
All maps based on current intelligence. Actual table ermain setup may very.





[image: image9.jpg]Introduction

The Celstial Emporer has long beld conrt in the

alabaster balls of Herodrinm nestled i the
Jertile Plains of Vialor: These gentle fields of
corn and wheat stretch from the center of the Ise
of Good west Io the sea.

PLAYER A

a standard 2000 point
. ‘The defender gets 500
e the castle and 1000 points
of reinforcement

Deployment zones
own on map. The Defender
ccond and moves s

are as

sets up cond. The
Defender dices at the beginning of his
turn, If the sum of the turn number +
dice 10 or higher, then the

reinforcements arrive and may move.

roll

Victory Conditions
The game lasts

uniil breakpoint is
seached, two non-flying Atiacking units
are within the walls at the end of the
Defender's turn (attacker wing), or 12
turns clapse (defender wing), whichever
comes first.

LAYER B,

PLAYER A
REINFORCMENTS

LAl maps based on current intelgence, Actual table erwain setup iy rery.
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The narrow ke of mountains kenown as Roc
Ridge slces throngh the center of the Isle of
Good. o journey across 1his vast wilderness
one st cross a myriad of small stone ridges,
and you never know what waits on the other side.
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Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s edge. Setup is by
brigades. 'The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

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

All maps biised on current inteligénce, Actualtable ermain setup may very.
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The low billsof Roguewort have long been home
1o the brigands and bandits of the Isle of il
It is said that they bave buill an extensive
dvilization among the burial barrows that dot
the landscape of his forlorn place

Roguewort

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s ed up is by
brigades. 'The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

until breakpoint s

ses, whichever

comes first.

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

per the rulebook.
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PLAYER A

All maps biised on current inteligénce, Actualtable ermain setup may very.





[image: image12.jpg]Stoné Circle

Introduction Setup

Built a millenia ago by a lngforgotten race of  Vach player gets a standard 2000 point
Draids, the Stone Circlecan force the controlle’s Warmaster army. Deployment zones are
apponent to re-rol the dice when e casts a spell. 20 em from the table’s
This power contines to work until bis opponent  brigades. The def
scores a succesgfully cast on a re-roll. and begins setup. Di

edg

Setup is by
der chooses sides
for first move,

Victory Conditions

The game lasts untl breakpoint is
reached or the shop closes, whichever
comes first.

I neither side breaks, the winner is the

player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as

per the rulebook.

PLAYER B

[y STONE CIRCLE &

PLAYER A

All maps baised on current intelligénce. Actual table terrain seup tnay vary:
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Introduction Setup

The home of the Dark Elves has long been their Ve attacker gets a standard 2000 point
stronghold at Sylvan Harbor, a protected island ~ Warmaster army.  The defender gets
fortress in the middle of a shallow natural bay. 1000 points inside the castle plus two
It s here that the King of the Dark Elves holds ~ "hidden" units (of any type) in the
court and dispatches his armies to battl. for They can leave the forest on

trn or they can be forced
to be revealed by having the defender
come into contact with the forests. The
Defender sets up second and mo
second.

Victory Conditions

The game lasts unil breakpoint is
reached, two non-flying Atacking units
are within the walls at the end of the
Defender's tum (attacker wins), or 12
wrns elapse (defender wins), whichever

comes first.

PLAYER A M e

PLAYER B

&

All maps based on curren inteligence. Actual table ermain setup may rery.
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A narrow finger of land jus into the warm seas

of this most soutberdy eitory of the Iske of
Law Its tall grasses are home fo the witch ehes,
a most fearsome tribal clan long feared for their
fondness for beadbunting.

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s edge. Setup is by
brigades. "The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

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

PLAYER B

TALL CRASS .__,,-—/

PLAYER A

All maps biised on current inteligénce, Actualtable ermain setup may very.
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Perched in the forests of the Magical Ik, an  Fach player gets a standard 2000 point
ancient marble ruins stands. He who controls  Warmaster army. Deployment zones are

the sacred Temple controls the might of the gods, 20 e from the table’s edy up is by
allowing a dispel of one enemy spell once per  brigades. The defender chooses sides
battle in the same way as a Dispel scroll, and begins setup. Dice for first move,

Victory Conditions

until breakpoint is

comes first.

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

PLAYER B

PLAYER A

All maps based on curren inteligence, Actual table ermain setup may very.
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Setup
“The attacker gets a standard 2000 point
A land of perpetual storms and winds, the I8 aemastcr army. The defender gers
of Chaus is ruled from the Maeltrom, the 1000 poins inside the castle plus two
many-spired castle of the Lords of Chaos. “higden" units (of any type) in the
Surrounded by the forests, bogs and cwamps, this capins They can leave the cabin on the
dand is as cruel as s masters attacker's turn or they can be forced to
be revealed by having the defender come
Py into contact with the cabins. The
Defender sets up second and moves

Introduction

second,

Victory Conditions

The game lasts unil breakpoint is
reached, two non-flying Atacking units
are within the walls at the end of the
Defender's turn (attacker wins), or 12
turns elapse (defender wins), whichever
comes first.

THE MAELSTROM

PLAYERE

L Y LT

|| All maps based on current intelligence. Actual table terrain setup may vary. |
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Introduction Setup

The western shores of the Ice of Chaos are  Fach player gets a standard 2000 point
known simply as the Wilds. Untamed, the  Warmaster army. Deployment zones are
forests of this primal land are said 10 drive men 20 cm from the table's edge. Setup is
insane with a constant whispering.  Others  brigades. ‘The defender chooses sides

believe that an ancient Chaos magic fill the air: and begins setup. Dice for first move.

Victory Conditions

The game lasts until breakpoint is
reached or the shop closes, whichever
comes first.

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

THE WILDS
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The great smoking mount known as Vilean's
Forge with it desp rumblings and bubbing lava
bas long been rumored to be the birthing place of
the great Chaos Dragons, fearsome beasts that
darken the sty of the ke of Chaos.

Vulean's F orge

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table’s ed up is by
brigades. "The defender chooses sides
and begins setup. Dice for first move,

Victory Conditions

until breakpoint is

comes first.

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

PLAYER B
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VULCAN'S FORGE

PLAYER A

All maps based on current intelgence, Actual table ermain setup may rery.
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The Whigering Reeds are the bome of the
dreaded muli-beaded bydra, a fearsome beast of
@ st nasty disposition. Long a source of wood

for the ships of the Dark EJf King, only brave
or foolbardy adventurers can be found here.

Wluspcrmg Reeds

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table's c

brigades. s
and begins setup. Dice for first move,

Victory Conditions

until breakpoint is
scs, whichever

comes first.

If neither
player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.

ide breaks, the winner is the

PLAYER B

PLAYER A

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





[image: image20.jpg]Introduction

He who controls the Wizand's Tower controls
ighty magic. Cast a spell automatically once
during the battle - the dice is o rolled and the
spell is cast as if a successl roll bad been
e,

Wizard's Tower
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Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
20 em from the table's c

brigades. s
and begins setup. Dice for first move,

Victory Conditions

until breakpoint is
scs, whichever

comes first.

If neither
player with the highest point total of
enemy troops killed. Units missing more
than 1/2 their stands count 1/2 points as
per the rulebook.

ide breaks, the winner is the

PLAYER B

WIZARD'S TOWER

PLAYER A ~

| All maps based on current intlligencs, Actual table terrain setp may vary:





