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Introduction

It will be a ong trek: 0 the summit of the red
dragon’s lair. The fist stop along your jonrney
is Dunsbury Village where you will resupply
Jfor your ascent 1o the montaintop. The sun is
shining and your spirts are high. As you
enter into Dunsbury Valley, your stormach
lightens. Across the nally s the army of your
arch-rival. 1t ooks lke the picnic is over

Setup

Each player gets a sandard 2000 point
Warmaster army. Deployment zones are
30 cm from the table's edge. Setup is by
Dice to sce who sets up fir
0 sec who moves firs

brigades
Dice aga

Dunsbury Village is passable only to
infantry troops, although flying units can

Dunsbury Village
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fly over it. In addition, the village

ight.  Stands inside the

village are assumed to be able to s
2em. Stands at the edge of the village
(within 2cm) can sce o fire out, and they
be fired upon. However, stands

can als
at the edge of the villige can only be
charged by units able to enter it. All
Village  are

stands in  Dunsbury
lered to be defended. The hor
moved.

‘mbolic and can be fre

Victory Conditions

The game lasts uniil breakpoint is
reached or 2 hours 30 minutes have
elapsed, whichever comes first. Use the
Scoring formula on the back to
determine your points and  your

opponent's points for the game.
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Introduction

Your first encounter has kft you woeilly low
on supplies 1o scale the mountain and gain the
red dragon's lar. A quick foray to Dunsbury
should garner the supplies you need. What's
this? Rumors of a monster roanming about?
What's that? our enemy s across the feld!

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment 7
30 em from the table's edge. Setup is by
brigades. Dice to sce who sets up first
Dice again to see who move:

a

nes are

Dunsbury Village is passable only 1o
infantry troops, although flying units can
still fly over it. In addition, the village
blocks line-of-sight. Stands inside the
village are assumed to be able o see

‘;I‘hc Dunsbﬁr); Monsrter

Round: 2

2em. Stands at the edge of the village
(within 2em) can sce to fire out, and they
can also be fired upon. However, stands
at the edge of the village can only be

charged by units able to enter it. All
sands in  Dunsbury Village are
considered 0 be defended. The hor

are symbolic and can be frecly moved

The Dunsbury Monster is on the
prowl outside the village. Rules on back.

Victory Conditions

The game lasts unil breakpoint is
seached or 2 hours 30 minutes have
elapsed, whichever comes first. Use the

Scoting formula on the back to calculate

your points and your opponent's points

for the game.
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Introduction

Yo bave heard strange rumors of monsters
that prowl around the shores of Crystal Lak.
Even the camp that was once on its shores is
abandoned.  You' need water 1o make your
charge 1o the Red Dragon's lair. At leastyour
enemies are far bebind you. Or are they?

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are

30 cm from the table’s edge. Serup is by

Dice again 10 see who moves first

Camp Crystal Lake is passable only 10
afantry troops, although flying units can
In addition, the camp
Stands inside the

sill fly over it.
blocks line-of-sight,

Cr);gtz;l takc

Round: 1

camp are assumed to be able to sce 2cm.
Stands at the edge of the camp (within
2cm) can see to fire our, and they can
also be fired upon. However, stands at
the edge of the camp can only be
charged by units able to enter it. Al

stands in the camp are cons
defended. The house
can be feely moved. Note

“The large
hill is scalable only at the steps. The
other cliff faces are t00 steep to traverse.

Victory Conditions

The game lasts unil breakpoint is
reached or 2 hours 30 minutes have
first. Use the
Scoring formula on the back to calculate
your points and your opponent's points
for the game.
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Introduction

Water! Water! Your firt battle has lftyour
men short of drinking water:  Thankfiulhy,
there s a lake abead. Of conrse, there is that
Jfolktale of @ monster at Crystal Lake

Setup

Tach player gets a standard 2000 point
Warmaster army. Deploymen
30 cm from the table's
brigades. Dice to

Dice again to see

who s
who moves  first

up first.

Camp Crystal Lake is passable only 10
. although flying units can

infantry troop:
still fly over it. In addition, the camp
blocks line- ight. Stands inside the
camp are assumed to be able to sce 2cm.
Stands at the edge of the camp (within
2cm) can see to fire out, and they can

-of

Lakc M

onster

Round: 2

also be fired upon,
the edge of the camp can only be
charged by units able to enter it. All
stands in the camp are considered 0 be
defended. ‘The house
can be freely moved. Note:
hill is scalable only at the s
other cliff faces are 100 steep to traverse.

However, stands at

s on the

The Crystal Lake Monster
prowl outside the camp. Rules on back.

Victory Conditions

The game lasts unil breakpoint is
eached or 2 hours 30 minutes have

clapsed, whichever comes first. Use the
Scoring formula on the back to calculate
your points and your opponent's points
for the game.
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Introduction

There are several paths to the red dragon's lui,

but the one through the forest past the ruins of

Brixavorth Castle s the most diree,
Hannied battlements, bab!
Ghosts, bab!

As long as your enemies don't think 10 march
Iheir armies along this longforgotten trai

Setup

Each player gets a standard 2000 point
Warmaster army. Deployment zones are
30 cm from the table's edge. Setup s by
brigades. s up firs
Dice again o firs

Dice to see who s

who moves

Brixworth Ruins is passable only o
afantry troops, although flying units can
sill fly over it. In addition, the ruins

blocks line-of-sight. Stands inside the

Brixworth Ruins

Round: 1

ruins are assumed (0 be able to see 2em.
Stands at the edge of the ruins (within
2em) can see to fire out, and they can
also be fired upon.
the edge of the ruins can only be
charged by units able to enter it. All
stands in the ruins are considered to be
defended. The castle is symbolic and
can be frecly moved. Note: The large
hill s scalable only a the slopes. The
other cliff faces are t0o0 steep to traverse.

However, stands at

Victory Conditions

The game lasts until breakpoint is
reached or 2 hours 30 minutes have
chapsed, whichever comes first. Use the
Scoring formula on the back to calculate
your points and your opponent's points
for the game.
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Introduction

Long forgotten, the shortcut throngh e forests
aronnd the Brisavorth Ruins is now your only
Dope.. Your scouts have reported another army
abead. O yeah, and there's the monster, oo,

Setup

Tiach player gets a standard 2000 point
Warmaster army. Deployment
30 cm from the table’s edge. Serup is by
brigades. Dice o see who s
Dice again to

ce who moves firs

Brixworth Ruins is passable only 10
infantry troops, although flying units can
sill fly over it. In addition, the ruins
blocks line-of-sight.  Stands inside the
ruins are assumed to be able 1o sce 2cm.
Stands at the edge of the ruins (within

Round: 2

2cm) can see to fire our, and they can
also be fired upon. However, stands at
the edge of the ruins can only be
charged by units able to enter it. All
stands in the ruins arc considered 0 be
defended ymbolic and
can be freely moved. Note: The large
hill is scalable only at the slopes. The
other cliff faces are 100 steep to traverse,

The castle

The Brixworth Monster is on the
prowl outside the camp, Rules on back.

Victory Conditions

The game lasts unil breakpoint is
reached or 2 hours 30 minutes have
clapsed, whichever comes first. Use the
Scoring formula on the back to calculate
your points and your opponent's points
for the game.
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Introduction

Watching smoke pour into the sky from the
smoking Mount Thunder, you wonder about
your decision 1o take the shortcut through the
ouniains. The fortune teller suggested a longer,
safer route. A litle smoke, bow bad is thar?

The ground shates.

"Sir, it laoks like we have run into another
army taking the same route as us. They say we
aan turn around if we wish, Otherwise, they
suggested that we start praying fo our gods."

The ground shakes.

"Prepare for battle. At least Mount Thunder

basn't blown its op...”"

Round: 1
Sctup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
Setup i
s up first.
Dice again to see who moves first.

30 cm from the table's edy

brigades. Dice to see who s

Mount Thunder is impassable to all
troop types. Flyers can fly over the
mountain but may not land on it

Victory Conditions

The game lasts unil breakpoint is
seached or 2 hours 30 minutes have

clapsed, whichever comes first. Use the
Scoting formula on the back o
determine your points and  your

opponent's points for the game
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Introduction

The sweet smell of victory.  Your mind is
wandering 10 the piles of gold, gems, and magi
that st be awaiting your triumphant march into
the red drgon's air. You will soom be wearing the
ancient crown of some lng.forgorten king!

“Sir"

i

ir, 1 bate 1o breae you from your reveri, but it
seems like we are wot alone on the platean.
Another army is coming towards the lair from the
apposite direction. And sir, a red dragon whelp is
wandering around outside the lair. 17s small, 50
' sure if's harmess."

Setup

Tach player gets a standard 2000 point
Warmaster army. Deployment zones are

on’s Lair

Round: 2

30 em from the tables edge. Setup is by

brigades. Dice to sce who

up first.
Dice again to sce who moves first.
Mount Thunder is impassable to all
troop. types.

but

Flyers can fly over the

mountain may not land on it

The Dragon Whelp is on the prowl
outside the lair.  Rules on back.

Victory Conditions

The game lasts until breakpoint
reached or 2 hours 30 minutes have

elapsed, whichever comes first. Use the
Scoring formula on the back to
determine your points and  your

opponent's points for the game.
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Monster Rules

At the beginning of each player's rurn,
roll a random direction dice and move the
the  indicated

The

monster distance and
direction monster should be
pointed in the dircetion that it is moving
If it encounters impa

stop.  If it encounters a unit, it will

sible terrain, it will

charge. Monster battles are worked out in
the combat phase of the current player

turn (after movement, shooting, etc.).

Troop Attacks |

Note: it is possible that a player may
make an order to move troops engaged
by a monster away from the conflict,
bring in additional troops for support,
etc. The monster

not an cnemy, so
you are not obligated to atack i

Similaly, it does not count as the neares
target during shooting It dox
of sight, however. Points are scored
for killing the monster!

block line

fis  Armor _ Poin

Special

The Monste

3

Scoring

T 5+ 125 Terror

‘Game Results and Victory Conditions

 Tournament Points

Total Victory - Break opponent's army and
have the high

st number of victory points.

Your victory poinis + 50% of the
difference in victory point totals + 300

Victory - Neither player is broken but you
have the highest number of victory points.

Your victory points + 50% of the
difference in victory point totals

Winning Draw - Opposition is broken but
you have less victory points.

Your victory points + 300

Draw - Both armi
the same victory points.

re unbroken and have

Your victory points

Draw - Both armies break simultaneously.

Your victory points +150

Losing Draw - You are broken but have the
highest number of victory points.

0% of the
difference in victory point totals

Your victory points +

Defeat - Neither player is broken but you
have less victory points than your opponent.

Your victory points

Total Defeat - You arc broken and have the
least victory point

Your victory points





