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The bigh pass into Now Sanctum has alvays
been an important trade route, with merchants
bringing valuable salt,silver and amber from the
mysteions desert land. The Skaven, another
Jfailure of Oratn, have an inordinate st for
these goods and 5o have been extending their
tunmels 1o the pass for years. This year, they
lave broken through and begun preying on the
unsuspecting merchants. The Dwarves of the
Tasanian Confederation have been called pon 1o
secure the pass 1o allow trade 0 begin again.

Setup

Each player gets a standard 2000 point
Warmaster army.  Ideally, the barele
features the Dwarves and Skaven, although
any Warmaster armies can be used. The
battlefield should be serup lengthwise.
Deployment zones are as shown. The

Nova Sanctum

Shinkow Campaign |

Skaven places ten cards in  their
deployment zone representing possible

tunnel entrances. Four of these are real
entrances and the rest are false. They
sceretly assign each unit to a tunncl
cntrance. Then, the Dwarves set up in
their deployment zone. The Skaven take
the first turn. They may deploy one free
unit per turn per tunnel onto the board.
They must issue orders for any additional
unit’ they want on the board. Skaven
units may be deployed in any order.

Victory Conditions

The game lasts until breakpoint s
reached or the shop closes, whichever
comes first.  Victory points are as
normal except all Skaven units sl in
tunncls at the game end count as killed,

( SKAVEN DEPLOYMENT ZONE

DWARVEN
DEPLOYMENT
ZONE

PLAVER A
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This is a capture the flag scenario with a
twist. On top of the mesa is a chest of
gold, gems and jewels. Just what a
hungry army needs to buy food and
drink! The first unit that contacts the
chest "captures” it (signify with a token
of some kind). Any unit capturing the
chest ends its movement for the turn.
On subsequent turns, this unit must
attempt to make its way across the
bridge in the south and off the board.
The chest is heavy and cannot be
carried by flying units or units that have
lost more than half their stands.
Furthermore, units carrying the chest
move at half rate! If the unit with the
chest drops it, it must be "recaptured".
A unit cannot voluntarily drop the
chest.

Buried Treasure!
- Shinkow Campaign 5

Setup

Each player gets a 2000 point army.
Players are allowed to deploy 250
points south of the river.

The river is impassible to all units
except at the bridge. The sides of the
mesa are very steep and can be
traversed only by infantry units.

To move off the board, a unit must
stop at the edge of the board and be
given another sucessful order to exit.

Victory Conditions

The winner is the army that moves the
chest off the board. If the chest is still
on the board, standard points apply.
Breakpoints are ignored.

BURIED TREASURE!

PLAYER A
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‘The Vampire Count player gets a 1500
point army. The Undead player gets a
2000 point army. The Undead player may
deploy up 1o 1000 points in Deployment
Zone 2. “The rest of the army is limited to
Deployment Zone 1. The Vampire
Counts set up first and move second.

Ater Village is passable only 10 infantry
troops, although flying units can sl fly
overit. In addition, the village blocks linc-
of-sight.  Stands inside the village are

assumed to be able to see 2cm. Stands at
the

cdge of the village (within 2cm) can
to fire our, 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. in the village are

All stands

Shinkow Campaign 2

considered to be defended. The houses
ymbolic and can be frecly moved.
“The bridge is not inside the village. Note:
The river can only be crossed at the bridge
near Ater Village and at the siver ford cast

of the village.

are

Units set up on an
embankment of a river are considered
defended against units attacking from the
siver.

Victory Conditions

he Undead
win if the Vampire Counts are broken
OR if there are three or more Undead
units across the bridge at the end of a
Units missing more than half of
their stands, characters, and flying units
rds this condition.
Otherwisc, vampires rulel

The game lasts six turns.

turn,

don't count toy
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“The High Elves have succeeded in a
desperate quest 1o bring forward in time
Tustus, a powerful priest of Nome, in
the deserted city of Manaculus. Unable
to breach the mystical defenses of
Tustus, the forces of Chaos have set up
a leaguer surrounding the city. Tustus
has called upon the forces of good to
break the league. (see back for story).

Setup

Each player gets a 2000 point army. The
High Elves must deploy in a column
along the road.
into four parts labeled 1-4. During setup,
roll a d4 and deploy the appropriate

aos splits their forces

a0s force in Zone 1. Chaos moves

first.  On turns 24, roll a dice to

determine another random Chaos force
and deploy them in the appropriate zone.

Siege of Manaculus
Shiskow Campaign3

d at the
bridge. Chaos forces are not allowed on
the bridge until a High EIf unit moves
onto the bridge. Once a High EIf unit
makes it to the open arca on the far side
of the bridge, it must siop. An
additional command order s required
from the open area,
into the city". Once

he river can only be cro

for the unit to mov
off the board and
a High EIf unit has moved into the ciry,
it may not return to the batdl.

Victory Conditions

The game L
win if Chaos

tuens. The High
s broken OR if
there are three or more High

& Uk
their

SF units
that move into the city. Units mi
more half  of
characters, and flying units don't count

towards this condition. Else Chaos rulz!

sing

than stands,
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Oratu s a harsh goddess who demands
perfect obedience from her creations.

She is constantly striving to create the

perfect form for her troops to dominate

the civilized lands. Of course this
‘means that she does not achi
with every attempt. The Ores and
Goblin ch a failure.  Tnstilled
with ferocity and free from fear, they
lack the ability and discipline 0

understand and exccute her battle plans.

e her aim

are

A joint force of Dark
allies have ju

s and their
defeated Chaos along the
borders of the empire, and now the
‘mercenaries expect to get paid.  What
happens when the coffers are empiy?
Battle of course!

" Mcrécﬁar); Piy Da)/'!’
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Setup

iach player gets a 2000 point army. To
reflect damage from the bartle with
Chaos, one player rolls a d6. Both sides
mus

troop:
point value equals or exceeds the die roll

ninate any combinat

n of
commanders, or magic whose

times 100, Troops eliminated count
towards break point.

“The Mercenaries and Dark
on the same

set up
side of the board as
icated in the map below:. There is not
enough room for cavalry to get between
the forest and the impa

ible terrain.

The game lasts six turns.  Normal

victory conditions.

MERCENARY PAY DAY!

ARK ELF|
OY ZO
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Governor Avarus of Oratu is having a
on with his good friend Lord

on whether pure Oratuni
or the shve race of Ores are the
most efficient wariors. The discussion

turns to debate and then to the
inevitble wager. The difficulty will be
in proving the wager. Odiosus turns to
iend with a smile and sugge:
multancously raid the two nearest

his hat

they
Villages of the nomad rabble, The
winner is the army returning with the
fewest casualties and the most shves.

Setup

Team Avarus s represented by the
Dark Elves and Team Odiosus by the
Ores and Goblins. The Defende
Bretonnians. ~Substitute good armics
should have cavalry.

are

ORATUNI
DEPLOYMENT
ZONE

Raid on Stormwind
G

The Oratuni siart with 2000 poinis,
and the Defenders start with 1500
points plus an additional four units of
peasants. The peasants must deploy
along with 500 points including a
general adjacent to the village. The
remaining 1000 points deploy as the
relief force. The Oratuni start f

but ma

issue only one order to cach

unit on ]
description and Peasant staistics.)

arn 1. (See back for Terrain

Victory Conditions

Defeated peasant units (zero or one
stand remaining) arc considered s!
Each unit of slaves captured by Team
Avarus and Team Odiosus count 1 VP,
Each unit of s saved by the
Defenders count 1/2 VB The team
with the most VP wins. Standard
breakpoint rules for withdrawl apply.

Ay

STORMWIND
VILLAGE

STORMWIND.
RELIEF FORGE
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“The village counts
passable only to infantry. Line of sight
limited 1o the standard

defended and is

in the village is
2 em. The river does not affect
infantry movement. Cavalry, arllery,

and monsters must cross at the bridge.

Peasants
Unit Type Atks Hits Save Cmd Size
Peasants Inf 3 3 0 0 3

1- -1 Command penalty when given an order except when part of a brigade
which includes units other than Peasants. No Initiative charges, but evades.

Mo attack bonus on charges





