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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.
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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.
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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





