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Introduction

"Go through Dirchaunt Swamp. It won't be
that bad" your King said. Bah. He has
never seen mosquitos the size of warhorses. A
light rain has started 1o fall, but the
stormclouds on the borizon foretell greater
dangers alead. A least the going will b easy
o the white dragon's air once you get throngh
this aceursed marsh

As you tradge throngh the muck: and smell, a
scont returas. The enemy has been spotted at
the far side of the vally, biocking your way
through the pass to Monnt Thunder.

Maybe killing a fow of your bitter rival's
troops will pick up your spirits. You sl as

the sonnd of the war horns cut the air

To arms!

Direhaunt

Round: 1

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Setup is by
brigades. Dice 10 see who sets up first.
Dice again to sce who moves first.

Direhaunt Swamp is passible only 1o
infantry, although flyers can fly over it
and it does not block line of sight.
‘There is no command penalty in the
swamp, nor are units within defended.

Victory Conditions

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

Aftr several weeks, it will be good 10 respply
at Walvorth. Maybe you will even have fime
1o bathe in the famons Walworth Baths before
departing to scale the summet of Mount
Thunder to find the lair of the white drsgon.

Ab, the dlansing waters of the Greyfood.
Your reverie s brotken.

“Sire, the enemy is approaching from the far
side of the valley. ~ Shall we ride for the
defenses of Waahworth or 17y 1o take Flat Top
Hill nearty and matke camp?"

You smile. Notbing like a bit of a battl

before the main course, eh?

To arms!

Walworth

Round: 1

Setup

Tiach player gets a standard 2000 point
Warmaster army. Deployment zones aze
Setup is by
brigades. Dice 10 see who sets up first
Dice again to see who moves first.

as marked on the map.

Walworth is accessable only 10 infantry
troops from the shore (sce back). The
siver is crossable only at the bridge. The
Cliff faces are not passable (dashed lines),
but any unit can move up slopes.

Victory Conditions

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

Bishopshill is an excellent site for your base
camp o the trek to the summit of Mount
Thunder: 1t bas a commanding view of the
river valky below; and the nearby forests will
provide easy hunting for your army. 1t will be
a long tree 0 the white dragon's lair, 0 best o
get the adventure off on the right foot.

The sun is shining and your spiits are high
As you march along the riverbanks towards
the hill, you think you see the sun glitter off
something in the distance.  Sending sconts
abead, you dismiss the thought of an enemy
army attemping the same objective.

Then your ears hear the distant sound of war
borns. The picnic is over: To arms!

Bishopshill
ble: 3 3

Round: 1
Setup
Fiach phyer gets a standard 2000 point

Warmaster army. Deployment zones are
as marked on the map. Serup is by
brigades. Dice to see who sets up first

Dice again o see who moves fi

Bishopshill is passable only to infantry
troops, although flying units can siill fly
over it impas
units  except  at  the

ble 1o all
bridge.

The river i

Victory Conditions

The game lasts unil breakpoint is
seached or 2 hours 30 minutes have
elapsed, whichever comes first. Use the
Scoring formula on the back to
determine  your points
opponent’s points for the game.

and  your
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Introduction

Ab, the prime canpite for the adventure 1p
Mount Thunder 1o the white dragon's lair is
yours for the taking. The rocky path at the
base of the mountain is the fustest way 1o the
summit. 1t will be an easy march up the
ountain 10 gain the treasure from this
wantage point.

Dark storm clouds on_ the horizon are a
Pportent of coming war, but the sun is shining
and a light breeze rustles your battle banners.

Suddenky, a seont returns, bis face harried.
"Sire, the enemy is making for the hill
Should we cut throngh the narrow pass and try
1o beat thens o the battlfield?"

To arms!
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MOUNT THUNDER
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Round: 1

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Setup is by
brigades. Dice 10 see who sets up first.
Dice again to sce who moves first.

Mount Thunder (dark  brown)
impassible o all troops including flyers.
The cliff faces are not passable (dashed
lines), but any un ¢ on top of
ahill witha slope.

Victory Conditions

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

clapsed, 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

Try your luck at capturing a magic
item! See the rules on the back for
details.

It looks like. the white dragon's treasure is
gping 10 have 1o wait. But vot allis ost. You
bave beard tales of a vast treasure. desp in
Dirchannt Swanp. Of conrse, there are the
lales of monsters roaming about as well

Afer a long march, your nose finally smells the
ot odor of the vast marsh.

"Sire, it looks like we are not alone in seeking
the treasurel The enemy is approaching from

the far side of the rally."

Wi can't go home empty-handed. To arms!

Treasure in the Swamp

Round: 2

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Setup is by
brigades. Dice 10 see who sets up first.
Dice again to sce who moves first.

Direhaunt Swamp is passible only 1o
infantry, although flyers can fly over it
and it does not block line of sight.
‘There is no command penalty in the
swamp, nor are units within defended.

Victory Conditions

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

Try your luck at capturing a magic
item! See the rules on the back for
details.

The lair of the white dragon high atp Monnt
Thunder is still far in the distance. The storm
clouds are brewing into ferocions. tempest.
Then, you see the ights of Waabworth.

Homm. The Count of Walworth is rumored
1o bave hidden bis st treasure somewhere in
town. Your king would probably be just as
bappy with loot from: town as the dragon.
Geting out of the storn's path wouldn's be
bad cither:

What? Another army approaches the town?

To arms!

Walworth Hordcé =

Round: 2

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Scrup is by
brigades. Dice to sce who sets up first.
Dice again to sce who moves first.

Walworth is accessable only to infantry
troops from the shore The
tiver s crossable only at the bridge. The
F faces are not passable (dashed lines),
but any unit can move up slopes.
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Victory Conditions

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

Try your luck at capturing a magic
item! See the rules on the back for
details.

Mount Thunder.~ Stll smoking in the far
distance. 11 hoks ke a long climb 10 ge the
whie dragon's treasure.

Your spies have returned with an interesting
alternative, however.  Nearby Bishopshil is
rumored 10 be the site of the buried treasure of
the pirate Captain Swifisoop. Surely the king
will be bappy with the loot froms some long

Sforgotten pirate.

What's this? Anotber army approaches along
the river. Only one an take the reasure
bome. To arms!

Buried Treasure

Round: 2

Setup

Fiach phyer gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Sewp is by
brigades. Dice to see who sets

Dice again to see who move:

Bishopshill is passable only to infantry
troops, although flying units can siill fly

over it. The siver is impassable to all
units  except at  the  bridge.
Victory Conditions

The game lasts unil breakpoint is
seached or 2 hours 30 minutes have
elapsed, whichever comes first. Use the
formula on the back 0

Scoring
determine  your
opponent's poins for the game.

points and  your
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Introduction

Try your luck at capturing a magic
item! See the rules on the back for
details.

The glory, the riches, the fame. It is all within

your grasp. What could be better? Now, your
<conts report that the treasure is bing on 1op of
a bl ripe for the taking.

Sure, the stormclonds overbead are ominons,
and the borses don't really like the constant
rumbling.  And the smell of brimstone is
overbearing, but the treasure is almost yours!

What?  Another army has been seen
approaching the feld. Maybe taking the whire
dragon's treasure will be harder 10 take than
Jou first thought. A litle skirmish. No
matter. To arms!
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Laxr of the White Dragon

Round: 2. =

Setup

Fach player gets a standard 2000 point
Warmaster army. Deployment zones are
as marked on the map. Setup is by
brigades. Dice 10 see who sets up first.
Dice again to sce who moves first.

Mount Thunder (dark brown) is
impassible o all troops including flyers.
The cliff faces are not passable (dashed
lines), but any unit can moy
ahill witha slope.

¢ on top of

Victory Conditions

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

clapsed, whichever comes firs

Scoring formula on the back to
determine your points and your
opponent's points for the game.
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On Tables 3 and 4, Geroft
town blocks line of s

pushes the army towards the short table edge. Walworth

ight using the standard 2 cm rules, incurs the standard -1 command
penalty, and counts as a defended position for troops within. No units may be placed on
topof hills without any s

The Magic Gamble

Round 2 Games: As an additional tactical carrot, the buildings
a random magical item drawn from the deck and placed face down under the building
Some cards ha

This includes fliers and charactes

2 Round 2 may contain

"no magical item" on them, so you might not get anything for your
efforts. The first unit that comes
roll a dice. On a score of 1-4, it is successful on captusing the magic item. The item is
revealed to both players and should be immediately given to any appropriate character or
unit. Tt may be u
(whether succes

 contact with the item may stop its movement and

ed the turn it is captured. “The unit that attempted to capture the item

ful or not) may take no other action during the tu

Scoring

‘Game Results and Victory Conditions | Tournament Points

Total Victory - Break opponent's army and[Your victory poinis + 50% of thef
have the highest number of victory points.  [difference in victory point totals + 300

Victory - Neither player is broken but you  [Your victory points + 50% of thef
have the high difference in victory point totals

st number of victory point

Winning Draw - Opposition is broken but | Your victory points + 300
you have less victory points

Draw - Both armies are unbroken and have | Your victory points
the same victory points.

Draw - Both armies break simultancously. | Your victory points +150

Losing Draw - You are broken but have the |Your victory points + 50% of the
highest number of victory points. difference in victory point totals

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

Total Defeat - You are broken and have the | Your victory points
least victory point





