
 

Scenario One 
 
Deployment:                                                            Battlefield: 

 
 

Game Length:  
Six turns, unless time is called before.  

 
Victory Conditions:  

The winner is determined by victory points. 
 
Special Rules: 

At the start of each turn d3 warpstones will fall from the sky scattering 3d6” from the center of the table.  If a 
hit is rolled on the scatter, use the small arrow for direction.  If a warpstone scatters on to a unit stop it 1” 
away from the unit.  Each warpstone collected will count as 30 victory points to a max of 300 pts.  To collect 
a warpstone a unit must end its move in contact with the token.  It is possible to collect multiple tokens with 
one unit, and to do so if a charge move ends with a unit in contact with a warpstone.   
 
In addition any unit within 12” of the center of the table at the beginning of each turn will be hit by debris on a 
roll of 5+.  Units affected will suffer d6 hits at str = 1+ turn number. Hits distributed as shooting attacks. 

 
Bonus Battle Points: 

+1 A wizard or the unit they are with was hit by falling debris. 
+1 Collect more warpstone than your opponent. 
+1 For each enemy character dead or run off the battlefield (Max = 3). 
 
 
 
 
 
 
 

Both players roll a D6, with the 
winner choosing a side and 
setting up first unit or can defer to 
their opponent.  Players alternate 
setting up units per BRB.  Set up 
as shown in the Battlefield 
Figure. 
 
Players roll d6 to determine first 
turn, with the player who finished 
setting up first receiving +1 to the 
roll. 

 



 
 

Scenario Two 
 

 
Deployment:                                                         Battlefield: 

 
 

Game Length:  
Six turns, unless time is called before.  

 
Victory Conditions:  

The winner is determined by victory points.  Each table quarter claimed is worth 75 pts, representing control 
of the poppy fields. 

 
Special Rules:  

The presence of the poppies causes magic to spin out of control.  Irresistible force and miscasts will occur on 
doubles of the turn number and double 6’s.  On turn 6, roll twice on the miscast if a double 6 is rolled, 
applying both results.  Note, you still need to score 3+ on the dice to successfully cast.  So if you only roll 
double 1’s on turn one you get the miscast result but the spell is not cast. 

 
Bonus Battle Points: 

+1 You miscast or irresistibly dispel a spell. 
+1 You have the highest level wizard remaining on the battlefield at the end of the game. 
+1 For each enemy standard captured.  (Max 3) 
 
 
 
 
 
 
 
 

Both players roll a D6, with the 
winner choosing a side and 
setting up first unit or can defer to 
their opponent.  Players alternate 
setting up units per BRB.  Set up 
as shown in the Battlefield 
Figure. 
 
Players roll d6 to determine first 
turn, with the player who finished 
setting up first receiving +1 to the 
roll. 

 



 
 

Scenario Three 
 
 

Deployment:                                                             Battlefield: 

 
 

Game Length:                                                            
Six turns, unless time is called before. 

  
Victory Conditions:  

The winner is determined by victory points. 
 
Special Rules:  

This scenario uses the Breaking Point and Fortitude special rules described on page 148.  The army that 
breaks the other army first receives an additional 300 victory points.  The game does not end when one army 
breaks. 

 
Bonus Battle Points: 

+1 Your opponents army reaches it’s breaking point (can be achieved by both armies). 
+1 Destroying or running off your opponents highest point core unit. 
+1 For each terrain feature (hill, building, forest) you control by having a unit within 6” of the feature with no 
enemy unit within 6” of the same feature.  Units can only control/contest one feature.  (Max 3) 
 

Both players roll a D6, with the 
winner choosing a side and 
setting up first unit or can defer to 
their opponent.  Players alternate 
setting up units per BRB.  Set up 
as shown in the Battlefield 
Figure. 
 
Players roll D6 to determine 
choice of first turn.  Player who 
finished setup first gets first turn. 


